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Jaeho Chang

Professor, Department of Musical Technology,
Korea National University of Arts

The goal of the Art Collider (Center for
Convergence Arts), an affiliated institution

of the Korea National University of Arts, is

to create new values in the contemporary
period based on creative and convergent

arts education. Since November 2015, the
institution has planned and supported arts
research, education, and creation, which
transcend the boundaries of the six schools
under the Korea National University of

Arts (Schools of Music, Drama, Film TV &
Multimedia, Dance, Visual Arts, and Korean
Traditional Arts). It has made continuous
efforts to showcase the results of its projects—
such as exhibitions, performances, works, and
publications—within and beyond the campus,
to include outside organiz'ations. This ensures
that the center's work is not confined to the
Korea National University of Arts, just as the
ideas of its students are not confined to their
school or department. Through these efforts,
it is believed that the Art Collider can promote
a wider range of "convergence" possibilities
on and off campus.

In this regard, the TDream Art Lab 4.0J
project was a new leap forward for the Art
Collider. The target subjects of the project
has been expanded from college students
to include teenagers. Educating teenagers
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is not an easy task; particularly in Korea,

where education revolves around the national

college entrance examination, it is difficult
to pursue creative education. However, since
critical thinking and creative application of
convergent thinking and technology must be
learned from adolescence, the project is thus
of significant importance.

Several organizations have joined
forces to realize this project. The cooperative
alliance of the Art Collider, Seongbuk Culture
Foundation - Seongbuk Museum of Art, and
the Hardware Accelerator N15 collectively
support the idea that convergent creation
should be approached in different ways. These
organizations collaborated to decide on what,
why, and how to teach and demonstrate the
process and results. The topics of discussion,
research processes, and program contents are
included in the findings report.

Teenagers who experience the age
of artificial intelligence will need a "new"
education that transcends the boundaries
of the traditional methods of education. To
this end, there will be more organizations
supporting and conducting projects such as

FDream Art Lab 4.05 (Kumdarak Saturday
Cultural School), and it is expected that the
diverse convergent educational contents
created herein will become well-established in
our education.

We are grateful to everyone who
contributed to this endeavor, especially
the teenage subjects who enthusiastically
participated in the program. | hope this
program will lead to the creation of a broad
spectrum of expression of one's own thoughts
with the use of various media.
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Everyday is Playful Media

