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Abstract—This study aims to determine the effectiveness of
meta-creative learning strategies on the achievement in fashion’s
creative products, practiced creativity, and creative self-efficacy
among vocational high schools’ student. This research used the
quasi-experimental design using a non-equivalent control-group
design (pre-test and post-test). The subjects consist of 104
students, 52 students of experimental group and 52 students of
control group. The questionnaires were used to assess creativity
practice and creative self-efficacy, while creative product of
women’s fashion is measured using scoring rubric. The data was
analyzed using descriptive statistics (average and standard
deviation) and inferential statistic (MANOVA and multiple
regressions). The results analysis showed positive significant
effect of meta-creative learning strategy in improving student’s
achievement on women's fashion products and creative self-
efficacy. As its appropriateness, meta-creative strategy according
to the level of achievement, the interaction effects analysis
showed that meta-creative strategy is effective to improve
students’ creativity practice and creative self-efficacy for both
low and high achievement groups but not for improving
performance in creative product. The results indicated that meta-
creative strategy is more suitable for high achievers to improve
performance in creative product.

Keywords—meta-creative, learning strategies, products creative,
practiced creativity, creative self — efficacy, making Women’s
Clothing in vocational high school

l. INTRODUCTION

The process of education is very important to develop
human’s quality [1]. Therefore, creative thinkers and learners
are needed in the community for the country in the future.
There are seven skills are needed to start new world of work in
21% century. One of them is critical thinking and problem
solving skills [2]. As the result, creativity, critical thinking and
problem solving are important skills needed in the world of
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work. A creative individual can generate new ideas and be
able to solve a problem.

Personal creativity of students is very important to get
through the development of technology and innovation which
are growing rapidly today [3]. It has been recognized by all
groups: leaders, businessmen, scientists, historians, educators
and psychologists, that creativity is important to the survival
of education in a country especially in this era of globalization
where the changes, challenges and competition is ongoing and
will continue to apply [4].

Developing of creativity is necessary in making women's
clothing fashion products at Vocational High School (SMK).
National Standards for Family and Consumer Sciences
(NASAFACS 2008-2018) competence in the field of fashion
clothing is specialized to the knowledge and skills needed in
clothing. The most important knowledge to get involved in the
fashion industry is trading knowledge, design knowledge and
knowledge of textiles [5]. Knowledge regarding designing,
creative and innovative is very important aspects to treat each
custom. It is because of this competence related to mutually
with cognitive style development process during the
visualization process of clothing design in form of two-
dimensional into three-dimensional [6]. In the business of
fashion clothing to help companies compete in the market, a
process of fashion design that need to be owned/ by a designer
namely; (1) understand the interests of users; (2) proficiency
to innovate; (3) proficiency do design (modeling); (4) the
speed in producing; (5) the method of distribution; and (6)
promotion activity [7].

Through subjects making clothes for women in vocational
high schools in majoring clothing, students are expected to
produce a creative product fashion by mastering skills in
designing, choosing appropriate textiles, making basic
patterns, changing the basic pattern into appropriate pattern
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based on the design, adopting the pattern, set the pattern on the
base material, cutting, marking and sewing, good and
appropriate technical competence in finishing. Based on the
results obtained from the students’ task, it showed that fashion
products produced by students were not reached the standards
set by the school so it becomes a challenge for the school,
especially teachers subject of women's clothing. Other
weaknesses are sometimes teachers set model / design of
clothing that will be done by students because if each student
creates a different model, it will be difficult for teachers to
check the results. Students didn’t have self-efficacy yet to
create ideas in fashions, to determine which textiles are
appropriate accordance with the shape of the body and the
time of consumption. Self-efficacy is a key element of social
cognitive theory; it seems to be an important variable studying
because it will influence student’s motivation to learn [8] [9].
Numerous studies show that efficacy affects student’s
achievement and learning behavior in the aspect of their
choice, energy, perseverance and achievement [9].

