Indiana State
4 University

The 2025 International Symposium on

Korean Education
System and Culture

Program Presentation Book

Date: Thursday, October 2, 2025
Organized & Designed by Yong Joon Park & Jaehyon Park
Published by English Language Institute, Indiana State University



Indiana State
4 University

The 2025 International Symposium on
Korean Education System and Culture Program Presentation Book

@

Date: Thursday, October 2, 2025
Organized & Designed by Yong Joon Park & Jaehyon Park
Published by English Language Institute, Indiana State University



Table of Contents

AT el Talu g LS (2T o] o § AR SRS i i W B S L OSSR S Gl e T C SRR S 0 1
Major Event Sponsors and Faculty Volunteers......c.cccceevieieiieiniieiainnnnns 1
S w0yt bey ey o] o {218 N | 1 - SRRt S N L BN P S L SRR QR S S 2
P e et atIOn S A e S o s e o o e R Ny A S T A 3
i S bk (0] B CeR RN SIS e e o A S N B R P T B e RS R 6
SO S I I R e G b i 2 e e e i 46
Y Yo i Y 2 B i S At T FC R e e RS i O R S RS T R 58
T8 570 54 o ] 09 01 50 1 | Efeean el oAttt e S . U e e R S b 90

|00 [0 ]eat | SRR e Sl ARl e v SN Rt R B I i DU R SR L A S 92



Welcome Speech Major Event Sponsor

Dr. Brad Balch

Dean of Bayh College of Education, Indiana State University A I = l-?_ "c')'_l-:_'q PL% _9.;{

It is with great pleasure that I extend warm greetings on behalf of the Korean Education Center in Chicago

faculty, staff, and students of the Bayh College of Education at Indiana

State University. We are honored to host and co-sponsor the 2025 i : X
International Symposium on the Korean Education System and Culture. Event SpOHSOI’S at Indlana State UnlverSIty
This remarkable event would not be possible without the generous support
of numerous centers at Indiana State University and the Terre Haute

community—our sincere thanks to all who made this possible. Dr. Brad Balch, Dean of Bayh College of Education
Dr. Malea Crosby, Assistant Dean of Bayh College of Education

Dr. Christopher Olsen, Provost of Indiana State University

We are especially grateful for the leadership and dedicated efforts of Dr. Yong Joon Park and his
colleagues, whose hard work and commitment have made today’s symposium a truly outstanding Dr. Carrie Ball, Chair of Department of Teaching and Learning
occasion. This event represents a meaningful contribution to our East Asian engagement initiatives,

: Mrs. Jessica Starr, Director of Center for Community Engagement
and we are delighted to welcome you.

Mrs. Kristi M. Barley, Director of Center for Education Abroad

A quick look through the program reveals the impressive talent and breadth of scholarly activity

being showcased. The value and impact of this symposium are clear, and we deeply appreciate your Event Sponsors in the Terre Haute Community

participation. ) P ook
Mrs. Mika Cassell, Principal at Dixie Bee Elementary School

Thank you once again and best wishes for a successful and enriching experience. e . - Mrs. Tina Horrall, Principal at Benjamin Franklin Elementary School
; ' Mrs. Christy Staggs, Assistant Principal at Dixie Bee Elementary School

ZHA}Sh )T
AT Mrs. Kristin Eberly, Principal Designee at Benjamin Franklin Elementary School

Mrs. Rachel D. Cox, Principal at Sarah Scott Middle School

Ms. Whitney Tharp, Assistant Principal, Sarah Scott Middle School

Mrs. Jeanette Bouchie, Adult Services Manager of Vigo County Public Library
Mrs. Renee Henry, Education Director of Terre Haute Children’s Museum

Mr. Troy Fears, Executive Director of Candles Holocaust Museum and Education Center

Mr. Wyatt Lawson, Director of Education of Swope Art Museum

ISU Faculty Volunteers

Dr. Elsun Seung, Professor of Science Education
Dr. Jacquline Shin, Associate Professor of Psychology
Dr. Min Kyung Han, Associate Professor of Communication Disorders

Dr. Youjin Yang, Assistant Professor of Elementary Education




Introduction

Welcome Speech and Recognition of Event Sponsors & Volunteers

8:30-8:50 AM
Performance | by Ms. Jieun Kim
Arirang - Traditional Korean folk song with Gayageum accompaniment
ot de (CF=1% - 7lok %)

Beautiful Country — Contemporary Korean musical piece
(chEche Lie} - Hef 2o

Session I. Community Engagement in A.I. Era (9 - 10:50 AM)

The 1* presenter: Dr. Jacho Lee
Presentation Topic: Game Literacy Education for Fostering Talent in the AI Era: The Case of

2:30-2:45PM

Session III. Teaching and Learning in South Korea

Mrs. Kyoungeun Song
Topic: What Classroom Innovation Looks Like in Korea: Reflections from a Government-Recognized
Teaching Practice

2:45-3PM

Ms. Yoonjeong Seo
Topic: The Hidden Curriculum in Korean Elementary Schools:
Observations and Reflections from a Classroom Teacher

9-9:50 AM
Republic of Korea
The 2™ presenter: Dr. Heuipil Kim
10-10:50 AM Presentation Topic: Community Engagement by a Regional Flagship National University: Case

12:50 - 1 PM

Studies from Faculty-led Community Collaboration Projects at Jeju National University

Break Time 10:50 AM - 12:40 PM

Performance II by Ms. Jieun Kim
Love Song — Vocal performance with Gayageum accompaniment
(A7 - Ztok2E)
Boat song - Korean folk song
(R - 93 212)

Session I1. Study Abroad in South Korea (1 — 2:20 PM)

The 3™ presenter: Mrs. Seonjin Song

3-3:15PM

Ms. Dawn (Doeun) Baik
Topic: How my educational background affected my teaching identity

Break Time 3:15 - 3:30 PM

Ms. Jieun Kim

Lz heoUiE M Presentation Topic: Study Abroad in South Korea
2-220 PM . Ms. Haylie Cure & Lola Williams
Topic: The 2025 Course-based Trip to South Korea

:30-3:45 PM ; :
3:30-345 Topic: Lesson cases using A.I. and Metaverse
Ms. Ji Yeon Oh
3:45-4PM . SR vl .
Topic: The Importance of Physical Education in Student Life
4 - 4:15PM : ‘ Ms. Soobin Kim' . .
Topic: Teaching Korean Beyond Language, Bridging Culture and Connection
Mrs. Jihye Yang & Mrs. LeRaye Cameron
4:15-4:30 PM Topic: A Korean Teacher’s Involvement in Community Engagement in
Terre Haute, IN
Ms. Ellie Kwon
4:30-445PM Topic: Learning to Teach, Teaching to Learn:

A Cross-Cultural Practicum Experience

Closing remarks (4:45 - 5 PM)
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and ‘r'angr* means ‘my love’.

Arirang is Korea’s representative folk song.

The word ‘Ari” means ‘beautiful,’
It leads to the meaning ‘my beautiful love.’
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Jieun Kim
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When long- twilight rests on the mountain’s edge, Isn’t it true — | am happy, born in this land
Step by step, so gently, the moon begins to rise. With countless dreams and beauty beyond measure?

—_— Even beneath the nigkt’s soft 3—’0%", how loveiy all remains. With oceans wide and skies so b]ﬂe}
e » ] ] v v - »
C:D Moonlight g»r?efs the garden walls down every quiet |ane. A life upon this land — how could | not be happy?
= When winter's snow blossoms settle still and white,
= That warm, gentle light hushes even the harshest wind.
k¢
= 4
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Isn’t it true — | am happy, born in this land

With countless dreams and beauty beyond measure?
With oceans wide and skies so blue,

A life upon this land — how could | not be happy?
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The roots that endured the bitter cold of winter
Now yearn for spring., and sprout in hopeful green.
Greener, ever greener — countless leaves unfold,
In one strong stem, stretching skyward,
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The river's glimmer, the r'usi'h’ngf leaves in the hills,
Beauty fills the world — is that not joy enough?

The whisper of flowers, wild grass damp with dew —
Even aching youth is beautiful, so why not rejoice?

Y otizid @bz Bol o)t o] @hed EHoltpsd MLBL 1) Slyet
2 Geholi 3L 357 AL o] BEGlen] <be Yy LB 443 olyik
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Isn’t it true — | am happy, born in this land

With countless dreams and beauty beyond measure?
With oceans wide and skies so blue,

A life upon this land — how could | not be happy?

The beautiful land
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Game Literacy Education for
Fostering Talent in the Al

Era:

The Case of Republic of Kore@@@“

Jaeho Lee GyeonginNationalUniversity of Education

| . Why Game Literacy
Education?

\

- B 1. The History of Game Literac
I WhyGameliteracy Education? - I f‘.r‘ . y
_ Education in Korea
1.From Gamification to Game Literacy Education 1.Evolution of Game Literacy Education
2.Cases of Gamification in Everyday Life 2.Game Literacy in Public Education

3.Game Intelligence in the Al Era: Game Literacy

D

I IIl. The Current Status of Game

Literacy Education in Korea l IV. Concluding Remarks

1.0Overview of Game Literacy Education 1.Future Prospects

2.Game Literacy Education Programs 2, Summary

3.Salisfaction with Game Literacy Education 3. Closing

4.2025 National Project on Teacher Game [Appendix] Examples of Prompt-Coded Games

LiteracyEducation

VRELY el TR LN oy
Education?

1. From Gamification to Game Literacy

Introducing Key Concepts:
From Gamification to Game Literacy Education

A method of utilizing game elements in non-game

Gamification contexts to increase user engagement and motivation

The ability to understand the rules and logic of games,

Game Literacy criticallyinterpret them, and creatively apply them.

An educational approach that incorporates games as a
subject of learning, cultivating new literacies required in
future society.

Game Literacy
Education
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N 1. From Gamification to Game Literacy 1. From Gamification to Game Literacy
?
» o gee ‘ = Fag e
g. 9 Elements Of Gam|f|cat|0n Points/Scores A system that visualizes users’ participation and achievements by
a9, ) quantifyingthem;expressestheoutcomesofactionsnumerically.
. Points/Score Level Badge 08 3y HERY® TI8s T B SGORERISGE0)
Leaderboard Quest Goal
Competition Reward Feedback
collect and the time it takes to clear a slage. damage caused.
Gabe Schemmann and Chnstopher Cunningham “Gamification by Design”, (,Jj!;tm_lly‘m?maformgu;ﬂi{'l 1 Gabe Zichesrmann and Chnstophes Cunningham "Gamificaton by Design”, 'D-ﬂﬂi Media gm':l:‘. 20
; . i . . Education?? . g . 4 Education?
1. From Gamification to Game Literacy il 1. From Gamification to Game Literacy i
.!'f
A key indicator representing access to new content; automatically rises A commemorative mark awarded according to the degree of task |
Level according to participation and performance; distinguishes stages Badge completion; a symbolic element that stimulates users’ motivation for
through points, badges, and rewards. d \fhallenges. )
ﬁ
[ ]
e
jab)
(:D' AN SYSTEN
BATTLEGADINTS
LV. mmm L e gy [—— . In PUBG, players can earn badges and achievements In Braw! Stars‘. badges are awarded for gameplay milestones such
r‘ l amaﬂ, plz;y Ies ‘detaa‘ " in MapieStory, players advance to the next level once they accumulate enough based on their accumulated experience points and as victories, trophies, and special event achievements.
(D different dungeons, showing how higher levels unlock new experience points, demonstrating the typical progression system of RPGs seasonal rankings.
(D SOMEMIIOChaTenges: Gabe Dichemmannand Chrisiophes Cunningham “Gamehication by Design”, OReilly Media Formats, 207 Gabe Zichirmannand Cheistopher Cunrmngham “Gamification by Daesign”, O'Rellly Medsa Formats, 201 7
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- . g . . - ‘g . . Erm;a'
N 1. From Gamification to Game Literacy 1. From Gamification to Game Literacy i
®
m ff - o = . ) x,\l "f‘ " : i Hl
w A system that publicly displays levels, rankings, top scores, and A commemorative mark awarded according to the degree of task -
O. Leaderboard achievements to confer reputation; a numerical representation for Quest completion; a symbolic element that stimulates users’ motivation for
= . comparing achievements with others ) . challenges.
N A i
e '
{ LEAGUE
@ rr:- AMATEUR
L]
p ¥
el BN o
O] X meeme| | v
LLADEH.!OAHD'S
InClash Royale, players are ranked on a global In FIFA Oniine, players are placed on leaderboards according to their malch results and
leaderboard based on their trophy count, seasonal rankings, highlighling competitive performance within the community. In Roval Match, players are given specific goals, such as In Pokémon Town, daily missions are assigned, and players receive
ﬂﬁﬁ:éﬁﬁf&nﬁﬁmw i clearing target blocks within a limited number of moves. experience points or rewards upon completion.

Gabe Zichermann and Chnstophér Cunningham “Gamification by Design”, O'Raoslly Meda Formats, 20
. WNILY Wrallie Sl cal Y

Gabe Zichermann and Chstophue Curninghim “Gamification by Desgn’, G‘Ba ¢ Media Formits, 201

1. From Gamification to Game Literacy il 1. From Gamification to Game Literacy Eduealidn?

#
f

B, -
{EHCDUfEQES rivalry among users by employing leaderboards, badges, and
Competition other elements; comparisons and competitions aimed at gaining
. superiority.

-

A mission that stimulates users' desire to take on challenges;
a small goal designed to trigger achievement motivation.

Goal

N Py

CREWMATE

DI:25:55 1 2seomy o

a

=
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U There are damons us
P
[ ] -
I
H = _'
o i ) I e ] s In League of Legends, two leams compele in stralegic In KartRider Rush+, players race against others in real time, and
In Among Us, players complete missions inside a spaceship while  In SimCily Build It playersaimtodesignandbuildathriving city, battles, with victory or defeat clearly displayed at the end of rankings are immediately shown at the finish line, emphasizing direct
r-‘ ultimately trying to identify the impostor amang the crew. making strategic decisions to ensure growth and citizen each match, reinforcing the competitive nature of compelition.
(gv) salisfaction. gameplay.
(D Gabe Zichenmann and Chnstopher Cunmngham “Gamification by Design”, O'Reilly Meda Formats, 201 Gabe Zichenmann and Chistopher Cunmngham “Gamification by Dedign”, O'Reilly Meda Formats, 201 8
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N 1. From Gamification to Game Literacy sl 1. From Gamification to Game Literacy sk
(q)

N

E. Various benefits provided as outcomes of challenges and tasks, such Immediate responses to users' actions or challenges;

o Reward | . Feedback S el e

= as products, support, access rights, or points. theprocessthroughwhichthesystemreactsinstantlyto user behavior.

