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The purposes of this study were ; (1) to develop a set of Experience-Based
e-Leaming Packaged in Basic Program Writing Subjects on Creating Picture and
Mausic Using Microsoft Windows Logo Program for Mathayom Suksa II Students
based on the 75/75 efficiency criterion; (2) to study the progress of the students.
learning from the Experience-Based e-Learning packages and (3) to study the opinion
of the students on the quality of Experience-Based e-Learning packages

Samples were 28 Mathayomsuksa IT'students at RahanWittaya School
BungSamakkee District in the Kamphaenphet Educational Service Area II who were
studying in the Second Semester of Academic Year 2006 using the purposive
sampling technique. Research tools comprised (1) Three units of experience-based
e-Learning packages in Basic Program Writing Subjects on Creating Picture and
Music Using Microsoft Windows Logo Program, namely Unit 7: Creating Classroom
Furniture with Microsoft Windows Logo Program; Unit 10: Using Variables in
Creating Flowers with Windows Logo Program; Unit 11: Creating Movmg Images
and Music with Windows Logo Program; (2) Pretests and posttests in parallel forms;
and (3) Questionnaires asking the students’ opinion on the quality of the
experience-based e-Learning packages; and (4) Statistics used were Ey/E,, t-test,
percentage, and Standard Deviation.

_ Findings: It was found that (1) the three units of expenence-based e-
Learning packages were éfficient at 77.43/77.29, 72.50/72.71; and 76.86/75.89
respectively; thus meeting the set efficiency criterion of 75/75; (2) the learning progress
of the students learning from the experience-based e-Learmng packages was
significantly increased at the .05 level; and (3) the opinion of the students on the quahty
of the experience-based e-Learning packages was “Highly Agreeable”.





