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Abstract

Background/Objectives: Education in the post hu-
man era must have creativity with mathematical problem
solving, with technological and engineering management ba-
sed on scientific knowledge, and with artistic sensibility, by
guiding students to utilize a major factor of ICT - smart
device.

Methods/Statistical analysis: An initial basic direc-
tion was set to emphasize the necessity of the M-STEAM
class for early childhoods by reviewing preceding research
and literature regarding mathematics programs, mathemat-
ics activities, Nuri curriculum, and STEAM. And we also
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defined a list of smart devices and their assessment criteria,
and then created a list of smart devices for an early child-
hood M-STEAM class. Third, we developed the final design
of M-STEAM class for early childhood.

Findings: First, the design of M-STEAM class for early
childhood with smart devices will proceed with an order
partial appreciation and analysis of STEAM, introduction
of problematic situations, analysis and understanding of the
problems, exploring resolutions, creative design and emo-
tional experiencing, creative convergent design, conclusion
on problem solving, smart devices will be used to provide
a wealth of information, information and communication
technologies, participation and cooperation, sharing, and
interactions. Second, contents of proposed M-STEAM class
will be based on mathematical contents such as location,
direction, basic measurement, and distance. Smart devices
will provide LED lighting, motor, camera functions to re-
solve problematic situations regarding STEAM activities
and be used to proceed creative convergent design.

Improvements/Applications: The proposed M-STE-
AM class as a new educational paradigm in the post human
era will facilitate the development and distribution of new
convergent teaching methods in the early childhood educa-
tion.

Key Words : Class Design, Early Childhood, ICT, M-
STEAM, Program, Smart Device.

1 Introduction

Development of information and communication technologies (ICT)
and emergence of smart devices have significantly changed approach-
ing methods and educational environments in compulsory educa-
tion. It has complemented classic textbooks into digital textbooks,
and provided copious learning materials by so called, Apps (appli-
cations). A steady increase in social network services (SNS) has
implemented an approaching method to freely communicate be-
tween a person and groups beyond spatio-temporal barriers. In this
rapidly changing post-human era, the utilization of ICT in an ed-
ucational environment is an emerging new educational approach1,2
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Education based on ICT employed by the Korean compulsory ed-
ucation system now becomes a trend in early childhood education.
Teachers in the early childhood education and administrators in
the field3−6 have concurred to provide children with adequate ex-
periences with computers and smart devices and relevant activities
for their development by effectively utilizing ICTs for the 21st cen-
turys national competitiveness7. In addition, The United Nations
Educational, Scientific and Cultural Organization8,9 indicates since
children in the modern society have already experienced much in
ICTs and ICTs become an vital factor for children development, a
new, adequate educational method are imperative. In other words,
education in the post human era must have a convergent thinking
ability with mathematical and logical problem solving, with techno-
logical and engineering management based on scientific knowledge,
and with artistic sensibility, by guiding students to utilize a major
factor of ICT - smart device. It is the STEAM (Science, Technol-
ogy, Engineering, Arts, and Mathematics) that has recently been
adapted in the Korean educational system10.

2 Literature review

The STEM education is needed to focus on childhood - the most
sensitive stage to develop creative, convergent human resources11.
While current early childhood education are based on questioning,
exploring, subject-oriented, comprehensive, reality-based, and con-
structive schooling, which is very similar to the direction of the
STEAM education12. The current education lacks creative prob-
lem solving with technologies and engineering which is regarded
as a main purpose of the STEAM education. Therefore, in this
study, we elect smart devices as a teaching medium, which rigor-
ously represent modern technologies and engineering, in order to
design the M-STEAM education with smart device for early child-
hood. Although so far, there have been preceding studies to pave a
way toward the STEAM education for early childhood13−16, many
studies had focused on developing STEAM educational models and
programs typically based on science and arts11,16 and their cor-
responding research on class designs were limited to compulsory
education17,18 while studies have lacked in early childhood educa-
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tion. Considering fewer studies have performed in STEAM educa-
tion emphasizing technologies, engineering, and mathematics than
in STEAM education focusing on science and arts19, the current
education systems have limitations in promoting the convergent
ability that integrates technology, engineering, and mathematics
together20,21. Thus, in this study, we propose to design an M-
STEAM education for early childhood with smart devices that ex-
ploit representative features of modern technologies and engineering
in order to meet the paradigm change in post human era’s educa-
tion. Through the M-STEAM education with smart devices for
early childhood, it will facilitate applications of the STEAM edu-
cation to early childhood education fields, promote early childhood’
problem solving and creativity, and their accessibility to informa-
tion technologies. It will enable us to attempt a new educational
model as a new paradigm in the post human era. We established
the followings as research issues.