= ~ DaiLy Bonus! l

@
In Township, players receive daily login rewards, encouraging In Pikmin Bloom, players collect Pikmin as a reward for walking and In Animal Crossing, when a player casts a fishing rod toward a fish,  In Animal Crossing, if a player repeatedly pushes or hits
consistentplaythroughsmallbutaccumulatingbenefits. completing activities, turning real-world actions into in-game rewards. :Etf;?': ;T;:;i‘:ﬁ:t; ?1‘""[';;3&2Ea’::ﬁ‘gﬁﬂﬂ'gl‘:;::;”gc;‘;:;m ;:';i_ﬂsfé;l:f;ﬂi ;ﬁﬁi :Eﬁﬂ:;ﬁ::;'&i;ﬁ?ﬂlmg
Gabe Zchamann and Chastopher Cunningham “Gamification by Dﬁﬂiw'. Q'Rfmy M_adﬁi FAl:m'rﬂ[:-.. 20 Gaba Zichermannand Chrgtophér Cunnmgham "Gamificabon by D '. Q'Fbﬂl Mesdia Fgmlt‘. 20
TS A = z | ' Education? RS = ; ' Education?
2. Cases of Gamification in Everyday Life s 2. Cases of Gamification in Everyday Life winhok
Games are deeply embedded in daily life — Games are deeply embedded in daily life —
life itself becomes a game. life itself becomes a game.
qutsf Lavel Badge : , Deposn_t Refur‘ld for Points/ Lt Badig Airline Mileage Programs
Score ' - Recyclables Score ® Accumulation ofmilesfor each flight

— for each returned can or bottle Gold — Platinum)

. Leader ® Self-imposed missions such Leader ® Special membership cards awarded
(- Board Quest Goal as “Collect 100 this month” Board Quest Goal u;.:::n meetlr'tg certain conditions

o @ Monetary refunds or vouchers ® Mll_,e:age alchl_everr?ent goals set

(@v) Eiiie within a given period

received in exchange for \ : ,
:‘ e ' @ Benefits such as free tickets, seat
returned items

) upgrades, and lounge access

= Competition Reward Feedback Competition Reward Feedback

®



/N 2. Cases of Gamification in Everyday Life
(q)
m N | : | [ ] - g
%) Games are deeply embedded in daily life —
g life itself becomes a game.
e Starbucks R d
ints/ : STARBUCKS tarbucks Rewards
F‘qlntsf Lavel Badge awanse . : e 2
Score Accumulation of points/stars witheach
: FALL IN LOVE WITH _ purchase
STARBUCKS REWARDS @ Membership tiers granted according to
purchase history
Leadg_r Quest Goal ® Redeem collfzu::ted stars for free
Board beverages, size upgrades, and other
benefits
@ Bonus rewards through quest-like
challenges during specific periods
Competition Reward Feedback ® Real-time feedback via the app by
checking accumulated points
2. Cases of Gamification in Everyday Life
Games are deeply embedded in daily life —
life itself becomes a game.
e Duolingo
Zﬂ::f Level Badge (LanguagelLearning App)
@ Earnpoints/scores (XP)duringlearning
U @ Tracks performance through levels and
= badges
° Leader @ Provides quests (small learning units) and
e Board Quest Goal continuous learning goals (e.g., streaks)
m @ Encourages competition through
@ leaderboards and leagues among leamers
5‘ @ Offers immediate feedback on
O correctincorrect answers
= Competition Reward Feedback
(g)
® O p—

L= 19

. LA 5 - . LS y.
Education?

2. Cases of Gamification in Everyday Life

Games are deeply embedded in daily life —
life itself becomes a game.

Fitbit (Fitness Tracker)

® Records exercise amountsas
points/scores

@ Provides level-ups and badges according
to performance

@ Enables competition through
leaderboards by sharing records with
family and friends

Points/

Level
Score

Badge # fitbit

Leader

Board Goal

Quest

@ Allows users to set daily exercise goals
and receive feedback on achievement

@ Fitbit Ace for children: develops exercise
habits through badges, animations,
gameplay, and rewards

Competition Reward Feedback

Pt i s e P e P B W | AL

3. Game Intelligence in the Al Era: Game Literacy

nEraly

L s L= i
Education?

What are the true competencies

Future our children need in the Al era?
- i , ming Crigj

SCie v m’ncrﬁ'i'-““ Lﬁaﬁ‘eﬁh? it el Tﬁ’"kmg
; . 24 Toupyg o, “O9ical Thinkjng,

. Abstractio
n n
uo Automation %rrng

_ & ,c.a
ot
com Deg,
‘T

position

Crai . :
e ip problem golving

problem decom Algorithms & pProcedures

. Ariy
”Gde!mg Data analysis Entrﬂpraneu rship h'“ﬁtic

Data collection

As Al continues to advance, the importance of uniquely human
competencies - x-thinking” and “x-literacy’ will expand.
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3. Game Intelligence in the Al Era: Game Literacy

Future

Society

and Technological development is too rapid.

New

The future is difficult to predict.

Education is neededtopreparecompetencies
in each domain.

Future
Society

and
New

Literacies

e :
UNTENT AREA LITERRLY

Thinking

Thinking

&5

The AI Literacy
Imperative:

~ [ DiGiITaL
'-.."}_—"\m:\r

=

Wt [ Data Literacy?

Literacy
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Society
and
New

Literacies

“Educationbegan as a preventive
and supplementary measure
within regulatory frameworks.”

Rapidgrowthofonlinegames;

public debate on youth game
addiction

Launch of game cullure classes
for teenagers (2007); distribution
of parent guides; campaigns for
improved awareness and
informatization education by
Korea Game Indusiry
Association

Focus on prevention of
addiction and promotion of
healthy use habits; programs
extended to parents and

Qanaral public

P

Thinking

(Thiniing]

1. Evolution of Game Literacy Education

/ Intraduction Stage \
{2007-2010)

Transition Stage \ '
(2011-2019)

“"Games began to be recognized
as culture and sport.”

Introduction of game shutdown
system (2011); recognition of
esporis(2013, Asian Games pilot
event); WHO classification of gaming
disorder (2019)

Teacher training in Game Literacy
{2015, KOCCA);

Parental education programs in Game
Literacy(2019, KOCCA)

Shift from simple prevention to
cultural and educational support;
expansion of audiance from youth

\tn teachers, parents, and adults /

Literacy

Expansion Stage
(2020-Present)

“Games recognized as culture and art; Game
Literacy Education developed into comprehensive
competency-based education.”

Abalition of game shutdown policy (2022); revision
of Culture and Arts Education Support Act
recognizing games (2022); e-sports recognized as
official medal event at the Asian Games (2023);

Ministry of Culture, Sports
rise of popular games msiry ulture, Spor

and Tourism

Early childhood Game Literacy programs (2020,
KOCCA), Game Literacy in classrooms (2023,
KOCCA), development of national Game Literacy
framework {2023, The Korean Society for Creative
Information Culture); diagnostic tools and
educational assessment research (2024).

KOCCA

Development toward 21st-century future KOREA CREATIVE CONTENT AGENCY

competencies; school-based programs leveraging
games, customized education across generations;
attempts to scientifically validate educational

Il . The History of
GamelL.iteracy Education
In Korea

2. Game Literacy in Public Education

Government-led Game Literacy Education

F,i"

MinistryofCulture, Sports andTourism (MCST)
@ A central government ministry of the Republic of Korea, responsible
for policies on culture, arts, sports, tourism, and media Plays a key
@ role in promoting Hallyu (the Korean Wave) worldwide, supporting
games and e-sports as part of cultural content industries

N

2

4 R

Korea Creative Content Agency (KOCCA)

+A government-affiliated agency under the MCST, supporting the
development of Korea's creative industries including games,
animation, broadcasting, music, and digital media

»Provides funding, education, and global marketing support, while

actively promoting game industry development and leading game

literacy education initiatives
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(N 2. Game Literacy in Public Education SLMMILSE] 2. Game Literacy in Public Education
g
- Government-led Game Literacy Education @ «¢ ; arﬁa;w.w% e
k0 _ i.ﬂ-ﬁﬂw S = iy
a9, 4 Gyeongin National University of Education (GINUE) ) o % ' '
5 @ The largest teacher tralmng university in Korea, preparing future educators Deveioping practics-odented Sipandingiad P
(- to lead elementary education 7 a value teaching materials  through research dissemination
@ % O.J El& EMUJEI @ Strengthens pre-service teachers' capacity to utilize games educationally L ﬂ?ﬂﬁ i{;;ﬂ;ésﬂm by addressing biased ® Apply game literacy through lesson plans @ Reinforceeducationalvalueviaresearch
. . through courses in game literacy, software education, and Al education ® Build a foundation for teachers’ acceptance of ® ?r:;;if;;?mmm with ° g’.‘,‘ﬂ;:ﬁ';&'ﬁ;i’;‘:,;“:fj through media

@ Serves as a key institution for research and training in national game
L literacy projects, contributing to teacher professionalism

/ The Korean Society for Creative Information Culture (KSCIC)
@ An academic association that researches and supports the creative use of
information and the expansion of digital culture

Thar Farvan Secety bae Crasihe Indermation Coltere

N (AT R Eeloe|
\L/

@ Engages scholars, teachers, and industry experts in game literacy

research, educational content development, and training support

@ Provides theoretical and practical foundations by defining game literacy as

k the critical, creative, and ethical use of games

2. Game Literacy in Public Education

J
’\

Education in Korea

games as educational locls

@ Operate Iraining programs tailored 1o
different levels of understanding

@ Suppon professional growth through a
stepwise compeiency development model

e grmvm wia maewch and mmlurlr-g : o k '
Expand axemplary classroom cases through ® Support continuous growth through re-

®  sharing of resulls

2. Game Literacy in Public Education

developed educational resources coverage

: o — 3
E i bl ré o e ot ¥raln g P Building divarse n:lm.uymn channels for

@ Operate muli-channel promation (card

@ news, videos, communities)
Strengthenoutreachthroughnationwide
dissemination campaigns

@ Establish ecosystems through regonal and
@& customized workshops
Ensure accaessibility and implementation
capacity via local training

Collecting exemplary t2aching cases

Estah{:shm sustainable structures

and sharing content

@ Select and disseminate outstanding practices
based on research-leacher projects

linking research, policy, and practice

Connect research with academic and policy
outputs (papers, conferences)

Promaote sustainability through
insfifutionalized sharing mechanisms

utilization of classroom-based contont

Game Literacy
Education in Korea

i° ~N ‘ _
MNational Education Training Institute (NETI), Ministry of Education Ga me the racy Tra inin g P rog rams
e ) A‘ national m-semce teacher jrammg mstttulte under the.Mmlstry' of E:Iu‘catlo'n. Repl-lb_llc ,Of Korea, Opera ted bythEN atl ona | Ed uc atlﬂnTra ini ng | n Stltute { N ETI)
‘ 250140 O A that supports the enhancement of teachers’ competencies and professionalism nationwide
/ FYuSALE @ Plans and operates training programs in response to educational policy changes, enabling Objectives Provide three types of customized online in-service training programs to enhance teachers’ understanding of Game
teachers to adapt to new educational paradigms and future learning environments Literacyandtheircapacitytoapplyitin classrooms
. J =
A gfgﬂt Anyteacherorinstructorinearlychildhood, elementary, orsecondaryeducationinterestedinGamelLiteracyeducation
O swagmay 9 HEU Lig 2t noEEw aeme PoEAN Audience
U = Digital Education Utilizing Educational G Lieraty Educaton Teachans Need Crealing Enjoyable Classrooms through
A ' ~ Game Content {18 hours VEFREnORE i D08 gt Diphel- Exucailen Game Literacy (15 hours
T | o (L i
2 :‘ h_ [P [ ] Ty [So Sail [t el
L — e a 4 :
SCDD e e CIKIE] S AICH, MEIZIERRIAI 281 =
ITIE 9 OdAh | CHEIEE AICHOH Programs "“G .!;w
= e AI-EIII= Jldﬂmm £$21O20| HAE KIBIULICH,, Mf?faﬂm, o = Tz AL
S TR _ ' | vy L — 4
o O 77t Bl sl JF]’%E’E{E“’ JE =Y
= - o O DRAT-$2-27} ¢ W =
- O ARCIX|S 7 B o Strengthening praclice-based capacity o Improving teachers’ perceplions of Enhancing teachers’ compelencies based
(D : : ulilizegamesin publiceducationsettings games and fostering autonomous on game literacy and fostering innovative
(qv) - == S e learning environments learning environments 1 3

A A A A A A DA A A B A A A A AR A A DA A DA BDADA DA OADADS
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ame Literacy

(N 2. Game Literacy in Public Education SEIMMLEE] 2. Game Literacy in Public Education Education in Korea
&D i G-School (https://aschool.kocca ki) i . .
ﬂ. A @ The official game literacy educatic;; hlé‘t}cl)“rniﬁeétrablﬂi;hed and operated by the Ed ucatlonal Game CQnte nt on G 'SCh OOI
o xl E Korea Creative Content Agency (KOCCA)
= G-SCHooOL @ Provides teachers and learners with resources such as lesson materials, game- TargetUsers Elementary school teachers and students (Grades 3-6)
[—  based educational content, and training resources )
e - Application
£ NAE ARG IREAYBEE  FoLAUANRA  WaNEe D
In Schools At Home
Utilize educational I“_ISE e"%‘f“?“a'
games during class gafrnes w;__ paregts
to motivate learning reﬁreirzf ;‘fria;“ar
and organize content o
. T he History of ame Lileracy ; [
2. Game Literacy in Public Education SLLEES 2. Game Literacy in Public Education Education in Korea
Educational Game Content on G-School Educatlonal Game Ccmtent on G Sch ool
Contents Areas
Humanities:Korean,English,Ethics,SocialStudies
'.-% Sciences:Mathematics, Science,PracticalStudies, CreativeExperientialActivities
e
jab)
®
-y CreativeStudies:Safety& Health,CharacterEducation,CareerEducation,Civic Education,
O Human Rights, Multicultural Education, Unification, Dokdo Education ' » ‘ ) | ‘
= Provides 27 types of educational games designed to help students in Grades 3-6
D of elementary school easily understand the content of the national curriculum
@ 14

%
§>
-
)
)
%
)
S
§>
X
3
S
3
S
%
3
S
%
%
5%
%
S
S
S
§>
>'>
;)
)0>
>0>
>0>
;)
>0>
>0>
;)
;)
>0>
;)
;)
:
)
)
%
%
§>
:
§>
:
%
)
)
S
)
)
)
%
)
S
S
S
§>
>:§
%
2
%