Aptitude and non-aptitude traits associated with creativity
were distinguished by [10]. Aptitude trait or creative thinking
rather than creativity includes smoothness, suppleness, and
originality in thinking. When someone is able to do creative
achievement, it is determined by the characteristics of non-
aptitude (affective) including self-confidence, perseverance,
aesthetic appreciation and independence [11]. Students with
creative thinking ability will be able to produce creative
products. This capability can be seen from the process in
generating creative and new ideas. Students are expected to
show their creativity in making a quality woman’s clothing in
accordance with the design, body size, the appropriate sewing
techniques, and beautiful and attractive accessories on it. It is
necessary to apply the process of creative thinking and
creative achievements.

Based on the explanation above, it is important to develop
the creativity in making products in form of women's clothing
in Vocational High School (SMK) because it is related to the
creative design process. Creative design process is part of the
design process, because it can be considered as a process that
leads to creative output [12]. Developing creativity in learning
of making women's clothing requires appropriate learning
strategies to allow the students generate new ideas, new ways,
invented a new form, a new model or something better than
before. A creative output refers to ideas or goods as the result
of the process of creative thinking [13].

The process of creative thinking was developed by Graham
Wallas in 1926 which is the most famous [14] [15]. Creative
problem-solving process by Wallas comprised four (4) phases
namely preparation, incubation, illumination and verification.
Creative thinking process involves divergent thinking
(fluency, flexibility and originality in thinking).

Beside creative ability possessed by the students for the
determination of a learner’s creativity, [16] also states that the
classroom can foster the creativity of students, which means
those teachers' teaching strategies in the classroom, can
enhance the creativity of students. Students’ creativity can be
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enhanced or developed through the learning process
implemented by the teacher. Teachers should create a good
lesson plan, and they need to give directions to the students.

The study conducted [6] explains that a more effective
student is a student who uses meta-cognitive strategies in
learning process. According to them, this strategy may explain
how someone learns, builds goal-setting, self-regulation and is
able to make customizations to execution of tasks or activities.
In addition, this strategy is very useful to help improve
students’ learning productivity. It is in line with [17] who
stated that through meta-cognitive strategies, students have the
opportunity to make a reflection in learning. This can be done
by knowing the students’ strengths and weaknesses, how they
learn, how to set goals, and learning itself.

Meta-creative strategy in this study is a process of learning
by combining the stages of the creative process, namely:
preparation, incubation, illumination and verification by using
reflection meta-cognitive namely to design, monitor and
assess in thinking creatively in solving problems of making
women’s clothing.

A product is the result of the creativity process [18].
Studies about a product were conducted to see the results of
art and culture such as music, drama, poetry and science
results from the point of the creativity [19][20]. Assume that
the studies of the product are objective and as the result, it can
be measured scientifically [18] [21]. It is in line with Besemer
& O’Quin in [39] who presented a framework to assess
product conjecture shapes and three-dimensional innovation
namely the originality, resolution, elaboration and synthesis.
Creative products can be classified into three categories,
namely: (1) novelty; (2) resolution, and (3) elaboration) and
(4) synthesis [23]. Novelty includes the original product and
its potential to generate more ideas and a change, which means
that to what extent the product is new, in terms of numbers
and spacious new processes, new techniques, new materials,
new concepts, creative products in the future. Products are
made is original, few among which have been made by others,
and also caused a surprise.

A creative product in this study is the result of women's
clothing made by the students will be assessed based on:
novelty, resolution, elaboration, and synthesis.

The practiced creativity is an activity that is done as a habit
or performed repeatedly in doing something or routine work.
If someone does a continuous practiced creative consistently,
he will be able to improve his proficiency. Practiced activity is
an aspect of creativity put into practice, by using the
competency and skill of creativity [24] and [25]. It is one of
the components being seen in this study which were associated
with creativity in making women's fashion. The practiced
creativity can be defined as an opportunity to use creative
competence and skill in the workplace [26]. In the previous
studies, the aspect of creative potential was related to the
practiced creative, but the result of the study showed that there
was significant difference between creative potential and
practiced creative [26][27]. This distinction is important
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because if someone is able to see themselves as having
creative potential, they will not show the competency to
practice the potential and as the result, they will be less in
getting involved to act creatively.

