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This research is an experimental research and its objectives are to create and find the effectiveness
of the computer lesson of Edutainment: Resister’s Color Reading and to compare the learning
efficiency using the Pre-test and Post—test-. The sample used in this research was 40 Freshman
Vocation students in the field of Electronics, Loei Technical College. The collected data were
statistically analyzed uéing arithmetic means ( X ), standard deviations (S.D.) and t-test. The
results were as follows: the efficiency of the instruction game was 89.88/88.33 which was higher
than the 80/80 standard and the learning efficiency compared using average posttest scor.es'which

were higher than the pretest scores with a statistical significance of the 0.01 level.





