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Analysis of video education program cases based on
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Abstract

With the development of today’s ICT technology, media platforms are diversifying. There are numerous
video contents are produced and consumed in various media platforms. Elementary school students in 3™ or
4™ orade or higher who use smartphones are a generation accustomed to selectively consuming contents,
easily filming with the smartphone camera, uploading the video online or sharing it with others through
social media. Therefore, the students need education to strengthen ‘media literacy’ as active and
communicative creators who directly produce and participate in videos as well as abilities to properly read
and understand the characteristics of each media and discriminate information well. The study searches for
papers on the development and application cases of video education programs through the keywords of
‘video education’, ‘STEAM’ and ‘media literacy’. It compares and analyzes two cases of video education
programs developed based on legacy media and one case of video education program based on immersive
media for 3 to 6™ elementary school students.
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[Fig. 1] Technological development and media literacy competency change
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