RIS RIS RIS RS RIS R IR RIS IR IR DRI IR IR IR IR RIS DRI IR RS RIS IR RS RI IR RS RIRHRHRIRIRHRH RSO

dils Ol Ladime LI

: Ame acy
Education in

Korea

@) 1. Overview of Game Literacy Education
(q)
w Game Literacy Education in Korea has gradually expanded since 2007, beginning with limited
ﬂ, target groups and programs.
o
=) , : Since2021 theKoreaCreativeContentAgency(KOCCA)hasledtheinitiative,focusingnot only
(= o - onimplementation but also on analyzing educational effectiveness and improving the
Ill. The Current Status of " Brogares,
| . | — . The education is structured across different groups and delivery methods:
G a m e L |te ra CyEd U CatIO n (A) Teacher Training : Professional development programs for teachers.
. (B) EarlyChildhood Education : Programs designed for young children.
| n KO re a (C) ParentEducation : Programs that help parents understand and guide children’s game use.
| (D) Visiting Game Culture Classrooms:
Instructors with game literacy expertise visit schools or organize separate classes for
students. These often include supporting teachers who assist with activities.
(E) Game Literacy in School Classrooms:
Gameliteracyisdirectlyintegratedintoclassroominstruction,reachinglargegroupsof
students and teachers.
1. Overview of Game Literacy Education Ml 2. Game Literacy Education Programs =
(A) Teacher (B) Early Childhood (C) Parent (D) Visiting (E) Game Literacy in (A) Teacher (B) Early Childhood (C) Parent (D) Visiting (E) Game Literacy in
L B Game Literacy GameLiteracy GameCulture School Classrooms = Game Literacy GameLiteracy GameCulture School Classrooms
TraininginGame Education Education Classrooms e TraininginGame Education Education Classrooms
Literacy Literacy
Number of Participants Incorporated programs
(D) (E) Year  (A)-Offline (A} -Online (B) (C) (D) (E)
Y A B C) | -
- ! (&) &) () Students Teachers “UPPOMING oy iionte  Teachers
Teachers
-4 1. Games Are Fun 1. Game-Based
\ 2021 315 215 2080 6926 209 - - m Unsarasrdviads 2. Crong Playing Games Parent Coding
s 2022 370 308 8607 6675 215 ) 2 - 2021 naerBlandngoanes 3. Rules of Games GameLiteracy 2. Understanding
m (Blended Training) 4. Drawing Scenes from Education Games
0 2023 370 308 4601 2300 190 - - ; e , i ,
" Smartphone Games (Literacy)
5‘ 2024 1259 201 4819 7430 253 34705 1692
@) 114
o
o 15
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2. Game Literacy Education Programs

(A) Teacher
TraininginGame Education

Literacy

Incorporated programs

Year (A)-Offline (A) -Online
In-Person Digital
Group Education
Training on Using
2022 Game Educational
Literacy Game
Education Content

(B) Early Childhood
Game Literacy

—r

L

(C) Parent (D) Visiting
GamelLiteracy GameCulture
Education Classrooms

(B) (C)
Playing with rules
Making a rules chart
for game use
Avoiding risky
behaviors

Leaming about game
rating systems
Playing games
enjoyably
Experiencing game
graphic design

Parent Game
Literacy Education

2. Game Literacy Education Programs

(A) Teacher
TraininginGame Bducation
Literacy

Incorporated programs

Year (A)-Offline (A) -Online
In-Persan Game
Group Literacy
Training on Classroom:
2024 Game Making
Literacy Lessons
Education Enjoyable

o

2 B oL S

(B) Early Childhood
Game Literacy

(C) Parent (D) Visiting
GamelLiteracy GameCulture
Education Classrooms
(B) (C)
Recognizing -Hello, POLU!
Recognizing -Quick to Figure It
Outt
Self-Regulation -Promise!
One, Two, Threel
Self-Regulation - Am a
Promise Keepar! Parent
Coping & Cooperation -What ame Li
Would | Do? GaE dﬁ\ ;ﬁ::cy
Coping & Cooperation -A, ‘ ‘
Collaborative Classroom

Creating -A Joyful Werld
Learned Through Games
Advanced Program -Exploring
the World Through Games

-t & SR C "
Educationinkorea

(E) Game Literacy in
School Classrooms

(D) (E)

Game-Based

Coding

Education -
Game Literacy

Education

- - & Y Bnan ¥
Educationinkorea

(E) Game Literacy in
School Classrooms

(D) (E)
1.Learning Game
Game-Based Literacy by
Coding Making (Using
Education Board Games)

Game Literacy 2.Game-Based
Education Coding
Education

2. Game Literacy Education Programs

(A) Teacher (B) Early Childhood (C) Parent
TraininainGe Game Literacy GamelLiteracy
it bl ok Education Education

Literacy

Incorporated programs

Year {A) -Offline (A} -Onlire (B)
1. Counting Strawberries
Game
Game 2. Expressing Numbers
In-Person Literacy Learned Through
Group Education Games with Fingers
2023 Training on Teachers 3. Spin the Wheel of
Gama Meed to Know 4. Emotions
Literacy inthe Eraof 5.  Emotion Fan Activity
Education Digital 6. Let's Play Together!
Educalicn Role Play
Collaborative Puzzle
Activity

(D) Visiting

GameCulture

Classrooms

(€)

Parent Game
Literacy Education

4. 2025 National Project on Teacher Game Literacy Education

2.

(E) Game Literacy in
School Classrooms

(D)

Game-Based
Coding
Education
Game Literacy
Education

(E)

-k L 1= B
Educationinkones

Development and Implementation of Pilot Training Programs for Teachers

1. Validation of New Educational Areas

*Gameliteracy educationis a relatively new fieldand has not yet been standardized in teacher training programs.
*Pilot training allows for prior verification of the validity and practical feasibility of the curriculum.

2. Field Relevance and Teacher Needs
*Teachersface diverseneeds and challengesin actual classroom settings.

By conducting pilot programs on a small scale, feedback from teachers can be incorporated to improve the program into a more

field-friendly training model,

3. Review of Effectiveness and Scalability

* * Thepiloiphaseprovides opportunitiestoanalyzetheprogram's impact and collect successful cases for nationwide dissemination.
It also offers evidence for the effectiveness and sustainability of policies at the national level.

4. Ensuring Stability through Gradual Introduction

* |Implementinga programnationwidefromtheoutsetcarrieshighrisksandcosts.
*Pilot training begins at a limited scale, providing a foundation for slable and sustainable implementation.

EducationinKorea
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/) 4. 2025 National Project on Teacher Game Literacy Education 4. 2025 National Project on Teacher Game Literacy Education
% Overview of the Three-Stage Growth Model for Teacher Game Literacy Field Scenes from Basic Stage
sk o g A
o Teachers advance through three growth-oriented stages, each consisting of six sessions: from exploring game literacy
3 th mini games, to designing tailored classroom games using no-coding tooisand ultimately creating interactive
- learning games with generative Al
Application Stage Advanced Stage Understanding the concept of
Designing Customized Learming Games Creatinglnteractive LeamingGames Game Literacy and exploring
for the Classroom Using No-Code Tools withAl Tools classroom applications
o - ‘ . Expariencing unplugged games
"g;dnfrﬁﬁ;? L:: ;’::T ;_il of Understanding principies of game-based | Linderstandingthetransformationof based on computational thinking
ciasstmm!;pplical;ns 5 learning design . | education through generative Al and discussing classroom applications
Experiancing unplugged games Experiencing no-code tools and exploring ! ] ~ Analyzing the structure of
based on computational thinking templates Designing lesson ideas utilizing Al tools leacher-developod games and ldentitying
and discussing classroom applications ' : il — educational slements
Analyzing the structure of Designing game content and organizing i Teacher collaboration for developin ]
teacher-divelo mis and identifyi ' e ping G Lt I
e"“mp:g"'ﬁ elements A lsaming sctvities . learning content Planning ideas for subjact-linked

educational games

o = 3 : — : — —ImpTemERing AN TEViewg Iﬁﬁﬁﬁ!ﬂ!ﬂﬁ!‘"
YNNG Ideak 107 Subpct-Tnked Designingstralegiesiorclassroomapplication

educational games and exploring extended uses | fRE-oonet Producing game scenarios and sharing

h oulcomes

Producing game scenarios and sharing Presenting results and sharing feedback Pr-esanungfr:sgg:azd sharing
outcomes » ) I e

gy e

4. 2025 National Project on Teacher Game Literacy Education el 4. 2025 National Project on Teacher Game Literacy Education

Field Scenes from Appllcatlon Stage ) Field Scenes from Advanced Stage
| Advanced Stage N |

Creating Interactive Leaming Games
with Al Tools

Application Stage

Designing Customized Leaming Games
InrmcmmUﬂnn No—Codon

LUinderstanding the transformation 2025 "'Li )“ EIE‘-IHAI HI.GIE] l=!=lﬁ-r

of education through generative Al a0pga 7H 20008} € SM300 (%) @D owiou(m) €D B
* ! IR @ e i

Designing lesson ideas ulilizing Al
lools

Undarstanding principles of game
based leaming design

Experiencing no-code tools and
axploring templates

esigning game conlent and O o
organizing leaming activities Teacher collaboration for

developing learning content

Designing strategies for classroom : R
applcation and exploring extended uses Implementing and reviewing

interactive gama content

Presenting results and sharing

feedback Prasenting results and sharing

feedback

997 oyae[ "1




4. 2025 National Project on Teacher Game Literacy Education

Operation of the Lead Teacher Program for Game Literacy Research

Purpose
@ 'LeadTeachers’ refer to teachers selected to conduct research and develop best practices in game literacy education
» Disseminate best practices in game literacy education through teacher-led initiatives
» Empower teachers to design, implement, and share classroom-centered innovations

[ UOISSOS

Funding & Selection
@ Annualsupport:1,000,000KRW per teacher
@ 50 teachers selected nationwide: 39 elementary, 9 secondary, and 2 special education teachers in 2025

Types of Research Activities (Select one)
@ LessonPlans andMaterials:Develop gameliteracyeducation lesson plans or teaching resources

@ Teaching Aids: Develop at least one classroom teaching aid for game literacy education
© Research Report: Write a research report on game literacy education

 Education in Korea

4. 2025 National Project on Teacher Game Literacy Education

Mentoring for Lead Teachers

Structure
@ 10 mentors paired with 50 Lead Teachers (5:1 ralio)
© Ongoing mentoring provided both online and offline during the
research period

Mentors
o Experts from the game industry
© Specialists in game education
& University professors and doctoral experts in education
o Game developers with practical experience

Roles of Mentors
» Guide the research direction of Lead Teachers
© Share field experiences and academic perspeclives
@ Provide crealive ideas and practical insights for game literacy
education



IV. Concluding Remarks
1. Future Praspects

N
% Understanding & Communicating with the Digital Native Generation:
5* Games as Everyday Life
p— Youth Characteristics Teacher’s Perspective
Over 90% of teenagers in Understanding children’s
Korea have gaming reality is the starting point of
experience education
Gaming chats/Discord are The positive functions of
becoming teenagers’ games can be harnessed for
communication spaces educational purposes
Traditional play is shifting Understanding game culture
into e-Sports culture is essential for communicating
with youth
IV. Concluding Remark
s B
One-Minute Game Creation with Prompt Coding
PR —Man
1. Game Screen Layout
“Theentirebackgroundisblack.”
2. Characters
“Createfourghosts-red pink, cyan, and crange.”
U 3. Controls
:'* “Pac-Man cannot pass through walls.”
¢ “The player must move using arrow keys.”
Qy 4. Game Rules
(D “Place larger points (power-up flems) in the four corners of the maze.”
:‘ “When Pac-Man eafs one of these, the ghosits lurn biue for a few seconds
O and become vuinerable.”
— 5. Ul
‘Display the current score and remaining lives at the top of the screen.”
®
m “Make the overall design and font in an B-bit retro game style.”

1. Future Prospects

1. Future Prospects

One-Minute Game Creation with Prompt Coding

With generative Al, even beginners can create simple

games in less than a minute using prompt-based coding.

This shift lowers the entry barrier to game development
and emphasizes the importance of game literacy and
creativity rather than technical coding skills.

For better viewing on maobile,
please use desklop mode.

From Game Creation to Game Literacy Competencies

As gamecreationbecomeseasier, therealchallengeisfosteringhigher-orderthinking

skills tihrnugh ﬁamﬂgs._
These include the abilities to

meaningsin game contexis.
Collectively, these abilities are referred to as game literacy competencies.
To ensure that such competencies are not just assumed but truly developed

interpretrules,solveproblems,collaborate,and create new

‘reliable
assessment tools are required.

Limitations of Existing Research on Game Literacy Assessment

Despite the importance of game literacy education, there has been little research on
tools to evaluate its effectiveness.

Existing studies mostly rely on self-reported surveys such as Likert scales; few have
measured effectiveness based on actual data.

As a result, it remains difficult to objectively measurelevels of game literacy or verify
educational effectivenessthrough pre-and post-testing.

dneholes, Doyeoniun, Hyumyunghem, Hyucksuktwmbkand Dongroyunities. (2034) A Sty oo the Denvetopment of Fromeswoi for Gome LRerscy Tast. Joumal of Crealnéag Infoemabion Sulftura, 10(2

wae ] O

IV, Concluding Remarks

IV. Concluding Remarks



1. Future Prospects 2. Summary L

N i | : | - - .
& Toward Reliable Assessment Tools Flow of Game Literacy Education in Korea
b Game literacy doesn'tmeanjustplaying ormakinggameswell-itisa keycompetencyin the Al era.
O To foster this competency effectively, we need reliable assessment tools. ) Games as Part of Everyday Life
=) To address the limitations of previous studies, we propose a comprehensive Game Literacy Assessment Started in 2007 Preventing side effects & improving awareness of games
— Framework that systematically covers knowledge,creative,andattitudinal competencies.
Game Literacy Assessment Framework Shift in focus From risk prevention — to 21st-century competencies
Domain Core Competency | Indicators | d ibility t g | Barn t : tiol
Understanding [ iifomsstion Uaacseanding L;rfuifma:r;n?e;:?:Im_ng . FTETTEE—— Elilcahon ot Gansrative A mproved accessibility to games & lower barriers to game creation
Knowledge Analysis R Content ARlySiE Increased importance thinking skills
e | Problem-Selving | . Logic Reasoning . — —
£ tanning Sensitivity/Elaboration ! pplication Skills ; : . ; g
Craaty Floancy/Flexibiity 3 S ! yRT— Developing and disseminating educational content leverages the
i Artistic-Sanse- B —— : sl Ll " i s .
c Crasihia 4 l i Think Content Appreciation ‘ Diversity i Creative Production Current Effﬂrts Strengths Df games to fﬂSi‘er thlnking SKIHS
t — Slralagic Thinking : ; i : ; S :
ompetency el | Shustionsl udgement | A — : o Training and developing teachers’ competencies in game literacy
— Mniiu:.;l‘lnn . Sell -Ef ficacy : Concentration Responsibility Saucaton
;""udma' ool Skl Challenge Orienlation | P ! Persistence Future direction Strengthening students’ competencies through game content
Qmpetancy - L4 e + - e ; .
Collaboration _ ; Communication Skills Standardizing assessment tools to measure effectiveness
Anechil i, Dordon Sun, Hyunsyungtam, Hyucksowakand Dongmpunes. [2024) A Sliady on the Denssiopment of Fromewod for Gome LBsnsecy Tast. doumal of Craotnag Informabon Cuftung, 1002 61