The term of practiced creativity in this study is defined as
the sensitivity of students against him as well as the
surrounding matter to practice thinking process to generate
creative ideas while learning to make women's fashion. The
creativity that will be performed by the students, referring to
Torrance’s opinion [11], which described that an individual
creativity is seen from the 4-dimensional namely fluency,
flexibility, originality and elaboration.

Self-efficacy is the personal belief that one is capable of
performing in an appropriate and effective manner to attain
certain goals. The concept of self-efficacy is actually based on
social cognitive theory proposed by [28] which emphasizes
the role of observational learning, social experience, and
reciprocal determination in personality development and
defines self — efficacy as a determinant of how people feel,
think, motivate themselves and behave.

Efficacy itself as someone own perceptions about how
good his/her self may function in certain situations, self-
efficacy relates to beliefs that someone has the ability to
perform the desired action [29]. Self-efficacy is as one aspect
of self-knowledge or self-knowledge of the most influential in
human life [30].

Self-efficacy creative or individual views are on their own
effort to be creative [31] [22] [33]. There is a linkage between
the creative self-efficacy with one's creativity. A study of [34]
showed that creative self-efficacy was related to the
involvement of creative work. Reference [35] reported a
positive relationship between efficacy creative itself and
creative achievements of students. Furthermore, Choi found
creative self-efficacy was entirely influenced by the efficacy
of the individual (personality, ability and motivation).

Based on the explanation above, it can be concluded that
creative self-efficacy is a person's belief of individuals in his
effort to carry out tasks that are specific required to produce a
novelty, originality or a finishing as appropriate and related to
the effect of creative achievements and the effect of self
creative thinking related to making women’s clothing.

The purpose of this research is to know for sure; (1) the
effect of learning meta-creative to the achievement of the
creative product, practiced creativity, and students’ creative
self efficacy in making women's clothing and (2) the
interaction between learning strategy phase achievement of
students on product creativity, creative self- efficacy, and
practiced creativity of students in making fashion women's
clothing.

Il.  METHODS

The method of this research was quasi — experimental
research with non equivalent control group design with pre-
test and post-test. The research was conducted at twelfth grade
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students in two vocational schools (SMK) majoring tourism in
West Sumatera. The sample was chosen by using random
sampling technique. There were 104 students were chosen as
the sample taken from two vocational schools (SMK) in West
Sumatera.

The instrumentations of this research were practiced
creativity, creative self-efficacy and scoring rubric to see the
product. The practiced creative inventory was adapted from
Eason [36]. The inventory of the effect of meta-creative
learning strategy was in line with creative self-efficacy
inventory. This research focused on Creative-Thinking Self-
Efficacy and Creative Performance Self- Efficacy [31] [33].
The treatment was conducted in 8 weeks or 8 meetings and
divided into two sections namely theoretical learning and
practical learning by using meta-creative learning strategy.

The data were analyzed by using descriptive statistics and
inferential statistics. Statistics descriptive was used to describe
the achievement of creative product, practiced creativity and
creative self-efficacy. Inferential statistics used in this research
was MANOVA to test the hypotheses: (1) there is no
significant different between students’ average achievement
score in Women’s Fashion product, practiced creativity and
creative self-efficacy in experimental and control classes in
before and after the treatment, and (2) there is no interaction
between learning strategy with steps of learning towards
students’ creative product, creative self- efficacy and practiced
creativity in making women’s clothing.

I1l.  RESULT AND DISCUSSION

Table 1 presents the descriptive analysis for average score
and standard deviation of pre-test, the achievement of
women's fashion products, creative self-efficacy, and the
practice of creativity following the experimental group and the
control group. For experimental group, the average score of
women's fashion creative product variable was 3.60, the
standard deviation was 0.314. The average score in control
group was 3.54 and standard deviation was 0.318. The average
score of creative self-efficacy variable in experimental group
was 3.65, standard deviation was 0.378. The average score in
control group was 3.66, standard deviation was 0.274. The
average score of the students’ achievement of practiced
creativity in the experimental group was 3.40, standard
deviation was 0321 and the average score for students in
control group was 3.40 and the standard deviation was 0.326.

