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Abstract—A video-based learning (VBL) has long practically been used in 
the education environment to help students enhance their level of understanding. 
Educational content for VBL has been widely produced on various platforms to 
support achieving the optimum level of student performance. Additionally, the 
concept of edutainment using video in education is gaining traction, particularly 
in children’s learning. Implementing the edutainment notion into the learning 
process is a critical component of successful learning. Previous research has 
examined the beneficial effects of edutainment using video for learning purposes. 
It has been shown to improve the effectiveness of the learning process and gener-
ate enjoyable learning experiences for students. As the paper is aimed at children, 
the educational music video (EMV) can capture their attention even more than a 
standard educational video does due to its interactive content. However, studies 
on edutainment for educational music videos, in particular, have not been studied 
much. Thus, the objective of this paper is two-fold; i) to review and discuss the 
conceptual approach of edutainment and its significance towards student learning 
experiences, and ii) to propose the component and element of edutainment in the 
EMV for children learning. The findings of this study outline the characteristics 
of edutainment that can be utilised as criteria for selecting the finest EMV for 
children's learning.
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1	 Introduction

In recent years, video-based learning (VBL) is gaining more attention in the field 
of education. In fact, the pandemic of coronavirus disease (COVID-19) has empha-
sised the importance of VBL in facilitating the learning process and achieving learning 
objectives more efficiently. The demand of self-directed online learning using video 
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is beginning to be practised seriously owing to state of emergency with movement 
restriction order measures being applied by the government in preventing the spread 
of COVID-19. Besides, prior studies shows that using VBL media can significantly 
improve student learning results when learning online [1]–[3]. Basically, VBL refers to 
“the learning process of acquiring defined knowledge, competence, and skills with the 
systematic assistance of video resources” [4]. VBL can be practiced when educational 
video content is being used as learning materials. The different purposes for using video 
materials include providing examples of best practices, encouraging discussions, and 
enhancing blended learning environments [5]. Additionally, with the introduction of 
the video-sharing sites, educational videos are easier to get, which has increased their 
production. Due to the massive volume of educational videos produced nowadays, it 
has created an excellent opportunity for academic practitioners to maximise the use of 
this learning material with students. The independent educators also strive to explore 
various approaches and strategies to achieve quality learning other than following 
the standard curriculum designed by the education department. The approaches include 
diversifying digital learning support materials such as EMV in the learning process.

Nevertheless, the EMV should be integrated with the edutainment concept when it 
comes to children’s learning. Children are more attracted to a fun learning environment 
that emphasises the element of enjoyment and amusement. [6] mentioned that edutain-
ment in learning depends on the belief that the learning process is fun. One of the strat-
egies to achieve quality children’s learning is implementing the edutainment concept in 
the learning process. This concept can be integrated with digital learning support mate-
rials like EMV. The advantage of implementing the edutainment concept is to create 
a fun learning process so that students understand the idea of learning readily without 
the sense that they are learning. For example, [7] argued that edutainment in learning 
was supposed to encourage children to enhance their memorization, enrich the learning 
process, and offer flexibility using multimedia games. On top of that, [8] claimed that 
edutainment in heritage multimedia relies on affective and sensory learning, which 
could help children reconnect awareness and caring more solidly. Many studies have 
been conducted previously to implement edutainment in learning, but to what extent 
can this concept impacted students, particularly for children’s learning using EMV.