V. Concluding Remarks

. Closing

“Game literacy is not just about ﬂ
playing or making games. iy € - R
It is a key competency | klg
for fostering talent in the Al era#'., e ... i

Through education, teacher training, and reliable assessmer} p
Korea is building the foundation for future-ready learners. o

Thank you

}
-
-

We hope this vision of game literacy will also caghal.ee
insp‘fre efforts in the United States. Gyeongin National University of Education

jhlee@ginue.ac.kr
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Ve D Examples of Prompt-Coded Games e
® . -.
@, ‘ : 1. Shooting Game -Space Invaders
o
=) Prompt TIP &9
|
ﬂ i d " 1. Player Ship
‘ p p e :n | IX . Anupward-facing green spaceship in 8-bit pixel-art style,
clearlydistinguished from the black background;
ExamplesofPrompt-Coded Games retro videogame asset.
2. Alien Invaders
. 8-bit pixel-artalien invaders in crab shapes, white-colored,
relro video game style.
For better viewing on mobile,
please use deskiop mode.
Examples of Prompt-Coded Games Examples of Prompt-Coded Games
2. Puzzle Game -Tetris 3. Educational Game-English Sentence Ordering
Prompt TIP () e : ?
= = Bl Prompt TIP
1. Tetromino Blocks @. gq{ 23 uE A :
: A setof 7 unique tetromino shapes, each consisting of Even a single sentence like“Create an English
4 square blocks; minimalistic 2D game art style with vivid Rn3/5 - sentence ordering game." is enough!
U colors.
r 2. Mobile Control Buttons ;P
° : Essential buttons forleft/right movement, downward = —
e movement, and rofation when running on smartphones;
jav simple Ul design, touch-friendly. W et w | W e
(D For better viewing on mobile,
Bl pleaseusedeskiopmode.
-l
O For better viewing on mobile,
r_‘ please use deskiop mode. —
I3 £
®
® 21
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Examples of Prompt-Coded Games
4. Educational Game -Phonics Picture Card Game
‘ = . ) :
- "Hf‘l“ﬂ'e A4 Prompt TIP
Even a single sentence like “Create a phonics
picture card game."is enough!
For better viewing on mobile,
pleaseusedesktopmode,
Examples of Prompt-Coded Games
5. Educational Game -Solar System Exploration Game
X oA 5 TUd Prompt TIP
1. “Create a role-playing game with dialogue relafed
ta the solar system.”
2. "Add battle and ranking systems.”
3. “Add a guiz system.”
For better viewing on mobile,
please use desktop mode.
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Community Engagement by a Reqgional Flagshi
MationalUniversity

Contents
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: Case Studies from Faculty-ledCommunity Collahnratlon « Introduction
Projects at Jeju National University

The Role of Jeju Mational University
as o Regional Flagship University
5 Case Studies of Localized Education Projec

LT3
ER

Presenter
Dr. Heuipil Kim
Department of Practical Arts Education, Teacher’s College, Jeju National University, Korea

Currentlyservingas a VisitingScholar atthe Bayh CollegeofEducation,IndianaState
Universlty

Location: Terre Haute, Indlana, USA

Introduction Introduction
- ‘ L Ll L s = flesadd ] 1 - f - 1 - . == and
Issues in Local Communities and the Strategic Role of The Need for a Localized Education Strategy
Regional Universities Research Objectives
Structural Challenges Resulting Phenomena University's Critical Role Localized Education Presentation Objectives Research Scope & Limita
-Weakening regional Community « An educational Espioredehe Natlves ho::- :
« Population decline sroblasolving inftiatives strategy that directly Uriiversitv'sr cnmmunity ) B :I - sul!;;s;: t;;::n;
in regional areas economies f::l?tlei:fssar:c%mnal engagementaciivicios in the Jeju region
-Youth migration . Fading regional identity -Lc:iﬁ,l talent development community issues with ﬁnaflyzel un::ret:sm_.;led ::l:iies::stl: inﬂE:LE;:i tE:
_ , I i imi * regional collaboration s T
to metropolitan regions , Loss of local cultural Culturalpreservation the Fu!'rrlculqm, almlng rE'ect speks presenter participated
. | heritage - catalyst to cultivate strong ke as principal or co-
| « Accelerating aging m‘ E regional identity and ki researcher
démoorphics ~ civic responsibility

N
o

Q

QD

)
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% Jeju National University as the Regional Flagship University of Jeju National University as the Regional Flagship University of
vp)

E. Established in 1952, Jeju National University stands as the island's sole comprehensive
o national university, serving approximately 10,000 students across diverse academic
) Island Geography Tourism Economy Demographic Challenge disciplines.
— -Korea's southernmost * Population: approximately « The current population is
olcanic island featurin 700, D00 AAUALIOUIES i | -~ Academic Excell Reagi | Leadershi C ity | t i
Vi C IStanc [ g arrivals: about 13.37 million. apprux|mately ?un’ﬂﬂn‘. About HCademiC cxCelience eqiona eaoersnip ommumty impac
unique ecological and cultural  Tourism is central to the local  43.37 million tourists visit the = Offering comprehensive « As Jeju's premier « Dedicated to regional
- economy.
treasures including Hallasan « For m-ef:rence. Hawaii's 2024 island annually, making education through 15 educational institution, we  development through
Mountainand traditional P?ﬂf‘l’at'“{‘t: around 1'4tsl tourism the core foundation colleges, including cultivate local talent and research initiatives, cultural
N > _ million, with approximately
haenyes diving cintive 9.7 million annual visitors. of the local economy. Humanities, Social Sciences, drive innovation, serving as  preservation, and strategic
Natural Sciences, the intellectual cornerstone  partnerships that
e - I ‘ Engineering, Medicine, Law, of the island community. strengthen Jeju's social and
As Jeju's premier educational institution, Jeju National Unive S as [ ] | flagshig . ‘ "
e S TG ROUGaliOnal. i o University serves as the regional nagsnip i and Education. economic foundation
university uniquely positioned to address local challenges while preserving the island’s distinctive
heritage and natural environment.
JejullationalUniversityastheRegionalFlagshipUniversity of Jejt  JejulationalUniversity as the Regional Flagship University of J
Tho Miccinm ac o Matinmal Elaachi .: Jeju Island
The Mission as a National Flagship University !
) Sl k- _{MM;
Community-Engaged Learning 3 __ﬁJﬁ
Place-Based Education —— s =
E * Unique curricula celebrating Jeju's * Hands-on learning through internships, oy 74 - | , - =
. heritage, including haenyeo diving living laboratories, and problem-solving , o TR
E culture studies and specialized regional courses that address real challenges ; LY 5
gmgrams that preserve local identity. facing Jeju. P ok .
(¢v) egionaltalentadmission tracksensure Studentswork directly withlocal P _
c educational opportunities for local organizations to create meaningful - | ¥ o
oy students. solutions. v | 7
g o) " o R _apRand
;. g o ‘ i " b _L |
Edication:that bonors oaroact vk ling our future -connecting Jeju's unique ‘ T S e N i
E. P ....‘ pamt " ——1 rr— =
B South Korea & USA Jeju Island 24
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JejuMationalUniversity as the Regional Flagship University of ]

Jeju Island

Dol Hareubang (stone grandfather) Seongsan lichulbong (sunrise peak)
JejulNationalUniversity as the Regional Flagship University of J

Jeju Island

horses Haenyeo (woman divers)

JejuNationalUniversity as the Regional Flagship University of J

Jeju Island

o+

o

i

po . ..1 .- :-‘ ..:’_f.-r;
__;."""-l"l,f} T _Il'_.__ . e £, SO ]
: !i :E Ml o C*f"’ 7 o

J‘}f f‘;‘::&m' iuﬁiﬁ

Manjanggul (lava tube) canola flowers

!

JejulNationalUniversity as the Regional Flagship University of ]

Jeju Island

Jusangjeolli Cliff (columnar jointing) Cheonjiyeon Waterfall

25
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% JejulMationalUniversity as the Regional Flagship University of 1] JejulationalUniversityastheRegional Flagship University of Je
N

. Jejulsland Jeju Mational University

o

-

H [

- , i
Hamdeok Beach Yongmeori Coast
Ara Campus Sara Campus
Case Studies of Localized Education Projects CaseStudiesoflocoalizedEducation Projects
Program OQuerview
\'.I
School-Based TRIZ Inventigis | -
' Duration Participants
EducationPro gram Academic Years 2010-2012 (1st and Supervising Professor: 1

) This program is a collaborative initiative between 2nd Semesters) Mentors: Approximately 10 pre-service teachers
'.-% elementaryschools and elementary teacher 24 Saturday sessions per semester Mentees: Approximately 30 elementary students
m education institutions. It is an educational service (Grades 5-6)

(:D program in which pre-service elementary teachers

— visit schools to deliver TRIZ-based invention Structure Collaboration
? 3 education. Each team of two pre-service teachers Jeju Office of Education (Financial Support)

; - - . mentors a group of about four ~  Elementary Schools

. elementary students (Student recruitment, venue provision)

(8011



CaseStudiesoflLocalizedEducation Projects

Program Objectives

[ UOISSOS

Creative Thinking Enhancement Social Understanding

Systematic progression through idea

generation, analysis, evaluation, and
product creation phases

technology, and societal impact through
practical applications

Collaborative Learning Feacher Capacity Building
Developing instructional competencies

through direct classroom experience
and structured feedback sessions

' Group-based activities promoting peer

interaction and cooperative
problem-solving skills

Building connections between invention,

CaseStudiesofl ocalizedEducation Projects

Teaching Methods

Individual Activities Group Activities Teacher Facilitation
Focused on cognitive Collaborative TRIZ | Pre-s_ervfceteachers —
E skill development an earning, invention actively participate in
A d personal creative conceptualization, group instruction and
% expression and prototype provide real-time
c construction feedback
jd o
o
k@

Eachsession'soutcomess ysteaticaiyorganzencearﬁies,creaﬁﬁgcamprehensive
learning portfolios that document student progress and creative development.

Wy

Case Studies of Localized Education Projects
TRIZ-Based Invention Education Model
Thinking Skills Development TRIZ Technigue Learning

 Divergent thinking activities
» Convergent thinking exercises

* TRIZ theory introduction——w»
* 40 TRIZ principles study

Invention Activities Product Bvaluation

» Self-assessment
* Peer evaluation
* Teacher feedback

» Problem identification
» Planning and application
* Prototype creation

Division, Local Quality, Universality, Disposability, Nesting, Merging, and Inversion
Case Studies of Localized Education Projects

Program Timeline and Key Activities

Sessions 1-2 Program orientation and initial school visits ...

Sessions 3-5 Divergent and convergent thinking skill training

Sessions 6-12 TRIZ tecﬁhfque acquiéi!ﬁun and conceptual drawing creation

Sessions 13-20 Prototype development and refinement

Sessions 2#22

Patent and utility model research, application practice




CaseStudiesoflocalizedEducation Projects

N

&

»  Outcomes and Impact

O

2 @ Student Creative 558] Pre-Service Teacher % Educational Collabora

Development Growth tion Model

Enhanced creative thinking Strengthened instructional Establishment and
abilities and systematic design capabilities and Implementation of
problem-solving skills classroom management University-School
through hands-on invention skills through direct Collaboration System
activities and TRIZ teaching experience and
Imethodology application structured reflection

Case Studies of Localized Education Projects

Program Photo Highlights

group activities

wry nidinoy ‘1q

CaseStudiesoflocalizedEducation Projects

Program Photo Highlights

classroom lessons

Case Studies of Localized Education Projects

Program Photo Highlights

invention-making activity

oY

invention prototpe

28
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Case Studies of Localized Education Projects Case Studies of Localized Education Projects

Program Photo Highlights Multicultural Gifted Stud
ent Education Program

[ UOISSIS

)

[EEEEn

Building a comprehensive education initiative for
multicultural students in Jeju region, fostering their

unique cultural backgrounds while developing their
academic potential. This program represents a strat
egic investment in nurturing diverse talents to

— - - contribute meaningfully to society.

invention prototpes

CaseStudiesoflocoalizedEducation Projects Case Studies of Localized Education Projects
Program Overview Program Goals and Strategic Direction
Creative Convergence Programs
Duration Structure ©)  Providing interdisciplinary learningexperiencesspecifically designed for multicul
) ] tural and underrepresented gifted students to maximize their unique perspectives
-Academic Years 2015 -2019 -Professors directly conducted and talents
-Weekly Saturday sessions plus the lessons o
U intensivesummeérvacationprograms for -Pre-service teachers assisted Glocal Talent Development
- sustained learning and development as teaching aides @  cultivating global citizens with strong local roots through Jeju-based research
¥ projects and international exchange activities that bridge cultural understanding
% Participants Collaborating Institutions Integrated STEAM Education
: Jperating comprehensive programs in mathematics, science, invention, STEAM,
c = 0 ting h _ th t t STEAM,
— -7 Professors -Korea Foundation for the Advancement = and cultural-linguistic exchange to develop well-rounded academic excellence
g ®) -Approximately 5 pre-service teachers of Science and Creativity
o (as teaching assistants) (Financial Support) _ : -
. -Approximately 30 multicultural -Jeju Office of Education | . Continuous Growth Support
N—_" elementary/middle students (Student Recruitment) - ; ; - :
5 ' Q Implementing one-on-one mentoring system with pre-service teachers to ’prnwnfe
B sustained academic and social support throughout students' educational journey 2 9
O O R e R N O IR NN
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Registration of 1 Design and 2 Patents

Case Studies of Localized Education Projects

Program Implementation Resulis;s,

3 4 7
OfflineSessions Special Camps MentoringSessions
Regular weekly educatio Intensive learning Personalized guidance

nal programs covering experiences including in and support sessions for

various STEAM subjects vention camps, science individual student develo

and cultural exchange
activities

exploration, and cultural pment and academic

immersion programs progress

@) The mentoring system is based on designated faculty responsibility. The faculty memb

“ ers and pre-service teachers work collaboratively to ensure each student receives
comprehensive academic and personal support.