1. How do we design the M-STEAM class with smart devices
for early childhood?

2. What will be contents of the M-STEAM class with smart
devices for early childhood?

3 Proposed Work

3.1 Procedures for designing an M-STEAM class
with smart device for early childhood

Procedures for designing an M-STEAM class with smart device for
early childhood are demonstrated in (Figure 1) First, an initial ba-
sic direction was set to emphasize the necessity of the M-STEAM
class for early childhood by reviewing preceding research and litera-
ture regarding mathematics programs, mathematics activities, Nuri
curriculum, and STEAM. Based on preceding research, we defined
a basic concept of STEAM and a basic direction for early child-
hood M-STEAM, and sub-factor for an early childhood M-STEAM
a class configuration. Second, we also defined a list of smart devices
and their assessment criteria, and then created a list of smart de-
vices for an early childhood M-STEAM class. Third, we developed
the final design for an early childhood M-STEAM class.
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Figure 1: Procedures for designing an M-STEAM class with smart
device for early childhood

First, an initial basic direction was set to emphasize the neces-
sity of the M-STEAM class for infants by reviewing preceding re-
search and literature regarding mathematics programs, mathemat-
ics activities, Nuri curriculum, and STEAM. Based on preceding
research, we defined a basic concept of STEAM and a basic direc-
tion for infant M-STEAM, and sub-factors for an infant M-STEAM
a class configuration. Second, we also defined a list of smart devices
and their assessment criteria, and then created a list of smart de-
vices for an infant M-STEAM class. Third, we developed the final
design for an infant M-STEAM class.

3.2 Features of smart devices systems used in
an M-STEAM class for early childhood

The smart device system employed in this study utilizes the sound,
microphone, light-emitting-diode lighting, motor and camera func-
tions, whose contents are listed in as shown in table1.
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3.3 A model of the M-STEAM class with smart
devices for early childhood

M-STEAM is a convergent education method that expands mathe-
matic factors in infrastructures built by smart devices, to integrate
contents of mathematics, science, engineering, technologies, and
arts. A design model of the early childhood M-STEAM class with
smart devices is demonstrated in (Figure 2)

Figure 2: A design model of the M-STEAM class with smart devices
for early childhood

3.4 Contents of the M-STEAM class with smart
devices for early childhood

Contents of the M-STEAM class with smart devices for early child-
hood such as sound systems, microphones, LED lighting systems,
motors, and camera functions and convergent thinking factors are
demonstrated shown in table2.
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As the pre-activity for designing a model of the M-STEAM
class with smart devices for early childhood, various information
by smart device applications to analyze and appreciate the con-
cept, principle, design, fabrication, and emotion for the individual
factors of STEAM - S, T, E, A, and M, is provided. In the in-
troduction, a problematic situation will be suggested to analyze,
understand, and explore the origin of the problem. Smart devices
will be applied to utilize information and communication technolo-
gies. In the deployment, participation, cooperation, sharing, and
technological infrastructure of smart devices will be made to enable
creative designing, emotional experiencing, information fusing, and
creative convergent designing. In the conclusion, concluding on
problem solving, enhancing thinking ability by expanding relevant
situations, creativity, creatively solving problems, and interacting
with smart devices will be made. The last expanding class activi-
ties will summarize, confirm, and evaluate the M-STEAM class to
explore various ways. It will employ smart devices that provides
various information.

4 Conclusion

It also requires an ability to adequately choose relevant knowledge
as well as an innate intellectual ability. Accordingly, ever since
2010, while studies on integrating mathematics, science, arts, and
music together have been actively performed, technology and en-
gineering parts in the education have not received much attention.
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As the early childhood education has emphasized the importance
and necessity of STEAM, we aimed to develop M-STEAM class de-
sign for early childhood and its corresponding contents with smart
devices as a means of a convergent teaching method. It will lead
to link between the early childhood education and the elementary
education and also contribute to settle a true STEAM class in the
early childhood education.

Our conclusion based on the results demonstrated are as fol-
lows: First, class design for M-STEAM class with smart devices for
early childhood will proceed with an order partial appreciation and
analysis of STEAM, introduction of problematic situations, analysis
and understanding of the problems, exploring resolutions, creative
design and emotional experiencing, creative convergent design, con-
clusion on problem solving, summarizing, verifying and evaluating
M-STEAM. Here, smart devices will be used to provide a wealth of
information, information and communication technologies, partici-
pation and cooperation, sharing, and interactions.

Second, contents of proposed M-STEAM class will be based
on mathematical contents such as location, direction, basic mea-
surement, and distance. Smart devices will provide LED lighting,
motor, camera functions to resolve problematic situations regard-
ing STEAM activities and be used to proceed creative convergent
design.

This study provides academic and educational background ma-
terials for the early childhood education by developing the proposed
M-STEAM class design. In order words, the proposed M-STEAM
class as a new educational paradigm in the post human era will facil-
itate the development and distribution of new convergent teaching
methods in the early childhood education. Specifically, the pro-
posed M-STEAM class will maximize early childhood’ self-directed
learning, voluntary participation, as well as positive interactions
with machine, since early childhood in free activity times on an
educational field voluntarily select smart devices, express their own
thoughts and opinions, and creatively create their own results. In
particular, the contents of the proposed M-STEAM class will facili-
tate a mood of convergent education by overcoming educational dif-
ficulties in a kindergarten which requires educational experts to im-
plement new technologies in convergent educational media. As well
as, when a teacher prepares for a class in a kindergarten, he or she
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can deteriorate from his/her center of activities by actively utiliz-
ing smart device teaching media. In this process, we are expecting
that it creates a classroom atmosphere with creative thinking capa-
bility, and with smart quality. Our proposed class simultaneously
satisfies ’STEAM literacy’ 14,22, which has served as a STEAM ed-
ucation purpose in South Korea and provide an adequate STEAM
educational model in the fields of the early childhood education. In
addition, our proposed education that agrees with Sanders23, who
claimed an increased value when integrating classes together such
as science and arts, will play an important role in the early child-
hood education since it implements a true STEAM education with
smart devices representing technologies and engineering for early
childhood.
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