TABLE I. AVERAGE SCORE FOR DEPENDENT VARIABLE IN PRE-TEST
. Average Standard

Strategies Score Deviation N

Creative Meta-Creative 3.60 314 52
Product

Conventional 351 .243 52

Creative self- | Meta-Creative 3.65 .378 52
efficacy

Conventional 3.77 297 52
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Table I, Cont.
Practiced Meta-Creative 3.36 .348 52
creativity
Conventional 3.45 301 52
The result of MANOVA showed that there is no

significant difference between creative product of women’s
clothing, F (1.102) = 1.211, P = 0.274; practiced creativity F
(3, 101) = 0.001 P = 0.981 between both strategies in pre-test.
The result also showed that there is no different average score
for creative product and practiced creativity significantly
between both strategies in pre-test.

For hypotheses testing, the researcher used Multivariate
Analysis (MANOVA). The result showed that there is
significant effect of the strategies, F (2, 100) = 10.368(A), P =
0.000; Result of Pillai’s Trace = 0.237, n*> = 0.080]; and
practiced creativity [F (1, 102) = 26.176, p<0.0167, 1> =
0.204. It was not the factor of creative self-efficacy [F (1,102)
=421, p>0,00167, n*>= 0.0040]; for students.

TABLE II. THE RESULT OF UNIVARIAT BETWEEN THE EFFECT AND
STRATEGIES
Type
. 11 Sum Average : )
Source | Variables of Df Squared F sig. 1
Squares
Creative 1.358 1 1.358 8.810 .004 | .080
product
3 .
> Creative
= self _ | 419 1 419 4.251 .042 | .040
& efficacy
E Practiced
w creativity
2.276 1 2.276 26.176 | .000 | .204

A. The Effect of Meta — Creative Strategy toward Creative
Product for Women’s Clothing

The result of the statistical analysis shows that there is a
significant difference in average achievement scores for
creative products between the meta-creative strategy and
conventional strategy. It shows that the Meta - creative
strategy gives the effect to the achievement of the creative
product. Average value of women's fashion creative product
test by using meta-strategy creative was 3.79, standard
deviation was 0.332, while the conventional strategy average
score was 3.56, and standard deviation was 0.445. Based on
the result, the comparison between the effects of strategy to
the achievement of the creative product by using Meta —
creative strategy versus conventional strategy is 0.080 (simple)
[37].

To ensure the result, there is a difference average score of
women's fashion creative product at a significant level p
<0.0167 analysis MANOVA test through the Test of Between-
Subject Effects can explain the result. The result of analysis
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showed that Meta creative learning strategy is a significant
factor to women's fashion products [F (1, 102) = 8.810, p
<0.0167].

The difference in average score indicates the achievement
of women's fashion products for group of meta-creative
learning strategies is higher than the conventional strategy
group at post-test (Table. 3). Therefore, this study was able to
rule out the hypothesis that there was no significant difference
in average score of women's fashion creative product
achievement between students of Meta creative strategies with
the conventional group.

TABLE III. DIFFERENCES OF AVERAGE ACHIEVEMENT SCORES OF
CREATIVE PRODUCTS BETWEEN STRATEGY GROUPS
Confidence
level
Bound 0 ) Ave. E Sig 95%
. - @
Variable | syategy | Strategy | Dif -
- § =
Meta- Conventi
g creative onal
£ Learning | Learning .229 .007 | .004 .381 .076
ke Strategy. | Strategy.
2
Q
<
5 -
3 Conventi | Meta-
S onal creative
o Learning | Learning -229 | .007 | .004 -076 | -.381
= Strategy. | Strategy.
(5]
o