This paper aims to contribute to the research on VBL, more specifically, EMV. The 
objectives of this paper are twofold: first, an extensive literature review was conducted 
to ascertain the significance of the edutainment concept in learning and its impact on 
students. The second objective is to use comparative analysis to discover the com-
ponent and elements of edutainment in EMV for children’s learning. Section 2 pro-
vides an overview of edutainment and how it has been integrated into the learning 
process particularly in educational videos. Section 3 offers a detailed explanation of 
the study’s method, including a rigorous comparative analysis and expert validation 
process. Additionally, Section 4 summarised the results of the comparative analysis 
and expert review. Finally, Section 5 contains a concise conclusion that summarises the 
whole substance of the study.
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2	 Edutainment in learning environment

2.1	 Edutainment concept in learning

To understand the value of edutainment in education, it is necessary first to grasp 
the concept of learning while entertaining in general. This concept involves a compre-
hension of the notion of edutainment and its implementation in educational applica-
tions. Since edutainment could be implemented for different fields of study, the paper 
is scoped to explore its significance in the education context in other learning applica-
tions or systems. Edutainment is a combination of educational and entertainment words 
that emphasise learning while entertaining. This approach has existed for decades, as 
seen by the widespread use of edutainment, particularly in industrialised and emerging 
countries, in conjunction with technological growth [9]. A few meanings of edutain-
ment have been interpreted in the previous studies as the main foundation for this con-
cept. [10] defined edutainment as a derived word that describes a mixture of education 
and entertainment or, in other words, is a marriage of education with entertainment. 
[11] described edutainment as a mixture of sound, animation, image, video, and writ-
ing, which promoted fun and learning to learners. Besides, edutainment can also be 
defined as a concept of enjoyable learning that serves as a tool for teachers or parents 
to educate and entertain their children at the same time [12]. Learning in Edutainment 
is taught to integrate various factors, including media, the classroom environment, and 
several activities, to promote happiness while playing and learning [13].

In more detail, [14], [15] state that education and entertainment co-occur where it 
was initially used to produce video games or commercial CD ROMs for educational 
purposes to help children benefit the knowledge while playing. On top of that, [16] 
defined edutainment as “pleasure or positive experiences that a learner hopefully 
desires. The pleasure can result not only from the entertaining and interesting content 
itself but also from the satisfaction of getting problems solved, especially in games”. 
From these definitions, it can be inferred that edutainment is a learning concept that 
combines two significant parts, namely, education and entertainment. It can be hap-
pened concurrently and enable the learning process to be entertaining. As can be seen, 
edutainment is frequently used in games applications to promote learning while enter-
taining. Students who can adapt to a pleasurable learning environment have a greater 
chance of achieving a higher level of understanding.

Due to that, edutainment is considered an appropriate approach for promoting learn-
ing and attaining high-quality children’s learning. In addition, children in this millen-
nial age are more likely to use technology to help them learn. [17] also supported those 
children of millennials are being exposed to many technologies’ features such as high-
tech gadgets, the internet, and social networks. Besides, [18] supports the objective 
of edutainment to attract the student’s attention and interest and enable them to focus 
on events and teaching materials during the learning process. Other than that, [19] 
revealed that edutainment in games for language learning was positively influenced 
young learners. In her study, she tested 181 participants from Turkish state primary 
schools, including 121 fifth-grade pupils and 60 English teachers. The findings indi-
cated that playing games are an effective method of learning English, and the majority 
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of participants felt that children easily grasp the language while playing games. When 
teaching children as learners, it is important to acknowledge their natural proclivity for 
game playing. When it comes to entertainment activities, their motivation is always 
at its highest. Besides, sustaining a high level of motivation is critical for the learning 
process to succeed. Thus, it is clear that the element of enjoyment in edutainment can 
considerably assist learning, particularly when the target learner is children.

Other than that, [20] specified the benefit of edutainment in learning in presenting 
enjoyable, calm, and pleasing experiences to children. It indirectly encourages chil-
dren to develop a positive relationship with their teachers. Meanwhile, there are a few 
considerations to make while dealing with edutainment technology. It is necessary to 
encourage the students to pay attention, arouse their interest in the subject being stud-
ied, and actively participate in the learning process [21]. Thus, students and teachers 
should collaborate to help students develop a strong interest and drive for accomplish-
ing quality learning through technological edutainment. Nevertheless, this does not 
mean that the quality of learning depends on the application of edutainment merely. 
According to [21], edutainment encompasses a relatively small portion of the educa-
tional process where it only contributes to learning diversification without demanding 
total modification of the traditional learning model. Yet, edutainment promotes positive 
learning outcomes such as engagement, motivation to study, enjoyable learning experi-
ences, and a desire to continue learning and applying knowledge [22]. In fact, edutain-
ment contributes to the learning process by incorporating the concept of learning while 
entertaining. Children learn more readily when the learning environment is enjoyable.

