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ABSTRACT
This paper aims to study the instrumental factors that influence Vocational High School students majoring in Data Processing
Department to learn of Flash animation software system, which includes potential difficulties for students, peer influence, and
teachers’ teaching situational environments. The first part of the study discusses multimedia and network, and introduces Flash
animation software. Next, we have a questionnaire survey about learning FLASH animation software that discovers students’ effect
of learning, and cause-effect relation. Then, through SPSS statistical software system, we organize the data and evaluate the
participants’ learning effects. Finally, we use statistical information, make a cost analysis and provide constructive advice.
The questionnaire has been involved with high school students majoring in Data Processing as participants among various areas
including Taipei, Taichung and Changhua. In total, we have received 200 valid questionnaires for this research. The research
reveals us that learning effects could be enhanced by the factors below: teachers’ step-by-step teaching skills, students’  proficient
programming language and language skills. On the other hand, teachers could create a fun learning environment that will increase
students’ interests to learn and have better learning consequences. We hope to share our feedback with other FLASH animation
teachers that we associate with in the field; as a result, we could adjust our teaching approaches better or create greater environments
for students that will have superior effects of learning.
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