2. 23 &=to| &M YojLt= and possibilities in daily life. It transforms the space

oIzt #e| "=o|(Play)" of information exchange and social interaction into a
Everyday is Playful Media S At7to| Xt HEtRIQl 23t 5t2| & oHJohan cultural space through playful interactions.
Huizinga)= MM Fs2RHIA ) (1938)0|A,
"olzto| gtEofLh 2HO| 'E0|'2ls 44 S Sl 2. Human "play" behavior in which acceptance
WA, =01 dQl(playful activities)= S 1} and creation occur simultaneously
o|CtH Dayou ng Lee Aztof| 71 Q% #ES"ol2tn Yot AFEE|E Historian and philosopher Johan Huizinga, in
stRolES Tt Sl sHE e Researcher, Art Collider, Center for Convergence 7l4to2 st C|X|E O|Cjoj= 4 Z8M S Xk hisbook FHomo Ludenss (1938), writes that "A
Arts in Korean National University of Arts 0|3 CIX|™ 0| E AMedeitt= 2 +5Xel civilization created by humans, develops through
HE 80| o], 55X BE 288 Il "play," and playful activities are the most important
A2 '4Xt A A AlCH'2tn MAE A= It would not be an exaggeration to say that all EHoiX delof oot sk WRE SoiM ZZ2|  actions for learning and creation." Computer-
DE AHo| 0|C|o] HIZEZX|E 7|4o 2 ofj7H experiences are mediated by media technology '=s0l[(Play)'E @Mst=r, 2eE oo based digital media are interactive. Experiencing
E|l= AlCH2t1 3l = 2pe10] of'd Z10|Ct REHE in the so-called "Era of the Fourth Industrial =2 2HHME 0] 0|2 flst= AlZtat such digital media encourages the active
ojc|o] B3 E2X #E2 22|0A M2 HEle|  Revolution." The media technology environment is ZZHoi|M Z7| 1, Medstn, HEE 4 QML 0]2f8t  use of information as opposed to the passive
BAHAIE N AISHH w2 AH| HS}SCE, 2tA] rapidly changing, constantly offering us something 9= =0|2 Est 21 &=xto| 7i5ME =2 acceptance of information. A two-way exchange of
REHES FHXCR E5tn, o35t Liof7} unfamiliar in new forms. Therefore, we now need StCA|ZICE participatory behavior forms a kind of "play," and
Ao|xjol EHES & £ Q= QIZHME FH5HE "new" education that helps humans independently the play can be enjoyed, selected, and changed in
WS UQE oict 22| ool 2 0|C|ojzt= explore, understand, and even creatively express 3. Everyday is Playful Media time and space, as desired, in an advanced media
Ato| obup BES NASID, AFS ARSI M| QI themselves. We must explore in detail the box of 22|= Halst= 0|C|of 2tE £0lA =0|H technology environment. This freedom further
S8t &=to| WLIXIJt £[0f0F BICE 2 WS the so-called media around us, interact with it, MSxE g St 2312 0|RH AojZict. BH2  expands the possibility of acceptance and creation
=273 TEveryday is Playful Medial & and become agents of subjective acceptance and A& wststa, 1o et 7 T HHRICE of2{st through the play.
'0CI0|E %t 22| FHO| ZE aH 39| creation. The educational program TEveryday is SHAOA 7HEF QS 42 'H|TE QI XiA|'0|Ct,
Mool thet DEOIA AZFSICE Play Media) begins with a study of interactions with 22|= AlYol2t= CHEX Q! Z3|0|Z O|C|E 3. Everyday is Playful Media
surrounding environments through media. EsilM ASE2H 50| WS AYSICL AYS  Weliveand create culture through playful
1. 92| FHo| 24 S A H=ALIL BHE RO 2 O|R0{T SHLte) interactions in an ever-changing media environment.
SAICH 0|C|o] E|3EEX| etE2 st 1. Everyday: The environment around us MIAI(ZHE) S 2tLta, Ejo]o]f Zte| 23t As the environment changes, so do the rules. The
tdE7tE Retd| HES SFAIZICH 7y The contemporary media technology M= stLEo| AMS] ZIEHS ZESICE FEHH= most essential factor in such an environment is
(VR) 7|22 7tM437t2 HEE 4+ A1, ZAHA  environment infinitely connects and expands both O] o] OFE|AEO| X A Xtol M|2| E|L{Zi(Mary  a "critical attitude." We experience interactive play
(AR) 7|&2 SollM si 2lof| 7tAS HYUE £ thereal and virtual spaces. We can experience virtual Flanagan)2 XA [H|™X Z|0|(Critical behavior through representative playful media, or
QUL ESH CIX|E T2 Y= OHE JHate| space with virtual reality (VR) technology; we can Play)s (2009)01M "H|HE =0[= 17t Aol M the so-called games. We enter a world with rules
QHMEZ 3DIZIE! 7|&S S8l HA AIER also add VR to reality through augmented reality CIest AE2S EBLfE, =0/ A 258 made by the creator of the game and experience
WE £ QAL AFEQIEEI(I0T) 7|22 SdiiA (AR) technology. In addition, virtual objects created QHEALL M Rsts WS <o|sich" 1 FEUCE a single social group formed by an artificial culture
DEMES ASY &AL, o|2{st ArIEE2 218 by digital programming can be transformed into real geolsME = O|C|ofof Qtut Hhg A among the players. Media artist and researcher
X5(A)S Sl Q17tat A5 Ergstrt. Qlztat objects through 3D printing technology. Everything S, ASEtests oo HIES £ 'HIHH Mary Flanagan argued in [Critical Plays (2009)
AtE, 3Ztat AjZtE AASI 22| 2t2 &&6t,  can be linked through the technology of the Internet Zg|0|of(Critical Player)' 22| Ef =0 that "Critical play means to create or occupy play
O %2 MEig 757 st O|c|oj= 22[9] Y& of Things (IoT), and these things can interact with F26l| gtch 2018 0= M22 ESIIMZAMS|  environments and activities that represent one or
(Everyday)g O|ZCt. o|2{3t MAl= ®EE F11  humans through artificial intelligence (Al). The media AYg FHZ et Al &=tat v ghHofl ti$t  more questions about aspects of human life.”
e dZE MY uRe| 32E =01H that connects humans with objects, space, and time Wg TZ e TR}, 2019H Tofl= H|TE The Center for Convergence Arts has examined
YSHES St FeS7to= HEAIZIC expands sensory organs and offers more choices 282 HIEIO 2 X=ZISH= 'FA|E 0l WX 2 M both internal and external media and paid attention
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Eizel 3248 Zxsto, Oj2iMlchat & + A=

