Journal of The Korea Society of Computer and Information www.ksci.re.kr
Vol. 19, No. 4, April 2014 http://dx.doi.org/10.9708/jksci.2014.19.4.149

EPLE &3¢t olE 42l STEAM ug =273

R EAOEE

Art based STEAM Education Program using EPL

SeongKyun Jeon *, YoungJun Lee**

Lol

o o
I

>~I

A B AR T S 2ok 99E AuEE §3 wsE Axstn ok 59 71
o Aep7lE Tl §F wHell dEs Frksle] Ak e gt dleA Hadel Xk QA < Ve
ok e i 2k 1% 7} T2 STEAM wSo] &EaP o] FolA i ol mrks WA Hx sdoz
AASAY FEH 1 gle Aol ol o= wHol Ad wie] 543 7S whsH R 8] X
o, ARl B g 75 T ke Aol Aol ool & AT e dE2 ARsta Fekeke 2ol
W‘ﬂ 71E, % 5 olel 999 AAE feepl 28 5 =S o], WidEe] O dAe] HerlEs el
o2 ol d 9= :fi} fa ArEleh ol g ZR S ARSI o8 S5y 2HgelM EPLO] el
AA mpola AR Be R 449 5 RS TS et 25 53dE tldoR 1S X
2a9e A83 Ax el *é?%wl AN FE F= AR YT

aHsk= 214171 A4

0 _1°1' oo

i

» Keywords : STEAM, ollg, 2% Zz72§2!, A324%| 2.0, EPL, AFEH Al

Abstract

The rapidly changing 21st-century knowledge and information society is emphasizing converged
education that crosses various academic fields. In particular, the society expected the cultivation of
the talent who balance scientific creativity and artistic sensitivity by adding arts to the existing
converged education revolving around science and technology. However, at present, most STEAM
education has been actively conducted with a focus on science and technology, whereas the subject
of arts has been regarded or utilized as a supplementary means. Its problem is that the
educational characteristics and values of art education have not been effectively utilized in

educational terms and this could lead to superficial integrated education. In this respect, this
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study had the knowledge of various fields, such as science, technology, and mathematics, utilized

usefully during the process of experiencing and creating arts. Accordingly, this study designed an

education programs as with the case of Nam-Jun Baek who expanded the dominion of arts by

creatively utilizing his own time’s scientific technologies. In this educational process, the target

program was developed in a manner that enables EPL to be utilized essentially as the study’s

knowledge-based tool and medium. The results of applying this educational program in 5Sth-grade

elementary school students showed that the program has positive effects on the creative attributes

of the students.
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