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Development and application of STEAM education program
through floating hologram and acting class
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Abstract

The 21st century has the characteristics of an era in which creativity and culture are emphasized based
on convergence of knowledge and thinking. In this era, we need talented people with convergence and
creative thinking that crosses academic fields. Starting with STEM education that started in earnest in the
United States in 2005, Korea has also introduced STEAM education, a convergence education that adds art
to the Ministry of Education from 2011 to elementary, middle, and high schools. As a part of this
convergence education, this study consisted of programs of eight times in which three floating holographic
videos were produced and demonstrated using video shooting and compositing techniques in connection with
the acting class. The program was conducted with 30 students the 3rd grade of elementary school to the

1 Division of Media, Baekseok Arts University, Seoul, Korea [Professor]

e-mail: euneepark@bau.ac.kr
* £ =22 WNUSTIST D4 o] K|UOR AMES

[— —_
¢ 2 m2o SeHSTERt XYM S RH0SASER IO YHBLATIO| FASD IemEAT}
St mgmeHUg

Received(February 22, 2022), Review Result(Ist: March 17, 2022), Accepted(4pril 13, 2022), Published(4pril 30, 2022)

@ @ © 2022 The Authors. Published by NCISS.
@ This is an open access article licensed under the Creative Commons Attribution-NonCommercial 4.0 International License.
BY _NC To view a copy of this license, visit http:/creativecommons.org/licenses/by-nc/4.0/. 163



=z

1. M&
JE 4N, CIXIE ZXo|A oto|C|d,

o

. STEAM, Convergence education, Floating hologram, Acting, Video Shooting, Chromakey
x

composite

were conducted. The study presented a new type of convergence program by developing a STEAM
Keyword

hologram. Along with the presentation, expert evaluations, student interviews and student awareness survey
education program through hologram and acting classes.

Ist grade of middle school. The students learned how to compose a story, how to express the story created
through acting, and how to shoot on a chroma key set. The footage was demonstrated as the floating
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[Fig. 1] Principle of Floating Hologram
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