Case Studies of Localized Education Projects

Four-Year Program Achievements

IntellectualProperty Success
National Competition Excellence

6 students awarded in Korea Crystal
Growth Contest, with additional

participation in S/W Robot Golden
Regional STEAM Recognition

4 awards in STEAM CUP, Jeju

Bell Competition, showcasing acade

mic excellence on national platforms
Regional Robot Competition

International Achievement
2 awards at 2017 Malaysia World Youth
International Invention Exhibition

—v X

&

CaseStudiesoflocalizedEducation Projects
Key Program Activitiegeis)

@ 7Rz invention Education

Students developed innovative Jeju

tourism souvenir ideas, resulting in patent
applications and research paper
publications, demonstrating practical
problem-solving skills

@ STEAM Maker Activities

Hands-on creative design and _
manufacturing experiences that combine
science, technology, engineering, arts, and
mathematics in practical projects

@ Jeju Ecological Research

Environmental learning through Jeju forest
and Hallasan mountain exploration, conne
cting students with local natural heritage
and ecological conservation principles

@ App Inventor Training

Personalized mobile application developm

ent projects allowing students to create
solutions addressing their unigue multicult
ural experiences and community needs

@ World Cuisine Science

Famr‘%r—inc!usive cultural cooking experien
ces that explore scientific principles while
celebrating diverse cultural backgrounds
and promoting multicultural sensitivity

. Advanced Technology Camps

Cutting-edge programs including tourism
planning projects, cultural exchange MOUs
, and cybersecurity education covering
cryptocurrency and blockchain technology

CaseStudiesoflocalizedEducation Projects

Program Photo Highlights

scientific inquiry activities
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Case Studies of Localized Education Projects

Program Photo Highlights

-_—

STERAM activities
Case Studies of Localized Education Projects

Program Photo Highlights

.ﬁff«"' O e, ;?l' ..,:"‘-,’_-,:._:"'" l
World Cuisine Festival activity

Case Studies of Localized Education Projects

Program Photo Highlights

participation in exhibitions
Case Studies of Localized Education Projects

Program Photo Highlights

o Al o
e ket

plant growing activity nature ecology exploration activity

31
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Case Studies of Localized Education Projects CaseStudiesofl.ocalizedEducation Projects

Program Photo Highlights Program Photo Highlights

[ UOISSIS
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participation in the Malaysia International Invention Exhibition

camp

Case Studies of Localized Education Projects Case Studies of Localized Education Projects

Program Photo Highlights Program Photo Highlights
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Case Studies of Localized Education Projects

Program Photo Highlights
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the invention unit featuring the invention

CaseStudiesoflocalizedEducation Projects
Competition Overview

® Host Organizations
Jeju NationalUniversitylntellectualProperty Education Center
Jeju Special Self-Governing Province

® Management
Jeju National University IP Education Leading University Project Team

® Sponsorship
Korean Intellectual Property Office
Korea Invention Promotion Association
O The Jeju National University Intellectual Property Education Center operates educational
S programs related to intellectual property at the undergraduate, master's, and doctoral

levels, and carries out various projects to support students’ employment and
entrepreneurship in the field of intellectual property

Case Studies of Localized Education Projects

Jeju Traditional Culture
Trademark & Design
Competition

- [N . =4 Iy
rFﬂ'E"ﬂ .iﬂt'ﬂ-l.ﬂ FE\‘.I"

Transforming Jeju'’s unique traditional
culture, symbols, and resources into

innovative trademarks and designs while
fostering creative talent and strengthening
intellectual property capabilities in the region.

Case Studies of Localized Education Projects

Competition Structure & Timeline

Eligibility & Team Formation e Annual Schedule

«Elementary, middle, high school students Competition held once per year since 2019
University students and general public

*Individual or teams up to 3 members @ Phase 1: Document Review

*Works must be new or publicly
~disclosed less than 6 months

Initial written evaluation of submissions

® Phase 2: Presentation
Final presentation evaluation
Special Benefits

Outstanding winners receive intellectual property filing support including professional
trademark and design application services with patent attorney consultation.

33
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Case Studies of Localized Education Projects Case Studies of Localized Education Projects

N

m L] L]

7 Program Photo Highlight®ee1 cases

N

o Competition Categories

=)

H —
Trademark Division Design Division - ——
Create innovative brands using Jeju Develop compelling visual designs that
dialect and cultural elements that evoke showcase Jeju's rich cultural heritage
the essence of Jeju Island through modern design approaches 007 )
- Local language integration - Traditional motif modernization _Q_ ah By 3 {‘E,

*Cultural symbol incorporation * Cultural storytelling through visuals

*Brand identity development

—

Lt Contemporary design applications
I

trademarks
Case Studies of Localized Education Projects Case Studies of Localized Education Projects
Program Photo Highlight®e2e1 cases Program Photo Highlight®ee1 cases
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BATTIGLA
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Case Studies of Localized Education Projects Case Studies of Localized Education Projects

Program Photo Highlight®e21 cases Program Photo Highlight®esign,2021 cases

designs

(providing space for
hydroponic systems and
program implementation)

cultivation systems to help elementary students observe &
and learn about native Jeju plants. This innovative A F

program overcomes traditional time and space

designs
Case Studies of Localized Education Projects CaseStudiesoflocalizedEducation Projects
: . Program Overview
Hydroponic Plant Observoti g (s
e —— Oieration Perlod . Partner Organizations
Progr =111 | ‘ R P Participants g
‘_ = ‘ July 2024 -Ongoing -1 professor -Jeju National University
=g -1 elementary school RISE Project Group
A comprehensive educational initiative using hydroponic T teacher (financial support)
-20 elementary school .
: students -Elementary School

constraints while fostering scientific inquiry and

ecological awareness in classroom environments.
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N Case Studies of Localized Education Projects Case Studies of Localized Education Projects
(q)
&5
—. Current Educational Challenges :
o 9 Solutions
- ;
—. Related to Plant Observation
Research-Based Plant S Custom DIY Systems Integrated Curriculum
election
@ Hine & Speee LAnHations @ Limitea Sustainabie Tooks Design and install Develop comprehensive
Literature review to
a0 hydroponic systems programs combining
identify Jeju native g .. _
Traditional plant observation requires Lack of practical, long-term ecological plants suitable for specifically adapted for practical skills, science,
outdoor access and extended observation tools suitable for hydroponic cultivation elementary school and arts education
timeframes that don't align with elementary classroom environments environments
classroom schedules
Case Studies of Localized Education Projects CaseStudiesoflocolizedEducation Projects
Implementation Timeline & Activities B
Key Educational Benefits
° July 2024 . . .
Project planning, institutional agreements, and team formation — I
Emotional Well-being ScientificCuriosity Environmental Benefilts
U ® July-October
o Wildflower research and hydroponic plant selection, securing installation spaces Through observing the Significant increase in Classroom air purification
growth process of plants,
m | students demonstrated student interest and and creation of green
@ ! OctoberaNovemQ-er the use of nature- curiosity about plant life, learning environments that
c Hydroponic system design, construction, and classroom installation friendly language and _
,_5‘ o ' showed a positive fostering natural support both physical and
— ver-February 2025 T scientific inquiry and mental health.
= 1 development, classroom implementation, and evaluation meetings observation skills.
sk o
R R R R R R R B R B BB B R R LR R R B R LR BB R B
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CaseStudiesoflocalizedEducation Projects Case Studies of Localized Education Projects

Program Photo Highlights

Program Photo Highlights

[ UOISSIS

growing plants

making a hydroponic system transplanting plants
Case Studies of Localized Education Projects

Case Studies of Localized Education Projects

Program Photo Highlights

Program Photo Highlights
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5. observing plants plant growth observation sheets 37
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¢n Coase Studies of Localized Education Projects Case Studies of Localized Education Projects
?
A Program Photo Highlights
jud o
- . e
= i d. L S0h il ) howd . . .
— s L5 ey mRovs B2 MAY
o R 20 2 i v it ) Jeju Localized Education
©  Through Experience-Bas#§
d Learning Communities
Building practical educational capabilities for teach
ersthroughhands-onlearningprograms thatutilize
l - | Jeju's unique educational resources and strengthen
plant growth observation sheets
Case Studies of Localized Education Projects Case Studies of Localized Education Projects
Background & Educational Needs
Program Overview Mission & Purpose
* Host Institution * Develop and operate Jeju-specific
DepartmentofElementaryPracticalArts R e i dd e
Education, Teacher's College, Jeju pragtcal a:'ts edycaﬂaﬂ ETegrams .that Community Network Resource Utilization Gap Teacher Capacity
; e : s reflect regional characteristics while Sironethanis Buildin
O National University fostering community-based experiential g g g
'."5 * Participants learning practices. : . ’ .
20 members including professors « Supporting regional co « Addressing the shorta « Enhancing elementary
: | , : : ; ; e S 1
E pre-serviceteachers,graduatestudents, | mmunity growth throug ge of integrated curricul school ~  teachers
(¢v) » Strengthen learning community h enhanced learning co um-based localized edu FDmPEtEﬂCJES 7 _in
c and current/retired teachers networks to support regional growth and mmunity networks amon cation programs that eff implementing teaching
ey « Duration enhance teachers' capabilities in g pre-service and in-ser ectively utilize Jeju's sp and learning practices
'-9. 2005-ongoing creating educational materials. Vice teachisis. 8 ecialized resources. and dEFEIuPiHE
o { | " instructional materials
N‘ - Support " e using local content.
— Jeju National University RISE Project
R R E R R R ERR B RRE LR LRE R L CREERE BB
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CaseStudiesoflocalizedEducation Projects

Program Activitiesee24)

June:Natural Soap Making s
Creating traditionalJeju herb-infused
soaps using local plants and natural
ingredients  ,  jyly: Omeogi Rice Cake

Learning the traditional Jeju rice cake

August: Blueberry Syrup e greaking process and its cultural significan

Processing local Jeju blueberries into
traditional Korean fruit syrups September: Traditional Soybean Paste

Ex,?,!oriqg ancestral wisdom through
authentic Jeju soybean paste fermentation

October: Jeju Kimchi . methods

Preparing regional kimchi varieties using

Jeju's vegetables November: Oreum Ecological Exploration
: *  Field study of Jeju's volcanic cones and
December: Fragrance Crafting their unique ecosystem characteristics

o o

) Some of the experiential learning themes vary each year.
CaseStudiesofl.ocalizedEducation Projects

Program Photo Highlights

4T HF X8 2K

" HGE
L B K3

the publication making Omegitteok
(Practical Arts Jeju Localization Education)yej, traditional rice cake)

Case Studies of Localized Education Projects

-Development of newJeju-localized learning themes

-Strengthening the competencies of pre-service and in-service teachers in developing
Jeju-localized curricula

-Enhancement of practicum and practicum supervision skills

-Establishing an educational network among professors, pre-service teachers,

in-service teachers, and retired teachers

Case Studies of Localized Education Projects

Program Photo Highlights

exploring a Jeju Oreum

making Jeju clay pottery
(volcanic mountain) 39
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Case Studies of Localized Education Projects Case Studies of Localized Education Projects

Program Photo Highlights Program Photo Highlights

[ UOISSIS
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o

making Kimchi developing Jeju-inspired perfumes making a nightstand using Jeju ceda making a flower pot using Teju conch shells

Case Studies of Localized Education Projects

Program Photo Highlights

Implications

Case Studies of Jeju-Based Localized Education Programs

-School-BasedTRIZ Invention Education Program

= -Multicultural Gifted Student Education Program

= -Jeju Traditional Culture Trademark & Design Competition

m -Hydroponic Plant Observation Program -Jeju Localized Education Through
(:D Experience-Based Learning Communities

sk 0
o)

)

ol

N ; | 00w

] making Doenjang making flower pots using seashells

B (fermented soybean paste) 40
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Development of Diverse Jeju-Localized Education Programs

Educational programs utilizing local resources from the Jeju region have been
developed and implemented, confirming the educational value of Jeju-specific
content.

Fostering Student Creativity and Active Learning Attitudes

Invention education and plant observation programs proved beneficial in
encouraging creative activities and nurturing nature-friendly attitudes.
Students who participated generally demonstrated positive and active
engagement in task completion.

Strengthening Teacher Competency

Both pre-service and in-service teachers who participated in the programs
enhanced their competencies in program development and instructional design.
Establishment of a Sustainable Partnership Model

A long-term cooperative framework connecting universities, schools, and the local
community has been established to support ongoing educational innovation.

Reinforcement of Regional Identity
Participantsdevelopedadeeperinterestinleju'suniquecultureandconfirmed
the educational value of Jeju-localized teaching and learning materials.
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My love, please listen. My love, oh please,

listen to this song-. | don’t want to let you g0.

Because we love so deeply, | cannat AFJP f For where there is love, there is 3%9‘ .

but be ten.der Wlt’\ yau - | e;. c . | Even ﬂle hege S;\.ﬂ“’d SEe 7 Mg AR

The flowing river seems likea how true this heart of mine is- §

mv::o::l ii: ?::i;e oA b &w 7 Your heart is steadfast =

to apart from you. ‘ p and mifte flows as naturally "T-“-

The trees by the riverside, They too as spring water. “7S

share a love so deep. b 77 49
A N R R A T R R L R %
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oFelLitgo| EXTIEL7) BLe) TETY0| BiEFo|md (7F0k2 TLZ) ria) APk Y MY 97LA1 B9
SETL7S MBIy ALTILE oLt Mrbid 27 7} LRl Y HGRIELET o) 2UE g Alol, o1MEE fafigo|ok,
#b3LO|EF Ul 200k #Fbpabipabis i 4ERL0( 0, 23 F U G HorrLek7 Y7 GOl HLiELt?

K38 MALFE o] MHER] Y HGaiLet
Our hearts are joined as one

and if ever we drift apart, (Grayageum Interiude)

The pain would be too much to bear. Poryeong: Some melons are long,

So | sing- this song- to seal our promise. some are round. But would you like a
Let us love with all our hearts, truly. sweet one?

You are my love. Chunhyang-: No.

My love, my love, Poryeong: Then what would you like,
you are my one and only. my love?

Would you like a tart green apricot?

oM IUE Y 4%, 23 Y G YLiELlt,

Ytk GoUE ALbkeik, £35 33E7 BES 53ET7 433

BIET $20E BIET 555 wabypo| ok, YnbEE wabipo| ok,

A YRbYatY 2k Yook IMEE <Y,
Chunhyang-
No.
PVoryeong-:
Then what shall | give you? An apple?
Some grapes? h fragrant yuja? f ruby
pomegranate? My sweet, sweet darling,
You are my love. My precious, precious
love. My love, my love, my only love.

43
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The sound of crashing waves Wakes

me from sleep,
The sound of rowing- oars is lonely

eog-iyeocha — let's 40 boating-.
And sorrowful.

