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Effects of Software Education Program for the Education Welfare Priority
Support Students on Learning Motivation, Self-efficacy and Goal Orientation
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Abstract

In this paper, we propose a Software Education Program for the Education Welfare Priority Support

students. Elementary school students of education welfare priority support programs has low school

satisfaction level and course maturity. Also, they have various problem such as relatively large digital divide

when compared to general student. To solve such problem, we designed, developed, and applied a software

education program on education welfare priority support program’s elementary school students to analyze

its effect on their learning motivation, self-efficacy, and goal orientation. Software education program

followed the main stages of ADDIE model and was designed into experience Sharing, Requirements analysis,

Sharing, Grouping, and Organizing. 20 of 6th graders in education welfare priority support programs were

chosen as subject for software education program. The effectiveness has been analyzed through pre, and

pro test. As a result of the analysis, we found that the developed software education program has meaningful

effect on Learning Motivation, Self-efficacy, and Goal Orientation of education welfare priority support

program’s elementary students.

» Keyword: Software Education, Education Welfare Priority Support, Learning Motivation, Self-efficacy,

Goal Orientation
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2. Education Welfare Priority Support Project
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Table 1. Teaching—learning model design

Stage Contents
. * Sharing experiences about problem situation
Experience ) ) . .
» Discussion to solve the situation
« Consider the given problem
Need ; .
* Recognize the need of problem solving
Join e Plan algorithm wusing project's story, needed
object, role, interaction, image, and sign.
 Creative and realization of planned piece's algorithm
Organize |* Problem solving using programing language and
physical computer tools.
* Presentation and judging of developed program
Summary |¢ Feedback on advantage and improvement point of
the program.
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Table 2. Program Contents
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Week Contents components
- Needs of software centered society and
software educaton
1 |- Education process introduction — sequential
— Final product guide
— Conduct preliminary inspection
- Entry basic usage, speaking blocks, signal
sending, image transition .
8 . — sequential
2 |- Creating animation for 8 scenes of Jangseong| loop
— Data collection, photo addition, individual
coding
— Creating robot vacuum, condition, coloring
3 |7 Namchang Valley cleaning drone research|— sequential
(community theme) - loop
— Map research, map capture
— Making flower, repeat, nonstop repeat .
) . — sequential
4 |7 Making Jangseong vellow city flower road| loop
(community theme) .
. . — selection
— Community festival research
— Creating quiz — sequential
5 |- All about Jangseong (community theme) - loop
— Operation, variable, textboxes — selection
— Making grabbing game — sequential
6 |~ Making gabbing game related to GilDong — Hong|— loop
(community theme) — selection
Mouse, bounce and turn once hitting the wall |- variables
— Learning the basics of hamster robot — sequential
7 - Move, turn, and using the sensor of hamster|— loop
robot — selection
— Order, repeat, sensor — variables
— Making line tracer hamster robot _ lsoe(;;];ennal
- Making Jangseong guide robot (community .
8 |theme) - selgcﬂon
. ) — variables
— Make map and draw line (data collection, photo ~ st
attaching, recording) _ function
- Making Jangseong guide robot bus (community B proplem
9 |theme) - solving )
— Test and debugging B Abstracn.on
— Automation
10 |7 Project result presentation _

— Post test

IV. Research Method

Participants
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2. Research tools
2.1 Learning Motivation
AL TF F7E AR f8ke] o)l
(2007)0] Neter HAWE g5 57 A =T 8]
ToR UN At AREEIIT27]. B 7] A BT
F 26@ ol AFAoRE F57] 588, 94 2d 583
uirb 24 588, YA

50 ek BB 9190 A% astud s ol

i rCI
P
ofrt
9\_5
o
TR

A

BN
el
(@2}
Mo
ot
=
24
)
offt
N
(@)]
Mo
o
o
ffu

2ol A4 B HEUE, 94 2P 949 80F I
W5 20, WA 28 A HUAY Fo JPEL Fal
PFahe RS, BUA 28 940 felo] H selog
whlol BHE 28 WA $E 2a2 PALE B2
s AARA ke BA1E HHh 19 sheladl
gk 393 AF %= Table 3.9 2}

