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ABSTRACT: The COVID-19 outbreak has 

significantly disrupted traditional teaching and 

learning methods. As a result, edutainment has 

emerged as an alternative and effective way of 

involving students in their learning experience. This 

project aims to determine the impact of utilizing 

edutainment games on students' attitudes, 

experiences, and learning outcomes of the 

Entrepreneurship Course. This project employed a 

quantitative approach in the form of a survey which 

involved 229 students in higher learning institutions 

that learn the entrepreneurship courses.  Specifically, 

this project integrates the educational game with the 

TCA approach (Technology, Content, Aesthetics), 

which can be a fun and interactive way to learn 

business and entrepreneurship concepts. Thus, 

incorporating edutainment as a medium for learning 

can motivate students to construct their 

understanding of the subject matter and develop their 

critical thinking and decision-making skills.  

Keywords: Snake and ladder, edutainment, 

entrepreneurship, learning experience 

1. INTRODUCTION

Entrepreneurship courses are now one of the

required courses for every program at the university. 

This is in support of the Malaysian government's aim 

to produce entrepreneurial graduates while also 

making the entrepreneurship field a popular career 

option. However, the Covid-19 outbreak has affected 

the learning method approach, and modern students 

are not entirely keen on and attracted by conventional 

education methods. Thus, students seek more 

interesting, fun, motivating and engaging learning 

experiences. Based on Calderón and Ruiz (2015), 

educational games are helpful tools that may help 

students find ways to motivate themselves while 

having fun. Therefore, this project aims to determine 

the impact of utilizing edutainment games among 

students. 

This project proposes an edutainment game 

approach for automating a well-known traditional 

game in Malaysia, the Snake and Ladder game. 

Edutainment is the term used to describe this type of 

interactive learning that uses digital technology 

(Shitiq & Mahmud, 2010). Based on Cheung and Ng 

(2021), the educational game can enhance the 

traditional method of teaching and learning, which is 

usually teacher-centred and provides an uninteresting 

atmosphere for teaching and learning.  

This edutainment game is played individually, 

and there are 64 boxes on the board in the version of 

Snakes and Ladder (Figure 1). Several "ladders" and 

"snakes" connect two specific board squares. At the 

start of the game, a question about entrepreneurship 

will appear. As players advance to the following 

boxes, they must respond to a different question 

about the topic. Here, students should respond to as 

many questions about entrepreneurship as needed to 

complete the game (getting to box number 64). 

Figure 1.  The Snake and Ladder Edutainment 

This project integrates the educational game with the 

TCA approach (Technology, Content, Aesthetics), 

which can be a fun and interactive way to learn 

business and entrepreneurship concepts. The 

innovation contexts are the features of the snake and 

ladder edutainment that are entertaining, engaging, 

informative and user-friendly and integrated with the 

entrepreneurship course. In this project, the snake and 

ladder edutainment feature help the lecturer assess 

students' performance based on students' scores and 

time playing the game. 

The snake and ladder edutainment cater to the 

loophole of the students’ interest in learning in the 

about:blank
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class. According to Cheung and Ng (2021), digital 

game tools combined with conventional teaching 

techniques can improve student learning outcomes. 

Behnamnia et al. (2020) found that digital games 

potentially affect students' ability to develop creative 

skills and critical thinking, transfer knowledge, 

acquire skills in digital experience and positive 

attitudes toward learning, and provide insightful 

education. Therefore, this project aims to determine 

how using edutainment games affects students' 

attitudes, experiences, and learning outcomes among 

229 students enrolled in Entrepreneurship Courses. 

Snake and Ladder Edutainment can improve 

learning outcomes by increasing interest and assisting 

students in identifying key concepts in business and 

entrepreneurship. Digital games must be well-

designed and matched with learning objectives to be 

useful in education. It aligns with the Malaysia 

Education Blueprint 2013-2025 that the quality and 

accessibility of education enhance student outcomes 

and increase the competitiveness of the nation's 

workforce. Therefore, this edutainment game can 

support integrating technology and innovative 

teaching methods to improve the education system. 

2. METHODOLOGY

The evidence of the contribution by the 

snakes and ladders edutainment games to students’ 

attitude, experience and learning outcome towards 

the entrepreneurship courses. This study adopts a 

quantitative approach in the form of a survey, where 

the survey is a research method used in e-commerce 

instead of an experimental approach (Creswell, 

2014). A questionnaire that contained 17 questions 

about the three main topics in the game was 

designed. The first section is focused on attitude; 

second section on experience and last section is 

learning outcome.  

