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Abstract 
   The objectives of this study were 1) to develop a learning object assisted constructivist instruction on 2D 
Graphic Programming and 2) to study 2D Graphic Programming skills of the students after learning with the 
learning object assisted constructivist instruction. The sample of the study comprised 60 seventh grade 
students in Science-Program at Phanatpittayakarn School in the academic year 2014, selected by cluster 
random sampling method. The sample was divided into 2 sample groups for the examination of 2D Graphic 
Programming skills (30 students) and the examination of learning object efficiency (30 students). The research 
instruments included a learning object assisted constructivist instruction plan, a 2D Graphic Programming 
learning object, a learning object evaluation form and a 2D Graphic Programming achievement test. The data 
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analyses included the examinations of Process Efficiency (E1)/ Product Efficiency (E2), arithmetic mean and 
standard deviation. The results showed that  
     1) The content quality ( X=4.78 and S.D. =0.30), media production quality (X=4.82 and S.D. =0.30) and 
total quality (X=4.80 and S.D. =0.29) of the learning object on 2D Graphic Programming were at the 
excellent level  
     2) Efficiency of the learning object on 2D Graphic Programming E1/E2 was at 88.22/81.25 
     3) The average learning achievement of the students who used the learning object assisted constructivist 
instruction on 2D Graphic Programming was at 78.42. 
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