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Abstract

The purpose of this study is to investigate in various ways what factors affect the creative self-efficacy
of college students who have received computational design-based education. Through previous studies, it
was found that creative self-efficacy can change depending on individual characteristics factors. Based on
this, this study conducted a survey to explore differences in creative self-efficacy according to personal
factors (gender, grade, learning period) targeting 50 learners of photography and imaging majors at K
University in Gyeongsangbuk-do Province. As a result of the study, the first experiment target learners had
the belief that they could successfully complete the targeted project work through the computational design
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curriculum and generally had a high level of individual creative self-efficacy. Second, as a result of the

study, it was analyzed that the learning period and grade had the highest significance on creative
self-efficacy. The learning period showed the relatively highest correlation with other factors, indicating that

learners recognized the physical length of time and experience to learn and use skills as important. Third,

there was no significant change in creative self-efficacy between the lower and upper grade groups,
contrary to the assumption that the higher the grade, the higher the creative self-efficacy. This study is

meaningful in that it suggests complementary factors that can be considered for effective visual arts

education through the results of investigating differences according to individual factors in creative

self-efficacy.

Keyword : Creative self-efficacy, Computational Design Training, Outcome expectancy, Visual Arts, Design

education
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[Table 1] General characteristics of study subjects
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