HAUS HYCE of= Alglel Btz EQESL

st TERIOLEM4.01 oM Ol&+7|8 1]

m=33 TEveryday is Playful Media; £

|-2HoICL o] T2/
o

st 77|zl Seo|SME St e
2 ol

4. EY|0|E S% MZfstn, Hjn, 2SI
Rel= LHsh= J|&0 THE AL HE £0M
MEZ SEEt 20kof| oEHA M5t 2MY
QAeX|ofl chsh nolstn, ofoj wHE AntES
M el Z2IMo R TEFUCE otut whs Bl
OEE A= OsHS HECZ MZR2 0|C|of
£ 8311, g2l 24402 HAEs F4st
0|5 Tt57| 2l "Mztsta(Thinking), B2
(Learning), BHE

ra
f

o2 =(Making)' 3¢tA|2|

e 20 (Z20]Z W (Playful

Thinking)) oll= 22| = =Zofl chai A 42t
Sf3, ZZfshs Wolof thet u S S TSt aXt
U0, 3 WSS ChSat 20| O 7K 2 2R3
Ch OAMES st d2l, @482 gl HAX
£ WEsl= d9l, @z¥ES X2 3Ue 7
st del, @712 9| Az (A2|)E MEsh= A,
®FAE pE Mz AESHE 9. o] ChA 7HX|
WIS HIE2Z ofl27tet gHlsts HAES US
ACH & MW Z J|&00Koll Cish ¥2|E Hif/2D,
O[3Hi3t7| 2IsHA SAICH 7|E0hAoIM HHo| E[=

37HK FIERN 'ThAT HA' QIzkat 71 A",
"MiAlt 7A'E =E5ID, 0] LIS 0|2+ BH

tie/2= (E2l0lZ 2{L(Playful Learning)) £

TIHRICE o] T2 72 M| QFst 371X] R0

uf2r 2742f of7tH| ot 1712l A3 &L= ALt

M #m ug T2 (E2|0|Z 0ol (Playful

Z2 WM 7

L= 371 7| 20| eZo| SSHZM UL

to the attitude of the "critical player" based on
interactive behavior. In 2018, an educational
program on alternative game creation and critique
methods was conducted with the theme of game
as a new medium of expression. In 2019, the
center emphasized the importance of the attitude
of a "subjective agent" who creates based on
critical acceptance and planned and operated the
art+technology education program TEveryday is
Play Media) at FDream ArtLab4.05 (Kumdarak

Toyo Culture School), aimed at the future generation
of youth. The program was a result of a collaboration

of three institutions that worked with toward a
common goal. The Center for Convergence Arts, the

research institute of an art school, joined forces with

Seongbuk Culture Foundation - Seongbuk Museum
of Art, a cultural and arts institution in Seongbuk-

gu, and N15, which operates the Maker Space digital

workshop in Yongsan-gu.