Eog-iya digeooka, eoheayadiya,

17| oL B) SR} B oE) ok el ol7| 3} VS| T)2h2),

Y3 BHE S0 g TH4Y
EiLE £5U MYE 3#7Y

3

Performance Jieun Kim
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Polo|L W5 42 #h2e 154, Yo QL gyde 237 Lk sokzjok
Eogriya a‘igeocha, eoheagadiya, Eogadfga, eogadiffa, eag»igadiga,
Eogiyeocha — let’s g0 boating.. Ehe che eheya,
We entrust our bodies to the Ehehehe, eheya eoya, eagadi‘ga.
Wide and blue sea, The moon is bright and cheertful,
Taking seagulls as our friends, We So thaug-kts of home come to me
90 forward, struggling. Naturally. Eoyadiya.

Arl1k HZZ f2 vr8lzt G2 GLET v 21 ¥k}

o Zh2|T 2eehel olaf ok-Eo) iqntil ol3ed ok
oA d 3] eB|olofM ol of o2 0)

of7|el-ola|el-ola]el ol7|A2f VL] 7k2h2),

Where are we now? A hidden rock.

If it’s a hidden rock,

The boat could be damaged.

If the boat is damaged, it’s a big- problem.
Pon’t worry, everyone. Ehe eheya,
Ehehehe, eheya eheoya, eoyadiya.

Eogiya eogiya eogiya —

Eog-iyeocha, let’s 40 boating-.

45
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N DRE Number of International Students in Korea by Year ) ittt
WHY KOREA?

Why Study in Korea?

Comparison between Inbound and Outbound Students
in 2022, the number of
inbound students
Korea was able to achieve economic growth and democratization surpassed the number of

puthound students

in just 40 years, a feat that took the West over 200 years. . — e
The reason for the development that amazed the world is precisely "Korea's education.” | e e =02 B K
According to recent OECD findings, L5000 e —— —~ . '
Korea's educational competitiveness is at the highest level worldwide! ' e
Why not pursue your studies in Korea, .
a country of powerful economy in addition to its cultural influence?

Inbound students O Outbound students « e’ WEDY, fes of g 1, spplcaile year 46
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W International Students by Degree Program
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e 200100
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Overview of Applying to Korean Universities
(v+ Preparation for Admission
o . R e . 3
umn:ss_ir;::i > [:mﬂalrf- * iﬂthﬁf * <jx?s:lt$|:
depariment "":ﬂg“ forms of admission
g vi Preparations for Arrival in Korea
| My °
jud o
s Prepans
s -related 3 Apply Tor visa 2 ACTpare visa
U) documents

AR

Hsticnal eriffuie e Hatizral trerifiube b
I} imernabcnel Ddccaiion l}  imsrnabcnel Ddccaiion

Top 20 Universities in Korea with International Students

International Students by Degree Program

HHI 1111111011

il P ST

Larguage PIogams Oaflgouron: KEDIL o of Agell 1. 2023

* et KEDH, s of Agell 1 2023

What to Know before Coming to Korea

Required Documents

[ /o

Current State of
N Higher Education
M in Korea
+ Linversites have difgrent appication penocs and reguined documents:

for fclrnessann. Please chieck ihe sppication guicelnes of Your
Linfversity in achance,

Visa Issuance

= Depending on the type of document (ususlly the final academic
credergiats), notarined ransiason and athenication (Apastiie) may be
rexpied: :
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Current State of Higher Education Institutions in Korea " Forscnanvdes

[Liret schools)

2023 12 130 10 133 47 44
2022 425 150 10 134 47 45
2021 426 ) 190 10 114 47 45
2;]213 4245 ].Qi 10 136 a7 45
2019 430 191 10 137 47 45
2018 430 191 10 137 a7 45
2017 430 189 10 138 a7 A6
2016 430 189 10 138 47 46
2015 431 1848 10 138 47 47
2014 431 180 1 139 44 bt
2013 431 188 10 140 50 43

* Higher education instiyiions nchrde genenl universiies, nousiinl urvensaess, urmversies: of educason, ureor coleges, 0pen urmerslies, cyber ursverses, iechrcal colleges, msorianeous colleges,
praduaie schools, speciakzed oolieges, Helong educabon centers n the E nters in the form of nbra-company universbes. and polyiechmc colleges

* The "Ofeer™ Category nciude=s Nndusingl UNersDes, ODen WVerSibes, Dyined Lnkersies, IeciniCal coleges, miscelaneous coleges, specialeed colleges, Melong efucaon Cendars in the iomn of Jezancs
ediucaton. lelong educaion Comers m Bl oom of ntra-cormygeny untaorsiis, and pohechnc cologes

How to Choose a University in Korea | et o

Etichrirhiioa o

r“’g‘ "

‘FtudyinHorom

Study in Korea

ey stschankonea go kr

Useful Websites to Help You Choose Your University in Korea

>

"'Stud;rin Korea

How to Choose a University in Korea

©

Higher Education
! in KOREA

F%;:nmn
Study in Korea
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How to Choose a University in Korea

How to Choose a University in Korea

Department information

ol
P T
FtudyinHoro

Study in Korea

v stuchinkonea go, kr

g Echucatoon
n KOREA

Academy info

v academwinio.go. b

B4

How to Choose a University in Korea

Getting information about Korean universities

Pligphmint Echuscation
In BOREA

Academy info

e acadenmmwinlo.go ke

T Py W
] BrudyinMaren
iLtudy in Korea

Education Fairs
§ operating in on/ offline

49
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Getting information about Korean universities

N
w Getting information about Korean universities ' ool
wnn
k0
=
o
e

rﬂﬂ;ﬁrﬁma

Study in Korea Online

Education Fair

whnw studyinkorea . go kr

Getting information about Korean universities O :
1 '-i'mdﬁ;;nmn

Study in Korea

Online Education Fairs
U) i 11 live chat with university
m -
@) (v Presentation by universities
: (wehinar)

ko

Eo
N
=
oQ

©

L%
" _
T

Study in Korea
Online Education Fairs

v Customized by country

BHRREERCA SN o Beeanz (March ~ November, 17 countries)

EURNER

Ai=Runa B=0aa e BHEREGS e AP SHOARI (v I 3 Ocda }
yig $ Q...l__r_. gy v) With Korean local governments (July)

(v1 Korean language programs (April)

LY SR Py " uewER URRLR |

i With junior colleges (August)

4 English track universities (September)

Getting information about Korean universities Q!

ﬂ’;ﬂl’ﬂl
Study in Korea Education

Fairs offline
(19 cities in 17 countries)
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N
W Test of Proficiency in Korean (TOPIK) b
N
jud o
o @ @ @ ©
g H Schedule Eligibility Purpose How TOPIK Scores Are Used
: PBT (6 times a year) Cwverseas Koreans and imemagonal Provides irection of Korean Adimission and graduason om
' (Jan., Ape., May, Jul, Oct., & Now.) students seeking to study in Korean language leaming for overseas Karean universites and graduate
‘ ' i : ‘ universities and work in Korean Koreans and intemational students schools and acquisition of
Important Information You Must Know | - izl lnspnians b o i e &
before Studying in Korea T & Spaaking (3 tmes a.yeor) foreigners cumently studying in or penit for ovesseas Koreans and
{Mar, Jun., & Sep.) gracksated from intematonad school interrational stdents; and suppon
sl :
TOPIK Smpishriarsig
management
B .
. &

For more information

National Institute for Validity Period

International Education 2 years from the date of Mw
announcement of the results tﬂpﬂrl:@i m"rea kr
Where You Can Learn Korean i pemic List of Korean Universities and Departments Offering Lectures in English e Bt

_ ) = ) ) ¥ Asof 2024, unversiies with the highest number of international students and major national universities
University-Affiliated Korean language institutes

100% tawght in English

Keresnleng.ege educalin oan be reoeived fom a universiy-alliied Koren lnguoge Fetiule or pubic sl on. Chungnam Mational University Internafional Stedies Department "
Free online Korean learning institutes : — - . T : T PETIETA e
Dankook University International Studies - International Business Adminstration, Global Business Administrabon, Mobile Systems Engineenng
Donggguk University, Donggui Instise of Koman Language Istinde Wobsits [Ewha Womans University International Stedies. Global Korean Studies
Ewha Womans University, Ewha Language Center rrapey = iGachon University Global Business administration, Computer engineering
Herda k Uniersity of Foreign Suudies, Ceres b Koreen Languegeard Qe (221732260 Reorghai P L EA Hanlak University of Foreign Suxdies ELLT, EICC, Inemational Studies, Intemational Economics and Law
Hansung Unshiersity, Korean Language Education Center 2 TE-E3T4 The Cyber T Hanyang University Global Management, Intematonal Studies, Data Science
Hatyang University, Harang Insitise of itomatonal Educason (222201663 U:'m L aae TS trus Jeonbuk National University  Schoolof intemational Engineering and Scence{Engineering Science Majors), School of intemational Studies{intemationad Studies Major)
Honkuk University, Konkuk Language Institae (24503075 ] [Kaokmin University KMU Interational Business School
N orea University, Korean Language Center .3290:2971 r,f.;'.-,sm Korea University International Studies
® Kyung Hee University, institute of Intermasional Education (RRELO0RL Kyung Hee University Dep. of Management. Dep. of Global Hospitality & Tourism Management, Dep, of inematonal Studies, Dep, of Global Korean Studies
5 Fwwmiwmwmﬁmm @SR = Fﬂﬂﬂﬁlﬁ?ﬂﬂr i B B e e g L i
t: ISookmywung Women's University, Sockmyrng Giobdl Langunge bsnse. (7109156 Sogang University Intemanonal Commete, inemational Relaons, Asan Studes, Busness Adminstraton, Global Korean Stuces, Div. of English (Amencan Cullre)
s Wmmdmwn Edciion  (GE00784 bo&mng Women's University Global Cooperation Major and Entrepreneurship Major in the Department of Glabal Services
3 h"’“"""’"""’“ Uriiversity, Sungikyun Lisiguage Instide RTRM3S 7 Isunglmmkwan Liniversity Sofware, Schood of Convergence{Global Convergence), Global Economics, Global Business Administration, Biomedical Engineening
w Wonse University, Korean Langusage inssaute @21B3E SRR o Woosong University Global Management, Global Raimad, Al and Big Data, Global Mecia and Communication Arts, Globial Hotel Managermen, Global Culinary Ans
: o e ‘ =i Yonsei University Underwood Intemational College(UIC): (UD, HASS, ISED) o N, s
; = _ﬁ*%@"ﬁa 3"‘.:‘1. GIST, KAIST, POSTECH, UNIST K-STAR (Korean Universities for Science and Technology and Advanced Research) universities - :
o < a2 o3 S _ , _ , . L 51
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D-2 (Student) Visa

Eligibility

5, and dociorate, exchange

rCh, wWork:

(2} Visa ssuance{recogniionjappécation fom, passpan, one standard-sized photo
£ Copy of educaboned mshiiubion's BusINess regisiration (o urgque entificabon number certficabe)

£ Standard admession letter (issued by the university president and dearn)

* Hononadsr, Sor siuchents el by e MNadsonad Instute for inpernaborsil Educasan, den irmafatoe b sssuuid by tha
snsiiLie’s el can be submeied

) Tuberculosis diagnosis cerificate (for apphicable indnsduais)
@ Prool document of Famiy Retaborshp (Only d parent’s inandial statements are Sutamtied)

i Proof document of the tighest education level (Apostile venhcaion or verficalion from (he consul)

= Proof documiaits lor the highest education kel ang principally sulbject to orgina Submissn,
Hewsenner, eredentials verification reports ane accepied as oopmes onky f fene = A S Fom 8 wnversty
official that guamntees that they are the same as the ongnal

£ Financial capabilty proof documents

L 0 Do Teess and Bang expenses ion one year
+ In the case of Vietnam, a separate study sbvoad expense balance centicate ssued by a bank csing the payment-
resenye et oo

D e N N T

IS

Visa Types

Persons staying for diplomacy,
afficial duty, or under
international agreemern

“iny

nan-proféssional activities

Trainee, Korean

learming, and visiting students Fiorean kng

<

X

¢
O

<

Persons staving lor professional,

<
&
&
g
g
K

Persons granted ensry into the ROK,
under VWP, principlé of
reciprocity, efc.

Persons staying on
Dependent tamaly,
Resident, Overseas
Korean, Permanent
resichent, Marriage rruq;jmﬂ1 4
SLaftLs

E

£ Visa ssuance appication form, passgon, one standard-sized photo

O
§
s
§
5
s
&
&
&
&
&
&
&
&
&
&
&
&
&
&
&
&
&
&
Q

]
=i

Persan entenng Komea for Persons stayng for
temporany stay within 90 educational, cultural, and
days investment-related activities

Persons in reed of
[LIMANLAIAN ConSKheralion,

Mationzds from
Counines thal e a

working holickay such as treatment for
program with Korea ) imthustrial accidents and
T disease, and applicants .- ®

! for refugee status, eic -d-/];
%

ligibility

fLdents Uiniversty-afilated instution stiudents (forsign imvesiment companies, sic.) Korean culinany students,

£ Copy of educatonal INSILMoN's DUSEESS regesiraln (OF (wgue isentilicabon ramber cermcate)

Visa Application
= In principte, you nesd 0
apphy i your country of
residence or junschction
ol your final scial

Inguiry

& «f2-2-1345 (9 AM-10 PM KET)
= hikorea,gokr, visa, oo kr

@ Financial prool documents

€ Standand admission letter (issued by the university president and dearn)

» It b5 princapady seibeect b onginal submission, and § necessany, & cogy with a stamp from the oficial thet goarsntees that § s e
same as the oignal may be afiached.

ﬁ Traning plan {mckadng lecture schisckike, nstocion composton, traning facites. ¢}

SRR

A A DADABADADAD

LOARABA,

ANV

>

IAPARY:

ADADAOAR

ANV ATATANIA

$2S

Visa Application
= In principle, you nesd 0
apphy i your countny of

residence or jumsdiction
ol your final schsol

Incuiry

& oF2- 21345 (B AM-10 PM KET)
= hikorea, go.kr, viss, 0o kr

Sy

DAAPAD

PARARAD ABABADAL

A A DABABADADAPADAD

AN\
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Improvement Measures for Student Visa System (July 3, 2023, S
Ministry of Justice)

1. Relaxation of financial assessment criteria for student visa issuance

W, and e required funds e KRW and KRW 10 milkon foe

ed programs and KRW B miion for Bnguane programs:

[I UOISSOS

2. Foreign workers are now able to study in Korea

This program abows hon-Pr (E-O}

- Previously, intemations owed 1o work simpler parntime Wt now they Can gain expertise in their specialized fieks : | = o . , o Scholarships and
employment. Adkdsionally, participating in the “Standard In-sen ik er notified by the Ministry of Edy ! w e lay ovides the same HEﬂlth |I!"ISLII'H.I'1'EE Pﬂl’i-Tll"ﬁE EI"I'IPIGHITIEI"'IT E}thgrs

INEE TS ODPONUTtes as K B SLICH

About the National Health Insurance Service ) sl 2 and D-4 Visa Holders Q!