2.2	 Edutainment approaches

Edutainment can be implemented with entertaining varieties such as multime-
dia applications, websites, music, films, video, computer games, and television pro-
grams developed to educate [10]. As referred to these claims, edutainment products 
and applications have been diversified, which in line with the current technological 
developments. It can be distributed on various platforms such as online video-sharing, 
websites, video games, television programs. Most of the products that implement the 
edutainment conceptualised as a video presentation which aimed to support and pro-
mote the concept of learning while entertaining. However, various other approaches 
can be used for learning purposes. For example, [23] used the song as edutainment to 
teach the English language to high-school students. The findings of his study revealed 
that the learning process that uses song could make the students actively engage in the 
class. Besides, the emphasis on entertainment elements such as amusement and joy had 
become the motif for people to enjoy the activities mentally or physically. For instance, 
traditional teaching sessions that include mere lectures could be dull, causing students 
to lose interest.

On top of that, playing activity also become a part of the edutainment approach 
involved in the learning session. These activities do not concern entertaining only but 
could also focus on exercising the new knowledge more easily [24]. After a thorough 
explanation of the edutainment notion, the following section discusses the substantial 
influence of edutainment on educational videos. The outcome is crucial for the next 
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phase: identifying the component and element of edutainment in EMV for children’s 
learning. Hence, the following section discusses the study method in detail.

2.3	 Edutainment in educational video

The concept of edutainment was also emphasised in educational videos to increase 
the effectiveness of the learning process. Recent research has positively influenced 
learners when educational videos are used as a supplemental learning medium. How-
ever, as the studies on edutainment for educational videos is insufficiently explored 
specifically for children’s learning, these studies are aimed at students in various ages 
in general. Edutainment in the educational video can enhance learning at all stages 
of education, including preschool, secondary, and elementary school, and tertiary 
level (academic level following the completion of secondary education). A study by 
[25] stressed the need to integrate edutainment into American mathematics television 
shows, specifically Numb3rs, to promote mathematical problem-solving activities. The 
exploratory study discovered that the participants, who are pre-service mathematics 
teachers, indicated that the edutainment learning tool had influenced their overall way 
of thinking. By extension, the greater one’s mathematical problem-solving abilities, the 
greater one’s chances of developing critical-creative thinking. Thus, the study discov-
ered that including edutainment in learning can help students establish critical-creative 
thinking skills, increase engagement, and transition from fixed to growth mindsets.

Other than that, the utilisation of educational videos as a learning medium, particu-
larly for young learners, should highlight the humorous element to pique their interest. 
[26] demonstrate that videos with hedonistic elements can increase retention by an 
average of 6%, equating to a half-grade improvement for many students. Besides, the 
authors revealed that hedonic video content shown at the beginning of the class could 
develop a more positive emotional state. The chance to increase student’s retention is 
also high as long as the video is aligned to the learning objective. Meanwhile, in health 
education, the role of edutainment in the educational video has also been demonstrated 
to be beneficial. For example, [27] discovered that exposing school children to ani-
mated videos as a part of health education interventions was significantly effective in 
rural settings. The video’s edutainment approach incorporates drama, song, and poetry, 
allowing the audience to participate directly with the characters. All of these activities 
prompted the children to participate enthusiastically during the show. It unequivocally 
demonstrates that edutainment has the potential to emotionally and physically engage 
children.