This study employed the purposive sampling 

method where the collected data involved 229 

students in higher learning institutions that learn the 

entrepreneurship courses. According to Sekaran and 

Bougie (2016), a sample size of 30 to 500 people is 

deemed enough for scientific study. All students 

indicated that they have a computer at home. For the 

response of the students, the question was answered 

using a Likert scale of seven points, which ranged 

from strongly disagree (1) to strongly agree (7). The 

analysis of the mean has been done to find the 

average value from the students’ response. Using a 5-

level mean score scale developed by Ahmad (2010), 

all of the constructs are interpreted as in table 1. The 

objective is to find the most common response in the 

data set according to the statements and constructs. 

These data were collected to evaluate if the snakes 

and ladders edutainment game has the expected effect 

on students’ attitude, experience, and learning 

outcome on entrepreneurship courses.  

3. RESULTS AND DISCUSSION

Table 1 shows a very high level of agreement that 

Snake and Ladder Edutainment affects students' 

attitudes, experience, and learning outcomes in 

Entrepreneurship courses. 

Table 1. Result of attitude, experience and learning 

outcome. 

Construct Mean Interpretation Mean 

Attitude 5.91 Very high 

Experience 6.26 Very high 

Learning 

Outcome 

5.90 Very high 

The high mean score in students' attitudes on 

the use of digital snakes and ladders games provides 

evidence of this. For instance, the students believe 

that learning about entrepreneurship courses would 

benefit from using edutainment games. The research's 

respondent demonstrates that key elements of a 

business plan can be effectively established through 

play. This is demonstrated in the snake and ladder 

game when all players manage to reach the last 

compartment. Additionally, they thought that 

edutainment games learning will be a significant 

teaching tool in higher education, where the game 

could be utilized to influence students' attitudes about 

learning. The results support the views of Mahbub 

(2019) and Sun-Lin and Chiou (2019) that online 

games make learning tasks more exciting and 

enjoyable, grabbing students' attention and 

motivating them to finish the tasks. Not only that, but 

this edutainment game is expected to be played in 

other courses. In a prior study, Pavita (2022) found 

that while Introductory Programming was seen as a 

challenging and uninteresting subject, learning 

motivation could well be increased by using 

educational games. 

Based on the findings, the students agreed 

that the game is exciting and entertaining, which 

makes learning fun. Students' attention and interest in 

following the learning process also improve, which 

leads to students having a better understanding of the 
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business plans. The result of Fanani (2022) shows 

that students are very enthusiastic in learning using 

snakes and ladders in the speaking program and 

actively in explaining what they get from every 

material in the snake and ladder game that is applied 

in the speaking program. Thus, this edutainment 

game can build a positive learning environment for 

the students. Overwhelming environment can make 

the students think intensively and concentrate in the 

learning process (Rohayati & Rizkyanti, 2019; Arfani 

& Sulistia, 2019). 

According to the study's findings, using 

snake and ladder learning tools in the classroom has 

an impact on students' learning outcomes. It offers 

excitement and enhances students' learning outcomes. 

The students thought that studying entrepreneurship 

courses through edutainment games is interesting. 

Students can quickly grasp the concept of 

entrepreneurship through the use of edutainment 

games, which enables them to put their 

entrepreneurial knowledge to use. Fitriana and Maro 

(2018) observed that educational oriented games 

increase the frequency of learning, which supports 

the improvement in learning outcomes. According to 

studies by Wandini et al. (2021) and Patmanthara et 

al. (2019), playing the snake and ladder game helps 

students learn more about Islamic history and 

introductory programming. Based on the results and 

discussion, it can be concluded that development of 

snakes and ladders edutainment games in 

entrepreneurship courses for university students can 

be valid and practical, and effectively improves 

students’ attitude, experience and learning outcomes. 

4. CONCLUSION

Snake and Ladder Edutainment is an educational 

learning innovation, and it has the potential to be 

commercialized for all educational institutions. This 

project has been identified as a pedagogical strategy 

that can assist students in learning more effectively. 

Besides, the researcher developed questions for this 

project by referencing the Entrepreneurship Course 

syllabus and considering the question level (low, 

medium, and high) as well as content validity. So, a 

module on entrepreneurship courses will be created 

on this innovation for the students’ guidance. 
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