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Appendices 

These appendices list all the questionnaire’s Likert-scale questions (Appendix A) and statements 

(Appendix B), sorted on the average score for the whole group. The first column shows the total 

rank for the question/statement. The rightmost columns show the corresponding rank for the 

subgroups with only art (n=13) and technology (n=14) students, respectively. 

 Appendix A. Questions 
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Appendix B. Statements 
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