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The purpose of this study was to construct Learning Objects to improve basic science
process skills for Mathayom Suksa 1 students. The subjects were 48 Mathayom Suksa 1/3
students who studied in the first semester of the academic year 2008 at Dara Academy School,
Muang District, Chiangmai Province. The instruments that were used in this study included: 1)
Learning Objects to improve basic science process Skills for Mathayom Suksa 1 students. 2) A
behavior observation form. 3) An attitude questionnaire on Learning Objects. The study was done
by having students try out the Leamning Objects to determine their quality. Data was collected and
analyzed by the use of means and percentages.

The study showed that the students’ levels of learning behavior and the average
attitudes towards the Learning Objects were highest in graphic design, position of the buttons,
and the accurate explanation of the game. Also the using of sounds, the quantity of content and
activities and the challenge of the game made them interested and excited to learn at a high level.
After completing this activity, the students gained experiences and knoWledge in classifying at the
highest level. |