Additionally, not only is edutainment more entertaining, but it is also more remem-
bered for learners. According to [22], edutainment in educational video help students 
focus on the content and possibly promote long term memory recall as it contains 
various stimuli such as images, sounds, and characters. The author also suggested 
cloud-based animation software in creating educational videos such as Powtoon and 
GoAnimate. By utilising these tools, the video creation process will be simplified and 
accelerated, as more features will be available to help make the video material more 
meaningful. Another study, which also used the Powtoon software, established the 
importance of edutainment implementation in educational videos. [28] point out that 
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Powtoon can help students who struggle with reading concepts enhance their English 
reading abilities and raise their enthusiasm and motivation for studying. Based on the 
interview and observation conducted in this study, the students responded positively 
towards animated video using Powtoon. The learner expressed satisfaction with the 
learning experience, describing it as easy and attractive. Additionally, they can improve 
their knowledge of the learning content, mastered the vocabulary, increased their read-
ing comprehension, and demonstrated an eagerness to learn more about the English 
language. Thus, it showed that edutainment in educational video can have a positive 
influence on children’s learning, especially interest, concentration, as well as on their 
overall behavior in school.

As this study focused on children’s learning, EMV is seen to gain more interest in 
children. According to [29], music video creation could be used for informal education 
to offer students a new technique in exposing themselves to become better media per-
formers and users. Besides, some practical advantages of using music video in learning 
were mentioned by [30] in terms of availability, accessibility, focus retention, flexi-
bility, cost-effectiveness, social media access, and relevancy. The usefulness of music 
video in education learning is also undeniable even though the initial aim of music 
video production is mainly being used in the film and music industry as a promo-
tional marketing tool. Therefore, this study identifies and proposes edutainment com-
ponents and elements of EMV for children’s learning based on the substantial impacts 
of edutainment in educational videos. Section 3 elaborates on these processes in depth.

3	 Study method

A comparative analysis was conducted to identify the components and elements of 
edutainment for EMV from kinds of literature. It comprises a variety of educational 
videos that are utilised to supplement the learning of all students. In terms of data 
resources, secondary data are ideal for comparative analysis because they span more 
extended periods and cover a greater geographical area. Once the elements were identi-
fied, an expert review was conducted to validate the proposed elements.

3.1	 Comparative analysis

To initiate this study, comprehensive literature searches were conducted to gather 
related articles concerning edutainment in the education field from global journals 
and databases. These databases include Google Scholar, Research Gate, ACM Digital 
Library, and Mendeley Library. A total of 16 studies that relate to educational videos 
were selected to be reviewed comprehensively. While searching the intended articles, 
several keywords were identified to ensure the return results are more specific and 
suit the aim of this study. The keywords include edutainment, education entertainment, 
educational video, interactive video and other related keywords. There are over 50 arti-
cles on edutainment from various fields and interests in the early stages of the search, 
including virtual reality, game-based learning, consumer behaviour, and entrepreneur-
ship. In searching for more specific articles, a particular theme was applied manually, 
which suits the aim of the study. As a result, 16 studies fulfil the purpose of this study 
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and selected for comparative analysis [31]–[46]. These articles were focused on the 
edutainment concept and approach for VBL in the education context.

3.2	 The proposed elements of edutainment feature

The component of Edutainment Feature refers to the element of entertainment incor-
porated into the content of EMV that aims to provide the opportunity to experience 
the learning while entertaining concepts to the learner. Meanwhile, the elements for 
this component refer to the aspect that can trigger a positive feeling for the learner 
while using the EMV. These elements could become the added values to EMV content 
because they can attract the attention and interest of viewers to choose the right EMV 
content. There are three elements for sub-component Emotional Attraction, as listed 
below:

i.	Musical Interest: the term refers to the appeal of musical sound in video learning to 
attract student attention and entertaining them.

ii.	Speech Element: the term refers to the speech technique used in video learning, 
such as voice tone, speed, and formality.

iii.	Character Representation: other than using animated characters, the actual human 
can also be used as character assist. So, use a person or so-called talking head 
(speaker/character assist) with a face and shoulder shot if necessary.

