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Abstract

In elementary school, software convergence education goes beyond education to cultivate basic software literacy,
and analyzes and solves various problems in order to achieve the goal of subject education by linking with soft-
ware education and other subjects by improving the learner’s computational thinking based creativity and con-—
vergence ability. Yut-nori, a traditional game in Korea, allows students to experience sequential, selection, and re—
petitive algorithms as a play, and has elements that allow students to learn the contents of the subject on the
operation of the sun and celestial structure. In this paper, I examine the possibility that yut-nori can be used as a
computing tool in elementary school software convergence education. And an educational plan for software con-—
vergence education using elementary school science and physical education, and practical arts and yut-nori was
proposed. Applying yut-nori to elementary school curriculum activities as a software convergence education is ex—
pected to help students cultivate creative talents who lead the age of artificial intelligence, as students can im-
prove computational thinking, communication and creative problem-solving abilities.
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<Table 1> Rules of the Yut

Rule

- Two participants or two teams.
Gae”, “gul”, “Yut” in the order of one to four Yut flipped

- When all four Yut are flipped over, “Mo”

Items

Participants

Egloje} 4%

hva

Fol ‘A

- 4 pieces per each participant or team.
- As the role of the Yut is “Do” to “Mo”, Plece can move 1 ™5 vertices.
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- “Do

Yut
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- Pieces only move forward and can be moved through shortcuts.

- When allied Pieces are combined, they can move together.
- I an opponent’s horse is caught. It starts over at the origin.

Pieces

0

- If the role of the Yut comes out “Yut or Mo or catches the opponent's

ERE

o

W

piece, throw the Yut one more time.

Play-board - The play-board has 28 vertices, 1 center point and 4 shortcuts.

Victory
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- Victory When all the pieces come back to the origin.
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(Fig. 1) Seasonal Sun Route of Yut-playboard
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Route 4:

Summer solstice

§
!
Route 3:
Autumnal Equinox

Route 1:
Winter solstice

Route 2:
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—-playboard
of the sun in Science

Vernal Equinox

Seasonal Sun Route of Yut

(Fig. 2)

<Table 2> Achievement standards of the movement
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il

(2] Student can explain The constellations

[6 Science 09

of different seasons by the orbit of the earth..
[6 Science 14-02] Student can explain the seasonal
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height of the sun, the length of the day and night, and
the temperature change.
[6 Science 14-03] Student can explain through model
is that the Earth's axis of rotation is tilted.

experiments that the reason for the change in season
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(Fig. 3) The Big Dipper’s road in ‘Yut-nori-pan
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<Table 3> Achievement standards of the movement of the constellation in Science

[6Science 02-02] Students know the meaning of stars
and investigate representative constellations.
[6 Science 02-03] Students can find Polaris using the
constellations in the northern sky.

[6 Science 09-01] Student can explain the rotation of
the sun and moon by the roation of the earth.

[6 Science 14-01] Students can measure the sun’s
altitude, shadow length, temperature, and find

relationships between them.
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<Table 4> lterative Structure Algorithms in Yut

Throw the Yut.
L, When “Do”,“ Gae”, “gul” comes out
- the piece moves
L, When “Yut”, “Mo” comes out
- Throw the Yut one more time
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