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The Study of Effect of Design -Approach
Curriculum on Student’s Technological Creativity

Pao-Ti Wang Kuang-Chao Yu Ding-Ming Wang

ABSTRACT

The main purpose of this study was to develop the design-approach curriculum, and to discuss the

influences of curriculum on middle school student’s technological creativity. The subjects of this study

are seventy-six students 7th graders in a junior high school in Taipei. Williams’ Creativity Assessment

Packet test was given before and after the curriculum to help understand the process about the concrete

performance of student teams in technical creativity. Furthermore, during the process and after the

course, classroom observation, formal and informal interviews were also conducted.

The conclusions of the study includes: (1) the design-approach curriculum has a positive

influence on student team’s technical creativity; (2) the design-approach curriculum has the positive

influence on student team’s conception creativity; (3) the design-approach curriculum has the

positive influence on student team’s product creativity; and (4) the design-approach curriculum has

great help in the promotion of student’s design and making ability, as well as the cultivation of

technical creativity, especially in the dimensions of fluency ability , accommodation ability

, and progress ability .

Key words: technological creativity; design-approach curriculum; science and living technology
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