&

Elhirvibiliia oy T riteria for alerilastire Bvrorsre CHIFanre NrSiiirme
2_5-:::w””= "i 10 LTI d TO6 G :_':!!.Ll::!lllil_: .'-.'.".".;'x,‘:ll" insurance !J]E'linluvnl.'-

Health Insurance Health Insurance | Translamoanintespretaion, food

InbEmationgl students n degnee of
lnguacge programs and confimmed by

LANGQUAQE PrOgEams
1020 NoLES P Wk

sorvice, office assistance, sales Passpoi, fesdence cand,

Al uﬂemetmnal sludernts are automatically Hezltf insurance pramiums for the person in chame Ok 1 2o personnel for English villages and applcation form, part-tme
efigible for healih msurance without having maemabonal students are i R R RTINS UL YL, ke D R 2 employment recommendation
(Language programs: Those who o Enghksh camps, Wasressing, event -
to repoet o the: Mationa! Heakh Insisance determined using the same criteria AERPERIS PIVERINTER AT ¥ 1025 hours per week e e Bk letter, academic franscnpes
ik 3 v e AR R Pt o . ; e Clane Aiaac . THyER, 4! el = st
Senice a5 Korean nationals have stayed in Korea for at least Master's and doctoral programs: pers,

B momhs) bowir crce, and duty-free shop

15-30 howss pe weel,

Assistance

ane avsomabcally enncdied on the date of

forekyn resident registration
D-2 and D3 visa holders pem———— - . . - For more informations
. . get a 50% discount on monihly - —
are automatcally enrolied INSUrENCE [emiLIms : T :
20 WA PTIROCHTE 2L ) O K
6 months after entry stariney March 2023 +82.33.811.2001 www hikorea.go.k

o +82-2-1 %_
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Scholarships for International Students

II UOISSaS

Screening for Global Korea Scholarship

1st round

of selection

Korean embassies aor designated
Korean univarsities by GKS
accepts applications and selects
candidates

*Applicants mast apply to either the
embassy Of enhversity

duos uifuoag

‘I
%

)

NS

GRS Scholanbig Dthar Scat—
| § — | 1]

| == | ==} | ===

Study in Korea
wew studyinkorea, go.kr

Hatsonal ftiftute S
immnaticnsl Déocmtion.

2nd round 3rd round
of selection of selection

The NIED Evaluation If previously screened at respective
Committee evaluates those who embassy, 3rd round of selection takes
passed the 1st round of place at the university

selection * Thoze who passed the 2nd round of selection

Y
)
)
),
),
)
,
Y
Y

N o

Y

st submit addtional documents

i 4

Those who passed
the 3rd round of selection
by the embassy or
2nd round of selection
by the university are eligible

WNC YN YNC VNG YN YN

Eligibility for Global Korea Scholarship(GKS) degree programs

Graduate degrees

1 year of Korean language training
+ 2 years of degree program

Doctoral Degree 1 ygf;“ Hﬂrf::n language u:;l:"rﬂ

Miister's Degroe
Period

1. Thiose wilh the nationalify of the mwvited couniry

2. Those must be under 40-years of age as of Sep, 1 of invited
i, or Academic profiessons in one of the Official Developmeni
Assistance (ODA) recipienis who are under 45 years of age as of
Sep. 1of imvited year are eligitie (o apply.

* However, thene is no age limit for the Global Mebwork program

3. [Masters) Graduses(Expectod graduates) with o Bachetors
Eligibility degree as of July 31 of invited year 7

[Doctoral] Graduates{Expected graduates) with a Master's degree

as of July 31 of invited year

* Gradhates from a Korean universaty (Undergraduate or Graduate)

are not eligibbe (Excopl Tor prévious GRS scholars)

4, These with Comulmtive Grade Poir Averaps {CGPA) of the
entire currculum from the previous degree program Scote
percentde should be 0% or abave on a 100 point scale

(However, previous GRS scholars must be 904 score percentile or
above)

Period

Eligibility

* For detais, refer o the application guidelings for the applicable year,

Other Scholarships ©

Ministry of Culture, — = = o
Ministry of Foreign AHfairs

Art Major Asian Plus Fellowship tor Postdoctioral Research
(muesz, dance, ine as, S, e Eligibility humanities, socel stier wes, ans
& cultuinal Stuckess, o arvy othes
regarT fheic] Wil i Koe-
Tuitions, montly allowance of - retated ressaech) topkc
Scholarship o Type of Stpend o suppon posidoctonl
lammrrm Suppart p——
nsu@ance, and mons
Application Period 1 year
Period [ FT AT
Websile o KTt 4 br Wehsite e L kT

Undergraduate degrees

ﬂnd{!;grﬂduatn
Degreo

Associate Degree

1. Thizae with (he nationality of the invited country

2. Those must be under 25 years of age as of Mar, 1 of imvited year

3. High schood graduate as of invited year (refer to the respectve
perGruitmenn guidalings tor deadlines)

* Korean high schoal (mdludeng intematonal Schools) o whio ik
gpraduated (of & expeciad (o graduale) om b Korean associs
degree program s NOT eligiie to apply

4. Those with curmulative average scom of B0 or higher in previous

dienfpiid program

1 year of Korean 1mgum training
+ 4-8 years of degree program

1 year of Korean language training
+ 2-3 years of degree program

Hitsonul brpiftubs S
immnaticnal Cdocmiion

Other Sch

wolarships
Dagwoong Foundation e rmponegiouriagon or ki

Gasan Cullural Foundation g irasaniund o)

Hansse Yes2d Foundation  hansamasd oL Oom

Fibplnemscns R
Chung Mong-Koo Foundation |

Lie & Whon Feundation uﬂmmm
Rty Club Imm
Uagnrfoviay w

POSCO T Park Foundation  fxmiflom

54

- A ST OO BT
“Scholarship Foundation |




(Encgish, Chinese, Jepeness, Spanish, Viemamese, Russian, Koean)

(viAvailable in 7 languages
(7Providing information about studying in

T Tl -
b b ot B b

Study Abroad in
South Korea

oy
18

The Global First Step

of Studying Abroad in

The Guidebook for Intemational students (2024)
7

Session IT

Korea, living and career

(v Visit www.studyinkorea.go.kr

South Korea
I-‘_' .u }
(=~

R code 1o access

#Student life hacks
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Presehters: Lola Willams and Haylie Cure
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observation
* Special lectures from Dr. Jungjin Kang

* GNUE Incheon Campus affiliated
* Dr. Jihyun Park’s English class
* Jeonju National University of
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Ms. Haylie & Lola Williams



Highlights

N Seoul Tower & iconic landmarks &

. BT21 store / Disney/Pixar museum ¥

Hanbok photos & traditional Korean dance 4
Nanta Comedy Play %

Meeting local college & elementary students =

Cuisine / Food Adventures

Street food & market snacks
Bibimbap (even tried raw meat!) ©
Seaweed soup & traditional meals =
Desserts like crepes & ice cream

S Culture & Fun Activities / Immersion

7 | Shopping adventures / markets

| Festivals, performances, or shows™

| Temples, museums, and historical sites =

. Interactions with locals & college students &

4 BTS/ K-pop related sights 57

N e T
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e Awarded for a government-recognized teaching practice

Whu‘j‘ C|ussr00m |nn0va"|'i0n e Selected for a teacher training program in London

| e _ ‘ e Korea's current focus: Classroom innovation through EdTech
Looks Like in Korea:
Focusing on Global
Citizenship Education Case,

[1] UOISSOS

Uy

BT nagay

Presentation by Kyoungeun Song

Global Citizenship
Education (GCED) What does it take to live as a global

Vg  What $o Teach? citizen of the future?

Y Let's be real friends across the globe!

' How 1o Teach in the Classtoom? & Shall we explore our global citizenship
together?
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7]
@ Let’'s solve it together with our global : -
g V/ Let'ssolve it together with our globa Start with empathy for global issues
o _
= Vv Hey, you could be one too!
— : | ||
= Climate Refugees!!
& U7t 9HE LRy PE | [ﬁ“.?{ﬂ_‘iﬁ_ !_
o MBLO| ML Liziofle. ol Lk 9 B
BENENE o o ey RS B T of
]EHEH““ [{ioﬁg ?%ﬂlgéﬁ%? =3 '
‘ : 1 T ORE S TR HYURT =
W Let s build a culture of environmental | O —
action with our local communitu. R 247 |
2121, e LU ‘ Understanding Global Issues
1 01A! 10| =] =31 i
0107178 OHEILILE. == =N
M| ﬁ‘ll_l Z&(WEF)O| = EEE'“ " EI'DIL'I.QEEI o=
2018410) W H 5 bjoj wp2 01 8 X2 TI20] 2= 4Et Eels
> 2050 N N e N Ax S04 S Y01 S
! mah e 7120] B19} SET QECI
g D24L) S218M AL B BIAS S WE] CIOI TIRSITIE 9S4 RICID MALICE
0 Mol EAlICTH
¢ |
c 2L IS SO SAISIAICH
=
@ p]
-] _
= Adbn
Gq ad .. '

%
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S O \ Looking at Global Issues
Dlscusmg Global Issues through a Local Lens

[1] UOISSOS

Tackling Global Issues with
My Own Ideas!

SENH XIS =2 22

- meyusn animisoz o
TR DS JENg 0 eR il

Let's begin with our own lives.

v Making Traditional Food Vegan

H|H o nX| -6

A7t 2 E Oiw2l OlgS (Bl

Xl) YLICEL B0 7H= MEE («
8 7| 22 9 250q, 50g, X 60

A DA AR ABABABADARAD

3u0S UN9SUOAY
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Let s commit 1o a sustainable life. commumfy issues.

Vv I'm the K-Greta Thunberg.

3
MY UN B PAE MR 2A1A Mg A yule) BERE LA
AHEE 42 UE BWANG Tase
4 30f 4k 2o} | m*ag,ﬁutrmi 8. 22k 243 L8N @!—5}@ A
ne9e 2fet S e UG SLH BHES: OH 2R S0k REDHE,
cn.;:T_Ll( thnl[ll - > _ . 7
|8 5oz 2 ATAD ?l“'i,-eig 2001 WS WARF iU SlsUck O A £
Shorite y e PN IDSE, 7201 B B AU
oeee e} y "‘_"‘_"*r-; UCH ﬁ%‘]ﬁr Ak b OIPHE 21H 3toHoF 3

Lk 2, 2eke. WNEEE ONLNE Aitor

% Lef S work on solvmg local A Lef s Build a Culture of
community issues. " Sustainable Action

Vv I'm the K-Greta Thunberg. Vv Value Together: Climate
‘ | e .4l . _Action Challenge

1 SkTunkuAboulMallk | AWBYS

“’R'*I?-1"“| EchEc)

| ETEL T
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Sustainable Action

Let’s Build a Culture of
v Vaolue Together

™

!

Session III

Climate Action Festival

-Pope Francis

We must become global citizens
who regard the Earth as our

common home.,

Kyongeun Song MM

<
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What is the Hidden Curriculum?

The Hidden Curriculum

in Korean Elementary School * Unintended lessons students learn in school
* Beyond official lesson plans and objectives

[1] UOISSOS

Exploring Knowledge, Skills, and Attitudes
beyond the Lesson

Yoonjeong Seo

How we set goals & shape competence Knowledge:
School is a microcosm of a society
Society is @ 3
Attitude sieiedlb Roles and
(know why) g y responsibilities
Rules and
7 follow

\_ Systems

Knowledge Skills
(know what) (know how)

090§ 3uoaluoox




\
Social skill

5
L]
L]

Skills (2)

Skills (1)

Session 111

RIS RIS RIS RIS RIS
Self-regulation skill

v,

Reconciliation

Negotiation

Cooperation

J

Attention
control

|

J

Time
management

Attitudes (2)

Attitudes (1)

Reacher’s
regognition

(

|

Following
Discipline

|

how gratitude
and help others

S

| -
S8
w v £
c O o
.mlnmh
v = B
Q3
X v

|

Yoonjeong Seo

RESPECTFUL
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Implications for Educators

 Official curriculum is only part of education

THANK

* Students are always learning—intended or
unintended knowledge, skills, and attitudes

o
=t

* Be mindful of invisible lessons

* Aim to align hidden curriculum with positive
values

Yoonjeong Seo
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HOW DOES Al
BENEFIT
EDUCATION?

TRANSDISCIPLINARY

HOW DOES AGI PROVIDE TRANSDISCIPLINARY?

AGI:

ARTIFICIAL GENERAL INTELLIGENCE

(EG. CHAT GPT).

req unao(

HOW DOES AGI PROVIDE TRANSDISCIPLINARY?

IB (INTERNATIONAL BACCALAUREATE) TRQNSDIEE;PJ;I i
—jlc- ST o
Transdisciplinarity “concerns that which is at once between the disciplines, across the different
disciplines, and beyond all disciplines” (Nicolescu 2014: 187). Nicolescu notes that a key imperative
of transdisciplinary learning is to unite knowledge for the understanding of the present world. In
transdisciplinarity, the disciplines are no longer distinguishable; like the ingredients in a cake, and
the result is something completelydifferent (Choi and Pak 20086)

Transdisciplinarity transcends subjects. It beginsand ends with a problem, an issue or a theme.

Students’ interests and questions form the heartoftransdisciplinary learning. It is a curriculum-
organizing approach where human commonalities rise to the top without regard for subject
boundaries. Subjects become an instrument/tool/resource to explore a theme, problem or
concept in depth. The result is a different or new organizing framework (Beane 1997; Klein 2006).

HOW DOES AGI PROVIDE TRANSDISCIPLINARY?

Transdisciplinarity *concerns that which is at once between the
disciplines, across the different disciplines, and beyond all disciplines”
(Nicolescu 2014:187). Nicolescu notes that a key imperative of

TRANSDISCIPLINARY
S =
xS

transdisciplinary learning is to unite knowledge for the understanding

of the present world. In transdisciplinarity, the disciplines are no longer

Problem/Topic
-Centered Class

distinguishable, like the ingredients in a cake, and the result is
something completely different (Choi and Pak 2008).

Transdisciplinarity transcends subjects. It begins and ends with a

problem, an issue or a theme. Student Interest

and Questions
Knowledge
Integration

Students’ interests and questionsform the heart of transdisciplinary
learning. It is a curriculum-organizing approach where human
commonalities rise to the top without regard for subject boundaries.
Subjects become an instrument/tool/resource to explore a theme,
problerm or concept in depth. The result is a different or new
organizing framework (Beane 1997; Klein 2008).
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HOW DOES AGI PROVIDE TRANSD

PrnblemlTopic
q 1 -CEntered Class

chl":)\'l

| Student interest
- and Questions

*aquRﬁNSDISCIPLINARY;;Jf"

ISCIPLINARY?