Having described the Edutainment feature elements, each statement mentioned 
in the selected studies has been reviewed and analysed to discover its commonality. 
Table 2 shows the tabulation of the findings from the comparative analysis for these 
mentioned statements. This study uses a set of indicators shown in Table 1 to determine 
the suitability of the component and its elements.

Table 1. Indicator of component and element selection

Indicator Description Condition of Classification

Compulsory to 
apply

The component is compulsory to be applied when all models (100%) 
or majority of models appear in the row (50%–99%)

Recommended to 
apply

The component is recommended to be applied when fewer models 
(1%–49%) or no model appear in the row (0%)

Table 2. Comparative analysis of elements for musical interest in existing studies

Element

Selected Existing Studies

To
ta

l

Pe
rc

en
ta

ge
 (%

)

A
pp

lic
ab

ili
ty

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16

Musical Interest Y Y – – – – – Y – – – – – Y – Y 5 31

Speech Element – Y Y – Y Y – Y – Y – Y Y Y Y Y 11 69

Character 
Representation

– – – – Y Y – – – Y – Y Y – – Y 6 38

Note: Y refers to Yes.
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3.3	 The proposed elements of activity

This component refers to the interaction that occurs when the children are dealing 
with EMV content. The implementation of the edutainment concept, namely learns 
while entertain, has been a factor in this interaction. Through these interactions, the 
viewer focuses on learning merely and encourages them to participate more actively 
during the learning process. There are three elements for the sub-component of ‘inter-
action opportunities’, as described below:

i.	Social Interactivity: allow functional interactivity and physical interaction of stu-
dents in the learning environment while dealing with video content.

ii.	 Interactive Questioning: refers to the question method used in learning video as 
learning reflection.

iii.	Expand learning space: apart from directly accepting what is displayed in the 
video content, it allows students to create their imagination.

All these elements allow the learner to interact better during the learning process, 
especially for group learning (i.e., a group of people dealing with the same EMV con-
tent). Most of the previous studies also emphasised the elements of interaction oppor-
tunities shown in Table 3 (the tabulation of the results from the comparative studies of 
previous studies). The same indicator in Table 1 applied for proposing the elements of 
Activity. It clearly shows that previous studies also have the same concern where this 
element is significant to the content of EMV as a whole. Meanwhile, Figure 1 shows 
the proposed sub-component and elements for ‘edutainment feature’ and ‘activity’ as 
a whole.

Table 3. Comparative analysis of elements for interaction opportunities in the selected studies

Element

Selected Existing Studies

To
ta

l

Pe
rc

en
ta

ge
 (%

)

A
pp

lic
ab

ili
ty

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16

Social Interactivity – – – – – Y Y – – Y Y – – Y Y Y 7 44

Interactive 
Questioning

– – – – – Y Y – – Y Y – – Y Y Y 7 44

Expand Learning 
Space

– – – – – – Y – – Y – – – Y Y Y 5 31

Note: Y refers to Yes.

Fig. 1. Proposed sub-component and elements of edutainment feature and activity
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3.4	 The validation process of the proposed elements

An expert review was conducted to validate the proposed component and elements 
of edutainment in EMV. The process was conducted qualitatively, where 11 experts 
were invited to participate in the reviewing process. This amount is sufficient for this 
study as underlined by [47] and [48].

Participant’s profile and setting. The experts are from various fields and expertise 
such as Multimedia Studies, Instructional Design and Technology, Media Studies, or 
Educational Technology. The experts must have an academic qualification in Master 
or PhD and involved in related fields for at least five years of experience. The detail 
for each expert is listed in Table 4.