The effect of Meta creative strategy in making simple
Women’s Fashion can be explained by the creative process
proposed by [38] through four phases namely: preparation,
incubation, illumination / generating the ideas, and the
verification. As implemented in the module of meta — creative
learning strategy used in this study, preparation phase is a
phase where the students prepare to solve problems in making
women's fashion by preparing, gathering information,
studying the patterns of thinking of others and assessing data
relating to the manufacture of fashion, For example, in
determining the shape of women's fashion invention that will
be created by students, in the beginning, student look for some
designs from magazines, books, on the internet, and also look
into clothing sales stores. Existing knowledge e about the
requirements related to making clothing, such as conditions
rather than concoct forms, Textile / Fabric in accordance with
the shape of the body and its consumption time, the
personality of the customer become students’ observation.
Observation is an action to look with interest and meaningful.
A case that attracted the attention will be given pedestal and a
serious concern [39].

Meta-cognitive strategy through the designing, monitoring
and evaluation is a way of learning to improve thinking ability
accompanied by the guidance of teachers through the
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processes used by the students to observe their own learning,
cognitive activity escort, and to ensure that a cognitive
objectives are met. It is in line with a major component of the
process of thinking and creativity includes meta-cognitive
skills in the designing, monitoring and evaluation [40].

B. The Effect of Meta - Creative Strategy toward Creative
Self — Efficacy

Based on the result of statistical analysis, there was no
difference of average scores between experimental group with
control group. The average score of creative self- efficacy by
using Meta — cognitive strategy is 3.81 min, and standard
deviation is 0.363, and for the conventional strategy is 3.68 for
average score and standard deviation is 0.255.

To ensure the descriptive analysis, MANOVA test through
the Test of Between-Subject Effects was used to see whether
there are differences in average score for creative self-efficacy
at a significant level p <0.0167 or not. The analysis result
shows that Meta - creative learning strategy is not a factor to
students’ creative self-efficacy [F (1, 102) = 4,251, p>
0.0167].

The difference in average score indicates a creative self-
efficacy for learning strategies group of meta-creative is same
/ almost compared to the conventional strategy group at post-
test (Table 4). However, the findings cannot reject the null
hypothesis stating that there was no significant difference in
average score of self-efficacy among students creative strategy
creative act with the conventional group.

TABLE IV. DIFFERENCES OF AVERAGE SCORES OF CREATIVE SELF-
EFFICACY BETWEEN STRATEGY COLLECTION.
Confidence
level
| J = .
Bound ® 0 Ave. 2 Sig 95%
Variable | Learning | Learning Dif @
Strategy Strategy c
1 2 | s
[a)
Meta- Conventi 127 .062 .042 .249 .005
Creative onal
Meta-
.| Creative
> Conventi
Q
8 onal
&
|
& Meta- Conventi -.127 .062 .042 -.005 -.249
Creative onal
Meta-
.| Creative
Conventi
onal
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The average score of students’ creative self-efficacy in the
experimental group is the same with the students in control
group in post-test. However, hypothesis null that states there
are no significant average scores differences between students’
creative self - efficacy in the experimental and control group
cannot be rejected. They have same average score. The effect
size for creative self - efficacy is low (0:04) [37]. To maximize
and develop the creativity, a self-efficacy is needed [41]. The
influence of self - efficacy on cognitive processes also allows
a person to develop the ability to think creatively in proposing
the new ideas and problem solving.

The results show that there is no average score differences
between experimental and control group students in terms of
creative self-efficacy. This creative meta strategy is not unable
yet to improve the students’ efficacy in making a female
fashion significantly, probably due to meta - creative learning
only run during 8 weeks. Students aged between 16 -18 years
still have thoughts that are not fixed, which is easily
influenced by environments such as peers, teachers and family
and easy to change. This is in line with the views of social
cognitive theory, self - efficacy is a trait that is not fixed; it is a
dynamic and can be changed directly related to the specific
work domain [42].

C. The effect of Meta — Creative Learning Strategy toward
Practiced Creativity

Based on the statistical analysis, there are differences
average score in practiced creativity between students in the
experimental and control group. The average score of students
in the experimental group is 3.86, and standard deviation is
0.329, while the conventional group is 3.56 for average score
and the standard deviation is 0.256.

