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Abstract

In this paper, we evaluated educational effects of H-STEAM group play contents(a course) and

tried to suggest a convergent model for college liberal art curriculum. We opened a mixed

course(math, art, engineering, and humanities) with team teaching for this purpose. For the test, we

collected data from survey, K-W-L sheet, and reflection paper from 23 students who enrolled in this

course. Students should do a team project during the course, propose a new group game, and write
K-W-L sheet at the end of each session and reflection paper at the final stage. As a result, it is

said that H-STEAM group contents had an effect on students satisfaction and achievement. During

the course, students made academic efforts and were able to construct convergent knowledge from

the four fields. From this study, we are sure that H-STEAM contents can play a substitute role for

the traditional liberal arts program and innovate the curriculum for the knowledge convergence

society. °
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Table 1. Convergent knowledge of Traders

Field Convergent knowledge
Colonial exploitation, Imperialism, World War,

H Unfair  trade, Free  competition, Human
conquest

M Deduction, Continuity of numbers, coincidence,
Topological pattern

A Metaphor, Interface Design, Continuation and
Severance, Repetition, Aleatorik

£ Touch—screen technology, Holograms, Game
Money

H=humanities, M=math, A=art, E=engineering

2.2 Alchemy
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Fig. 2.Alchemy Interface

Table 2. Convergent knowledge of Alchemy

Field Convergent knowledge

Accident or inevitability, Competition
H andcooperation, Severance and creation,
Lucky number 7, Meaning of 100
Mathematical meaning of number 7,
Geometric pattern of the periodic
M Pattern of the deduction,

Pattern  of the probabilty and the

table,

coincidence

Metaphor, Interface Design, Scene and Cut,
A ! o

Geometic pattern, Coincidence
£ Value engineering, Game theory, Zero—sum

games, Nash equilibrium

2.3 The Company
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Fig. 3. The Company Interface

Table 3. Convergent knowledge of The company

Field
H

Convergent knowledge
Competition and harmonyrbc,
order, Role, Mutual respect
Pattern of the deduction,
M probability and the
comparison of numbers
Brand Design, Interface Design, Symbol of
color, Continuation and Severance
LED, Nash equilibrium

Rule and

pattern of the
coincidence, Size

2.4 Korean Chess
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Fig. 4. Korean Chess Interface

Table 4. Convergent knowledge of Korean Chess

Field Convergent knowledge
Philosophical Heaven—Earth—Human,
H Additivity principle of Korean alphabet, A

guessing competition

Pattern of the shape(Geometry), Pattern of
M the  deduction(Logic), Pattern of the
position(Topology), Pattern of the
arithmetic(Algebra)
A Combination of Hangul, Interface Design,

Imagination and inference
Big data, Touch-screen

[1l. Effects of H-STEAM Group Play
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