Table 4. The list of experts with demographic profile

Expert Gender Education Field of  
Expertise

Year of 
Experience Affiliation

A F PhD Instructional Technology 
and Educational Technology

14 Universiti Pendidikan 
Sultan Idris (UPSI)

B F PhD Multimedia Education 5 Universiti Pendidikan 
Sultan Idris (UPSI)

C F PhD Educational Technology 8 Universiti Sains 
Malaysia (USM)

D M PhD Multimedia 25 Universiti Malaya (UM)

E M PhD Educational Technology 12 Universiti Teknologi 
Malaysia (UTM)

F F PhD Educational Technology, 
Instructional Technology, 
and Visual Communication 
(Graphic Design)

5 Universiti Pendidikan 
Sultan Idris (UPSI)

G F PhD Visual Design and 
Multimedia Studies

5 Universiti Malaya (UM)

H M PhD Instructional Technology 
and Mobile Learning

10 Universiti Sains 
Malaysia (USM)

I F PhD Instructional Technology, 
Behavioral Studies, and 
Human and Computer 
Interaction

18 Universiti Sains 
Malaysia (USM)

J F PhD Information Management, 
Knowledge Management, 
and Research Method 
(Children)

21 Universiti Teknologi 
Mara (UiTM)

K M PhD Instructional Design 40 University of Twente, 
Netherlands.

Note: F = Female | M = Male.

Data collection procedure and instrument. The expert review process begins with 
sending an email invitation to the identified experts. Once the expert has agreed to be 
a reviewer, they will be given an official letter of appointment as well as a consent 
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form. Once the consent form has been completed with the signature and officially 
stamped by the expert, a set of review instruments will be emailed for the evaluation 
process. The review instrument consists of an illustration of proposed components and 
also a review form. The experts were given around two to three weeks to complete 
the instrument form and required to return the document through email. The review 
instrument was adapted from [49]–[51], which contains three main sections. The 
instrument is composed of review questions that address the following: i) the relevance 
of the proposed components, sub-components and elements, ii) the understandability 
of the terms used, iii) the logical relationship and flow of the proposed model’s main 
components and sub-components, and (v) the readability of the proposed model. The 
experts were assigned a specific column to make further comments or suggestions 
about the proposed component and element. Three response alternatives are presented, 
including “some are definitely not relevant”, “some may be not relevant”, and “all are 
relevant”. Experts can select their preferred response.

4	 Results and discussion

Table 5 tabulates the data gathered in the reviewing process from the experts. Addi-
tionally, some experts provide further comments and suggestions in reviewing the pro-
posed elements. It means that some of the elements of the Edutainment Feature and 
Activity component need clarity in terms of meaning and suitability. The expert review 
process, however, takes a long time to complete. When the country is dealing with a 
pandemic COVID-19, the process is being carried out, limiting face-to-face meetings 
with the experts. Besides, the selected experts have restricted free time due to other 
work commitments as most of the works are conducted online.

Table 5. Frequencies of responses from the experts reviewer

Q1

The Proposed Elements in 
Edutainment Feature are 

Relevant

Frequency (n=11)

Some are Definitely 
not Relevant

Some may be 
not Relevant

All are 
Relevant

Musical Interest 2 1 8

Speech Element 1 1 9

Character Representation 0 2 9

Q2

The Proposed Elements in 
Activity are Relevant

Some are Definitely 
not Relevant

Some may be 
not Relevant

All are 
Relevant

Social Interactivity 0 3 8

Interactive Questioning 0 1 10

Expand Learning Space 2 0 9

Note: Q1 = Question 1 | Q2 = Question 2.

For the component of the Edutainment Feature, Expert C suggested using a suitable 
character for children. This study accepts the recommendation from the expert to make 
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the element of “character representation” more meaningful. Answering this comment, 
this study agrees to include a new principle of this element which is “use a character 
that shows a good and positive trait”. Other than that, Expert K argues the meaning of 
“musical interest”. The expert points out the definition of “musical interest” is unclear. 
However, this element does convey its true meaning, which refers to the appeal of 
musical sound in the video that can attract learners’ interest. Therefore, in responding 
to this comment, the commented term is retained.