To ensure the result, MANOVA test through the Test of
Between-Subject Effects was used to see there are differences
in the practiced creativity average score at a significant level p
<0.0167. The data analysis showed that Meta - creative
learning strategy is a significant factor to students’ women's
fashion creative product [F (1, 102) = 26 176, p <0.0167].

The result shows that there are significant differences
between the average score of practiced creativity creative in
the experimental and control group p = 0.000, p <0.0167. The
different average score indicates the practiced creativity for
Meta creative learning strategies group is higher than the
conventional strategy group. It means that the null hypothesis
that states there are no significant differences in the practice of
creativity min score between students in the experimental and
control group is rejected. The size effect for creative self-
efficacy is 0.204. According to Cohen, 0.16 is high [37].
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TABLE V. AVERAGE DIFFERENCE OF CREATIVITY PRACTICED BETWEEN
STRATEGY GROUPS
Confidence
0 0 level
—_ . 0,
Bound Ave. e Sig 95%
Variable | Learning Learning Dif @
Strategy Strategy c
® = | s
a
Meta- Conventi
Creative onal
-.296 | .058 .000 | -411 | -181
Meta-
2 | Creative
= Conventi
3 onal
o
2
=
3 Meta- Conventi
O Creative onal
-.296 | .058 .000 | -.181 | -411
Meta-
.| Creative
Conventi
onal

The effect of Meta - creative strategy through the creative
use of meta-cognitive process element in thinking creatively is
capable to improve the students’ practiced creativity in the
completion of making creative women’s clothing. The
practiced creativity is the sensitivity of a person to solve
problems and explore ideas creatively [36]. It can be seen
from the results of fashion products made by the students. The
students made different design, tried new ideas that they got in
preparation phase. Based on the result of studies, Women’s
Fashion made by the students is different in form of the
design, materials/ textiles and the accessories. The students see
the opportunities by using their mind and skills to generate
new ideas in making Women’s Clothing based on the design
that has been drawn. It is in line [26] who state that practiced
creativity is defined as seeing opportunities to use the skills
and creativity in doing something.

D. The Interaction between Meta — Creative Learning
Strategy and Creative Product Achievement, Creative Self-
Efficacy and Practiced Creativity

The results of a descriptive comparison of achievement
between pre-test and post-test based on learning strategies and
achievement stage show there are differences between average
score of dependent variable namely: creative product, creative
self-efficacy and practiced creative. The results shows an
increase in value of the post-test as well as pre — test in the
practiced creativity, creative self — efficacy and creative
product for students with high and low achievement for both
learning strategies (creative strategy and conventional
strategy).

The difference of average score is based on high
achievement with low achievement in meta-cognitive and
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conventional strategy. The average scores of students with
high and low achievement are 0.22 and 0.17. The score is
decreased (-) about 0.27 for students in control group in post-
test for high achievement, and for students with low
achievement is 0.23.

For creative self-efficacy, the students’ score increase for
students with high and low achievement for both strategies.
For Meta - creative learning strategy, the score of students
with high and low achievement increase 0.16 and 0.15 for
conventional strategy, it is 0.01 and 0.03

The results also show that an increase in practiced
creativity for students of high and low in meta-creative
strategy is 0.38 and 0.50. For the conventional strategy, it is
0.19 for students with high achievement and 0.13 with low
achievement. The students’ achievement in the experimental
class was improved better than the conventional strategy.

Based on the result of the Test of Effect between Subject
analysis, it also shows that there is an interaction between the
strategies with creative products achievement, [F (1,103) = 26
265, p <0.0167, n = 0208]. The result also shows that there is
no interaction between the strategies and creative self-
efficacy, [F (1,103) = 0.092, p> 0.0167, n* = 001, and the
practice of creativity [F (1,103) = 0557 p> 0.0167, 2= 0.06.

