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Abstract Convergent education is essential to develop consilient thinking skills, ability to recreate information
and knowledge, and problem-solving skills which are demanded in society of convergent knowledge.
Accordingly, this study is going to develop a convergent class model of augmented reality and art based on
consilient knowledge. Teaching model is designed based on the ADDIE model, which was operated by opening
a real class in order to verify the validity. The result showed a high satisfaction of learners showed the ability
to adapt to the major areas associated with the cultivation of learners. Characteristics of augmented reality
medium were found to enable learners to analyze a new phenomenon and to fuse the necessary knowledge by
inducing them to actively interact by the their intention in learning. Therefore, it is possible to cultivate
creative and convergent persons of ability equipped with more flexible and creative thinking ability and
discernment through deepened education for recognizing and understanding convergent cases between art and
scientific technology. There is a study on the validation and the convergence of different subjects in terms of a
variety of aspects, left behind of this study.
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Existing contents Selecting convergent Analyzing learners and

Class demand i . I . I .
analysis class units class environment
. .
¢ The curricular elements ¢ Analyzing augmented + The level and contents Elzpsesrlencmg convergent
* Convergent factors reality technology and of augmented reality
¢ Preferred modes of
* The development of elements of augmented technology learnin
learners' convergent reality applied to art * Selecting the contents of 9
. f . * The place and type of
thinking ¢ Learning relations art
class
between convergent

¢ Preferred learning
among the methods of
active learning

=

4

factors

Designing Designing class Stating class objectives Selecting convergent
teaching-learning materials <:UU strategies <:ﬂ” and achievement <:|UU contents for class
¢ Planning learnin L .
:Ifgziﬁ?n p_lfenamin situatiogs 9 + General objectives - + Selecting artworks
materialgs 9 + Planning materials for Problem-solving skills properly used as
+ Teaching media each lesson * Concrete objectives - augmented reality
: Objectives for each area materials
* Student wgksheet * {E::Inukcll:gg convergent ¢+ Introducing skills to
+ Designing procedural apply various augmented
information reality technologies

Developing evaluation . . i
| valuation
tools UJI:> Class implementation ﬂﬂ|:> Class evaluatio

+ Designing evaluation

tools + Discussion and feedback ¢ Evaluation and feedback
* Making evaluation tools

[Fig. 1] A class design model for convergent education
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<Table 2> Grade Frequency

Gradel Grade2 Grade3 Grade4

<Table 4> Satisfaction of convergence education

Strongly : Strongly
agree Agree | Neutral | Disagree disagree
Frequency 8 17 15 10 0
Percentage 16% 34% 30% 20% 0%

<Table 5>l A& o] 4L

=

7
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o] 76%%1tt.

<Table 5> Enhance of creative discernment

Strongly : Strongly
agree Agree | Neutral | Disagree disagree
Frequency 6 15 17 12 0
Percentage 12% 30% 34% 24% 0%

Frequency 3 15 27 5 =52 B2 <Table 6>°] HERA
percentage 6% 30 % 54% 10% o} 84% Aol FAAY S-S stk 9SS
7] Hole &5 Zefol tigt 7Iaart siled 2
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16%, dl=AG 12%w o2 VEht) d<eAd e5As <Table 6> Changes after class
SR1gle] A9 e Aol oHRE S0 | e | et | D] 080
agree disagree
Frequency 9 18 15 8 0
<Table 3> Department Frequency Percentage 1% 5% 0% 1% 0%
Humanitics Na'tural Art Engineering
Science | Department | Department
Frequency 24 8 6 12 THE Fall vl Fokll wety]A] &k 2yl Ay
Poemage | 4% | 16% | 1% | % 3 A ool 83 A SEe Arthn 47
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<Table 7> Enhance of application ability in association
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