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ABSTRACT

This study is to analyze students’ perception about junior SW education by giving the questionnaire to the
participants in Scratch-day. We taught the creative computing to 558 juniors on Scratch—day in 2013, 2014 and
researched the questionnaire about their perceptions of creative computing education. We analyzed the current
status of SW education from this process and extracted considerations about elementary SW education. We also
proposed the possibility of its application to the elementary and middle school education. As a result of this
study, it is observed that students think that creative computing education is fun and useful, and want to apply
it to the public school education. Also, male students think more positive than female students about an intention
to use, and students who have experienced with Scratch education consider it more useful and positive intention
to use than those who have not. According to the structural model, it is found that the pleasure, easy of use,
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and usefulness of creative computing education have a positive influence on students’ perception that it should be

applied to public school education.
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