TABLE VI. UNIVARIATE ANALYSIS VARIABLES EFFECT BETWEEN
SUBJECTS
- £ 8
= c® =S £ F = > =
> [Tl o > )
3 eS8 gz o
T < | "
g | Creativity 048 | 1| .048 557 | 457 | .006
8 Practiced
o
Y, & | Creative
E qE, Self- .008 1 .008 .092 .763 .001
£ 3| Efficacy
S —
S -
< g’ea“"e 3132 | 1| 3132 | 26.265 | 0.000 | .208
s roduct
Creativity | 903 | 100 | 087
Practiced
_ Creative
e Self- 8.949 | 100 .089
w Efficacy
Creative
Product 11.924 | 100 119
Creativity
Practiced 11.248 | 108
B
8 Creative
E Self- 10.294 | 103
o Efficacy
s
o n
[ Creative
Product 17.253 | 103

a. R Squared = .226 (adjusted R Squared = .203)
b. R Squared =.131 (adjusted R Squared = .105)

c. R Squared =.309 (adjusted R Squared = .288)
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Based on the explanation above, the hypothesis “there is
no interaction between learning strategies and student
achievement towards practiced creativity, and creative self —
efficacy” is accepted. However, there is an interaction learning
strategies and students achievement toward creative product. It
means that, Creative Meta learning strategy is appropriate for
both students who have high achievement and low
achievement for practiced creativity and creative self-efficacy.
For creative product, creative learning strategies is appropriate
for students who have high achievement and less suitable for
students who have low ability. It means that meta-creative
learning strategy in learning women fashion can improve their
achievement without consider the creative self-efficacy and
practiced creativity. This result is in line with [43]. He
suggests meta-cognitive learning holds one of the crucial roles
of learning in order to succeed. The structure of the
implementation of this strategy in learning how to make
fashion women through group discussions / conversations in a
group can enhance the understanding of student and improve
product / creative work. Relation to the Meta creative
strategies in the classroom, that the learning process in making
women's fashion emphasizes the use of meta-cognitive learner
according to the Meta creative learning theory. Students can
learn actively, and confident during the learning process
because teachers develop meta-cognitive strategies [44].

There is an interaction between learning strategies and the
achievement of the stage for fashion's creative product
variable. This means meta- creative is appropriate strategy for
students with high achievement, it will be not appropriate
applied to students who have low achievement. It showed that
the smart teenage students got good grades during creative
exam given compared with those who are less intelligent
students.

In the implementation of meta-creative strategy for
students with low ability, the students’ involvement is needed
in teaching and learning process. It can be done by improving
meta-cognitive skills in designing, monitoring and evaluating
the learning process and organize their thoughts.

IV. CONCLUSION AND SUGGESTION

A. Conclusion

These results indicate that the Meta creative learning
strategies used in the learning process in making women's
fashion in Vocational High School Department majoring
fashion gives the effect to the achievement of the creative
product, practiced creativity of students and did not give the
effect to students’ creative self-efficacy. Teacher’s learning
strategy is a factor to increase the achievement scores of
creative products and practiced creativity and is not a
contributing factor to the increase in creative self-efficacy.
The learning strategy can be applied in the same study at other
schools to be able to practice creativity in generating creative
product in making beautiful, interesting and different clothing
from the others. The results also indicate there is an interaction

Advances in Social Science, Education and Humanities Research (ASSEHR), volume 66

strategy with achieving the creative product, and there is no
interaction between learning strategies and students’
achievement toward the practiced creativity, and creative self -
efficacy. Therefore, creativity must be developed in future
education today in order to facilitate students to enter the
world of work which is increasingly challenging.

B. Suggestion

Teachers in majoring fashion should give freedom to the
students in teaching and learning process to be more creative
in choosing the design of clothing, textiles and accessories to
create clothing task by giving instructions. Teachers also have
high creativity in the learning process and role to assist and
build the students to be aware to use their own thinking
processes in solving problems creatively in order to be a
generation who can competes in the global era. Further studies
need to be conducted to improve learning in vocational
education which is still more concerned with making clothing
for kids and form men
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