Table 3. Reliability Test of Learning motivation

Elements Quantity Iltem number Reliab—ility
Integrated 6 1,3,12,17,20,23 758
Regulation
Amotivation 5 4,6,7,9,26 715
Introjected 5 11,16,18,19,25 .509
Regulation

Externg\ 5 5,13,14,15,21 .859
Regulation

Ident\f\gd 5 2.8,10,22,24 757
Regulation

2.2 Self-efficacy
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Table 4. Reliability Test of Self-efficacy
Elements Quantity ltem number Reliab—ility
S?”_ 8 3,5,6,8,10,11,14,15 .891
confidence
Self-
2,4,7,10,11,12,
regglatory 10 13,14.15.16 .843
efficacy
task difficulty 1,3,4,5,6,9,11,
preference 10 12,1415 625

2.3 Goal orientation
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Table 5. Reliability Test of Goal orientation
Elements Quantity Iltem number Reliab—ility
Learning 5 1,3,10,14,17 .683
approach
Learning 5 5,8,11,16,20 771
avoidance
Prove 5 2,9,6,13,18 783
performance
Avoid 5 4,12,7,19,15 670
performance

3. Analysis
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V. Result

Results

1.1 Learning Motivation

AgPee] =z 48 An o 45717} ol AE
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Table 6. Paired Samples t Test of group to measure for
Learning Motivation

Paired Differences

Area Group N M 3D t p
Pre

Total 20 | 7.25 | 11.20 2.896| 009+
Post

L1 Pre 20 | 310 | 5.35 2.591| 018+
Post

L2 Pre 20 | -.95 | 4.11 -1.034| 314
Post

L3 Pre 20 | 3.05 | 5.81 2.348| .030«
Post

L4 Pre 20 | 05 | 4.73 047|963
Post

L5 Pre 20 | 235 | 2.72 3.864| 001~
Post

*p <.05

L1=Integrated Regulation, L2=Amotivation,
L3=Introjected Regulation, L4=External Regulation, L5=ldentified
Regulation
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1.2 Self-Efficacy
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Table 7. Paired Samples t Test of group to measure for
Self-Efficacy

Paired Differences

Area Group N v ) t p
Pre

Total 20 | 11.90 | 8.96 5.943| 000+
Post

s Pre 20 | 5.60 | 5.02 4.989| 000~
Post

s2 Pre 20 | 435 | 5.13 3.790| .001+
Post
P

s3 re 20 | 1.95 | 5.49 1588 129
Post

*p <.05

S1=Self-confidence, S2=Self-regulatory efficacy,
S3=task difficulty preference
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1.3 Goal Orientation
Ao 273 A8 Hu} 2
7] 913 B

43

1}7]_9_'0—13
(t=4.989, p=.000), A71x4
AR feluld Aol7) gl
= A5(t=1.588, p=.129)=
R

z2a% A
Z3te EAFow go

q]

29g A
Aol w3 A F A5
F 7102 YERGTH(t=2.896,
2 Bad An Auag
7Ht=3.790, p=.001)°A+=
Ao Yepston Bagol

g4 0= fola 2jol7h e}

Table 8. Paired Samples t Test of group to measure for
Goal Orientation

Paired Differences

G1=Learning—approach, G2=Learning—avoidance,
G3=Prove performance, G4=Avoid performance
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VI. Conclusions

Area Group N v D t p
Pre

Total 20 | 9.90 | 5.26 8.416|  .000%
Post

G Pre 20 | 255 | 3.36 3.390| .003%
Post

G2 Pre 20 | 1.10 | 4.33 1137 270
Post

G3 Pre 20 | 3.10 | 4.67 2.971| .008%
Post
Pre

G4 20 | 2.90 | 3.89 3.332|  .004%
Post

p<.05
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