Meanwhile, for Activity component, Expert B suggested adding “virtual interac-
tivity” due to pandemic issues to support home-based teaching and learning (PdPR) 
as most of the learning conducted online. Though the suggestion is helpful, it is not 
suitable for this component as the pandemic issue that impacted the learning situa-
tion is temporary. Therefore, this suggestion is not considered in the revision process. 
Besides, Expert C argues that “interactive questioning” should be intuitive. The ele-
ment of “interactive questioning” refers to how the questions were asked in the video. 
In response to this comment, the suggestion does not refer to this element’s particular 
meaning. However, this study considers to include the strategies for promoting active 
learning recommended by [33], which suitable to be adapted in the revision process. 
Besides, the term was changed to “effective questioning” to make it clearer. So, the 
added principle for this element is “use guiding question”.

Furthermore, Expert I and K argues the difficulty to measure “expand learning space”, 
which refers to the ability of the learner to create their imagination. This study admits 
this impairment logically since only students can define their capability. Therefore, this 
study takes this comment positively and discard this element as an improvement for 
the model. On top of that, for “social interactivity”, Expert G and Expert I questioned 
its relevancy in the model and how it can be achieved while learning. In regard to this 
comment, this study admits that the explanation of this element is unclear as the word 
“social” refers to a group of people instead of the individual. Besides, it is contradicted 
to the situation where the learner tends to use the EMV for self-study purposes. Due 
to that, this study provides the options for this element which is “self-learning” and 
“group-learning”. As for the term of this element, it is more appropriate to rename it 
into “audience interactivity” that explains how it can happen in group of learners as 
referred to its original intent.

Based on the clarification of the mentioned comments from the experts, the elements 
for audio criteria were revised and updated accordingly. Figure 2 show the validated 
component and elements of Edutainment Feature and Activity.

5	 Conclusion

In conclusion, implementing the edutainment approach in learning, particularly in 
educational videos, has positively impact the students. Numerous previous studies have 
established the efficacy of edutainment in the classroom, utilising various platforms 
and media kinds [52].
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Fig. 2. Validated sub-component and elements of edutainment feature and activity

It is not to argue the degree of skill of students who experienced the learning pro-
cess without edutainment. To some extent, edutainment is still recognised as having 
the potential to bring value to students’ learning experiences. In line with that, two 
objectives were defined in this study: i) to ascertain the significance of the edutainment 
concept in learning and its impact on students, and ii) to conduct comparative analysis 
to discover the component and element of edutainment in EMV for children’s learning. 
Based on extensive literature review on edutainment for educational videos, it is clear 
that edutainment in learning can have substantial impacts on students, including the 
following; i) develop critical-creative thinking skills, increase engagement, and change 
the transition from fixed to a growth mindset (for mathematical solving skill in par-
ticular); ii) develop a more positive emotional state; iii) increase student’s retention 
in learning; iv) engage students in learning physically and mentally; v) help students 
increase their focus level in the learning process, and vi) promote long term memory 
recall. Having explored the significance of edutainment in educational videos particu-
larly to emphasis its significance during COVID-19 pandemic, a comparative analysis 
was conducted to achieve the second objective of this paper. This analysis aims to iden-
tify and propose educational components and elements in EMV for children’s learning. 
Following that, the proposed elements were evaluated by an expert review process in 
which 11 experts from related domains consented to participate. The proposed features 
have been amended in response to expert comments and suggestions, and the validated 
elements of edutainment for EMV are presented at the end of Section 4. In light of the 
relatively small scale of this present study, future research should incorporate evalua-
tion testing for instructor who could use EMV as learning support media.
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