—_Knowledge
Integration
1

GL:

ARTIFICIAL GENERAL

INTELLIGENCE
(EG. CHAT GPT).

req unao(

S
@ PROBLEM/TOPIC CENTERED CLASS

Al-Driven Collaborative Project Management |

Al is used as o tool to facilitate and Manage group projects
centered around a complax problem: The Al can analyze
project geals, break them down into smnaoller tasks, and assign
roles to students based on their skills and past performance.

Al-Powered Virtual Tutors for Personalized Inquiry

uses Al to act as a personalized tutor or guide for studants as they explore a
specific problermn or topic.

o)

STUDENT
INTEREST AND
QUESTIONS
Literature Class-

Essay writing using
ChatBot

KNOWLEDGE
INTEGRATION

PROBLEM/TOPIC
CENTERED CLASS

Biology Class-
Integrating with
Career session

Biology PBL Class-
Research tool

History Class-
Generate imaginary
histaric scenario

TESOL -
Connecting with
multiple languages

Physics Class-
Feedback for mock
expanment using ChatGPT

HOW/DOES AGI PROVIDE TRANSDISCIPLINARYE

% STUDENT INTEREST AND QUESTIONS

AI-POWERED "CURIOSITY NAVIGATOR"

L5 Al IO create O personalipedd, nguiny=Doked legming potn for soch studan
Beagend n Wit initlol questicns or topics of Intgeest

AI-DRIVEN QUESTION ANALYSIS
AND COLLABORATIVE GROUPING

Al onalyzes guestions submitted by an entire closs on o given topic. it then identifies
COrmmon Lhamas: unicpio |'r'qu|r‘r9; angd knuwlr_rd-:]is fEpS amang thi studanis
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—
‘9’ KNOWLEDGE INTEGRATION

Al as a "Content Curator”

M Py . ’ ; s = L
‘{% 0 1 i‘ * uses Alto integrate diverse subjects and information for a holistic

understanding of o topic

Al as a "Concept Map Generator” or "Knowledge Connector”

\% G 2 i * students input key concepts thay've learned about a topic, and the Al

= : ﬁ' analyzes the relationships between those concepts to create a visual
=
‘ll ‘.\‘.__

concapt map.

\
‘.‘

THANK YOU'!

-

PEOPLE WHO USE AI TO DOUBLE THEIR
PRODUCTIVITY WILL SURVIVE,

WHILE THOSE WHO DON'T WILL BE LEFT BEHIND.

Feadback

Classroom
Activity Itself

Assessmeant
Managing tool

Handling
Questions

Curriculum
Design

Simple Content
Delivery

CO=INTELLIGENCE
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Classroom Cases in Korea
Using Al and Digital Tools

Jieun Kim (Zoey)

Indiana State University / Teaching & Learning

<

Classroom cases that utilize Al and digital tools |

. T

@ Own class music video using Al

@ Lesson on conflict resolution using digital tools

> |

Own class music video using Al

—

Y

Scene

Using Tooning

Lyrics

Using Chat GPT

Song

Using SUNO Al

sy

)

> |

Making Lyrics Using Chat GPT
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wry unaf

Making Song Using SUNO Al

=) [ Results of Creating a Class Music Video with Al

4

e

1. Strengthens class unity and sense of belonging

2. Allows every student to participate without requiring advanced technical skills
3. Encourages digital literacy and familiarity with Al

4. Improves communication skills through planning and coordination

5. Creates a polished final product that is memorable

71
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Lesson on conflict resolution using digital tools } <><>

1. Listening to the situation [

=

Lesson on conflict resolution using digital tools ] ¢<’>

3. Answering the questions

N
N~
K Av p 4 AV
of| %> of| <>
_ ﬂ ; _ ( ,
w w
(@] (o)
(@] (@)
e e
o o
- L
2 .80
o o
oo oo
c c
= =
Ty .
= =
e e
+ +
= =
Q (o)
Q Q
- —
+ +
= R
[ G—
c c
- c
(@) .m (@)
c n =
A E o
B e
- N
<C
Ll >
X 4
O D

Session III

Jieun Kim
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= — o x — o x
N
N
g =) [ Lesson on conflict resolution using digital tools ] s > [ Lesson on conflict resolution using digital tools J >
= 5. Discussion and accept the results 6. Reconciliation
— O X — 8 X
L [ Results of conflict resolution using digital tools ]@Q
1. Provides interactive platforms to let all students share their opinions safely Thank YOU
2. Encourages quieter students to participate actively through anonymous digital f
input or
3. Promotes collaboration beyond the classroom through shared documents and . 8
=l group platforms LIStenmg
C:D 4. Develops students’ digital citizenship and responsible online communication
skills , _,
; 5. Stores discussions, reflections, and agreements for later review and follow-up st R ocy)
sk @
3 , 73
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The Importance of Physical
Education in Student Life

What

Reflection during study in the
U.S.

Life as a journey of self-
discovery

By Ji Yeon Oh

JODIE FOSTER

vestion:
Is Life?

) BB =)

ANNETTE BENING

Me working o
cilmbmgj%d;:

| received a bronze m The :
edalat 97k, Sfud
a I"IEJTIUI'IGI CDmpEﬂ‘nDn I E? En?-,

Climbing and
Self-Discovery

Climbing as a metaphor "This is my limit" — Physical education
for overcoming limits breaking the wall — teaches us our true
"I can do more than | potential
thought”
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Humans are not the
fastest or strongest —
built for endurance

The Human Body:
Designed to Move

Ancient hunting
method: chasing until
animals collapsed

Lack of movement leads
to diseases (diabetes,
high blood pressure)

Book
Recomendation

oM BE|Tehs af Y-, 51

LB

vl i N

Al e A

Pk
e LR S L L

NEW YORK TIME> BESTSELLER

1wl e emsrmd this ool 1 saryoesr sterested in
§ Pum, enguging ok a1 carky haman bisoery |
Toww ) Brvr @ beardl Ll pnd g B dewon,”
BILL GGATHS

Yuval Noah Harari

Sap?ens

A Brief
History of
Humankind
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Exercise as
Stress Relief

1 &2 \\&3 ¥

I1] UOISSaS

RTS BEACEIT
0UR 8007
AN YOUR BRAI

People experience Physical activity helps Movement reduces both
stress twice (event the brain "turn of " mental and physical
itself + replaying it) stress tension

- o Watch on B Youlube
i ‘

) Conclusion

e More than games or exercise = 2 path to knowing oneself
e Helps students build resilience, balance, and growth
e Physical education = discovering who you are and how far

you can go




WHAT DOES
TEACHING A LANGUAGE MEAN?

NG KOREAN
NGUAGE

TEACHI
BEYOND LA

, §
wg ')

Session III

BRIDGING CULTURE AND

What is the purpose in learning a language?

CONNECTION

To communicate?

For your career?

International Symposium of Korean Education System & Culture

2025. 10. 02,

Just for fun?

Soobin Kim

‘Children and Teacher as Artists and Authors’

The Day | Became a Picture Book Creator

Endicott College
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W ULJOOS

1. Day of Endicott

The stenndg trees arit losing at the
clowds The cotton clouds are
gathered and are having a
conversation. The cory houss is
monitoning the quiet otean

This is the alternoon of the day.

The flameng sun is embracing the
whaole feld creating a wam
atmesphere. The red light of thee sun
1s lyihg down on the purple lake. The
silemt sky b5 sending away the sun

This i the sunset of the day

‘\.i

i e,
L SRR ST
s e

e
=

A story of Min, my uncle’s friend, who moved

from South Korea to Canada in 1994.

w8 Lol ard peateiul e afieeroon
Sparichng ootton chowdn Foated on Bhe Boht blue ey
Migraficer mounting ibood tall with imall wilages
begtween them Thet it cosmtrpssge of Spoth Komea
Tha wrmsi Curled et of the chimnay from one of the
Fuinane THeS wiirh wites g Hii - yooun lved. Thest
Fattom, Llan warl dn suts mechane, brad Lhew mother &
e, rChrit] B PRl B i o 1 Lael

N\

Ui o Canaali wisd vy S sEnE A i el Ha
iy, Ty dladl Aol go b ekbfrmnlaty Sbool du 3
wpongemal Gifleuines Inneed they weee Foms-
achaabod By thanr sesghibon. 1ok @ long Teme fo
o firsd WOk i @ rrebcianar. e denc e il e ed &
B ribde o cicher Bud camaged fo ool Unabée 40 ward
b had B ety hoimg, In rdker fou thee Tamally 60 wree
Seovvon wiorked bed jobd. She worbed & The maiial and
i Fh iy perveie
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2. The Vibrant Orca

The Vibrant Orca
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Cemrs Tor, wwm e f ge—te bas

A baby orca’s story: rescued from a net
and reunited with its family.
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A | WHAT DOES
o = TEACHING A LANGUAGE MEAN?

II] UOISSS

RETAL |

What is the purpose in learning a language?

“CONNECTION"

THANK YOU FOR
LISTENING!

ntemaﬁanal Symposium of Korean 5 M
Education System & Culture (2024) Korean Culture Festival

at Dinie Bee Elementary School [2025) lmg:m:'ﬁlural

g, S0 FMAM LALELICH 2

W ULJOOS
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3 Introduction
o y
& A Korean Teacher's Mother
7 Involvement in Community - :
. . f s cnitgren (R
Engagements IN Terre HaUter :;acher"j[{orea R 2. A':t:dnenat |
l N for 15+ years teacher atan
elementary
school

()2 Community Events-Nature 0 3 Community Events-Joining Events

« Joined many weekend community events
with children

 Found event information on Facebook and
local sites

 Learned local culture and built family expe
riences
« Appeared twice in the local newspaper

Hiking programs with local groups
Exploring parks and natural trails
* Qutdoor activities for families
Appreciating Terre Haute's natural
beauty




72
o ~ = . ‘ .
%] 04 Libraries as Community Hubs U5 Interaction: Learning and Sharing
=
oo » Vigo County Public Library, 12 Points, and West |
9y Branch * Not only learning from the community

* Libraries as cultural and informational hubs in » Also sharing Korean culture and

Terre Haute language

« Offered unique programs and resources about
local culture

* Helped me and my children connect with local
families

« Mutual cultural exchange
— stronger connections

~ 7 f 17 rauzoza 7
Commu n Ity Engagements Korean Language Class
-Korean language for Adults
(Non-Credit)
« |SU: Korean language class for students and 1L {
public 2s °§"£H~'”§£
W  Volunteering Korean lessons for family prep Thiuradys 5008100 paris
P aring to move to Korea September 12 - December 5
=  Volunteering by writing names in Korean for B et P
people
;34 Hegisi'ratifm or Questions: Cunt:act Ms. YangliHye
: Iﬁg at jyangl6 @sycamores.indstate.edu | %&E I
o - et 31
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Community Engagements
-Korean Food

* Invited friends to my home
* (Cooked and shared homemade Korean food

» Menu: bulgogi, bibimbap, side dishes, and
gimbap (Koréan rolls)

* Introduced Korean dining culture and
hospitality

» Built friendships and deeper cultural
understanding

Community Engagements with
Local Residents

» Volunteered at Korean cultural event in Dixie Bee
Elementary

« Weekend picnic with friends — taught
Kanggangsuwollae (traditional circle dance)

 Built stronger friendships through shared cultural
experiences
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09 Community Engagements
-Cultural Exchange at Library

[1] UOISSOS

» Exchange event at Vigo County Public Library

* Connected to K-pop Demon Hunters story

« Tried writing in Hangul £

 Painted traditional folk art (Minhwa)

« Made wooden Hojakdo (tiger & magpie) craft
+ Fun and meaningful cultural sharing experience

Conclusion

« Learned American culture, shared
Korean culture

 Cultural exchange builds understanding
and belonging

e Together with LeRaye Cameron,
bridging Korea and the U.S.

10 Reflection: Becoming a Cultural
Bridge

* Learning American culture — to contributing
back

* Proud and meaningful to give back

* Being part of the community means
engagement and sharing

* Role as a bridge between Korea and the U.S.

Introducing LeRaye Cameron

 Librarian at Vigo County Public Library

» Key partner in cultural exchange
programs

» Supported and inspired my community
involvement
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2025 INTERNATIOMAL SYMPOSIUM OF

R N M e Oectober Zna. 2025
KOREAMN EDUCATION SYSTEM AND CULTURE

[1] UOISSOS

Learning to Teach.
Teaching to Learn 1. Framing My Journey In Korea

: A Cross=Cultural Practicum Experience

Minseong “Ellie” Kwon
Bayh College of Education, Indiana State University
mkwon@sycamores.indstate. edu

Framing My Journey Learning As a Student in Korea

Educator and Student:
Two Sides of My Identity

« Teaching shapes my learning, The Shadow of Achievement

learning shapes my teaching

« Why this journey matters for
cross-cultural education

uoMY SI[[
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Being a Learner Abroad as an 11-year-old

[I] UOISSS

An Awakening

« Learned new ways of learning

« Taught myself to imagine education differently

- One year abroad as a primary student: projects, creativity, and sharing feelings

2. The U.S. Chapter
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Becoming a Teacher in Korea (Learning to Teach)

Teaching to Learn (The U.S. Chapter)

Crossing Borders. Expanding Vision
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Student Teaching

Session III

the U.S
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Student Teaching
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Monarch Unit
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Student Teaching
~CS for good Competition
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Learning Through an Educator

Student Teaching with Mrs. Brass

« | would say my host teacher represents kindness, love of nature, and respect
+ Learned that IB is more than curriculum, it's humanity
« Teaching is living values, not just delivering lessons

« Made me reflect on my whole life, not just regarding teaching
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Learning Through an Educator

Teaching Through Struggles

Daily Challenges

« Language barriers, cultural differences

« Fear itself that always lived in me

| have a feeling that the cycle of
“Teaching to Learn. Learning to Teach
would always be in me. and | am grateful
and happy to be on the journey

Thank you & Q&A
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Since 2019, I have had the privilege of organizing the International Symposium on the Korean Education System and
Culture, a university-wide event that has steadily grown in both scope and significance. In the early years, we
supported the symposium with only program flyers and posters to promote its mission and message.

This year marks an exciting new milestone. Thanks to the creativity and dedication of Mr. Jaehyon Park, our talented
graduate assistant at Indiana State University, we are proud to introduce our first-ever electronic booklet showcasing
the symposium presentations. His thoughtful design and meticulous editing have greatly enhanced the quality of our

materials, and I am sincerely grateful for his exceptional contribution.

It is truly a blessing to be part of such a meaningful initiative. I warmly invite you to join us on Thursday, October 2,
2025, and hope you find this year’s symposium both engaging and enriching as we explore the depth and diversity of
Korean education and culture.

With appreciation,
Dr. Yong Joon Park

Professor, Department of Teaching and Learning

Symposium Organizer & BCOE Dean’s Fellow of East Asian Exchange Initiatives
Bayh College of Education

Indiana State University
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