4. Think, Learn, and Make Through Play
We examined how we can approach and analyze
a newly emerging field when technology is

continuously evolving, and the results were derived

into three programs. We organized a three-stage
program of "Thinking, Learning, and Making" in
order to form creative works that conceived with

open sensitivity, given that new media is embraced

based on the understanding of the internal and
external facets of the media.

In the first program {Playful Thinking) ,
we wanted to impart education on how we think
about and sense our surroundings. We divided
the program into five categories: @ the act of
hacking things, @ the act of sending messages for
communication, ® the act of constructing space
with sculptures, @ the act of reproducing senses
(sounds) in memory, and ® the act of making
rules and communicating with each other. Based

| WS A £ onthese, we arranged a workshop with an artist.
FRACE "ol Tl F=H|, &3, Inthe second program, to learn and understand
M=, AlZtol2h= X =

0
re
=2
Rl
40
re
N
a

olE= the principles of technology media, we derived

st "VRand reality," "humans and machine," and
el =20 L0 ZaES O B2 MED  "the world and rules” as the three key termsin
{5171 Ui HAIE Soll LERUCE y

37 it o] MAJolME=  contemporary technology media. We thereafter
ng g ARet G =0f ZWot ws ZZHo it conducted (Playful Learning) to learn with the
A= T e MAIY =L, OjC|of OlE|AEQI maker. The program consisted of two academies
M40 s AR-HI=S Cheket 2HE WHE J1E and one workshop in accordance with the three
E8[0|E n|C|oj2 M= <It's Playful Day> proposed themes. In the third educational
g 7t FUHXE MEIAC o] 322 A program, {Playful Making) , we hoped to proceed
S0|R} 2§ SO Z At o, MA[Z7[ZH W with activities that would make the participants
2 £7|0|A HWElZ THUE WSS AlY think about creating on their own. We proceeded
2g5IAL} with a hackathon, creating something within the
£ TEveryday is Playful Media1 2|

constraints of the topic, team members, materials,

ZtZ2 W2 LiEat YAH N SEE o and time. In addition, the contents and results of
ASHNME, SILIE 2ESH= FH|St HECE the three programs were presented at an exhibition
AL UA CHR X} SHUCE O] = SAICHOIA in order to share the information with the public.
g5t s Lot FHIS0|, o1t 7| &2 Research on educational content and results of
Y HE02t= 339| 2talAtet ojofl cHEt the educational space were also displayed, and
'DZHMCHE 2Tt 1K' HRME S ]t0] the contents of <It's Playful Day> were introduced,
ZIXte| ol st n, MMt HAES LS consisting of playful media with various working

Xt HH o =& grHdst Zio|C X Atnet methods that were researched and produced in
AHo| 27 E[= ACHOM, 0|23t A|IES0] LIS collaboration with media artist Subong Jeong. This
Cirot dhHat A A XM EE HME[Z Hiztt space was studied as an experience space and

an educational space, with a one-time training
conducted during the exhibition period.

Each program of TEveryday is Play Mediay
was intended to be independent in content
and form but connected in terms of theme and
discourse. This is because the various agents
who are active in the contemporary period share
a common interest in the convergence of art
and technology. The need for an "education for
future generations" and an intention to research
from their perspective in order to produce results
is essential. In an age that requires convergent
thinking and practice, | hope these attempts will be
further implemented in diverse ways.
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Arts School, Art Museum,
Maker Space

We learn at a variety of places, such as
schools, art galleries, and libraries, with each
place providing both purpose and form and
informing us of either an action or a direction.
As times change, each of these places is
required to expand its existing targets in the
field and the way that it operates. In recent
years, to meet the demands of changing
times, there has been an increase in open
educational venues such as the "Available to
Anyone" maker space. The three collaborating
institutions in this project—the Center for
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Convergence Arts at the Korea National
University of Arts Center, Seongbuk Museum
of Art of the Seongbuk Cultural Foundation,
and the N15—attempted to identify and
expand their various junction points in

D2OME 7|E5hs 7| 20|t WEA| Hetdhs
SACHllM MEA A== 2ofoll chEt "M 25t

UR) - M| (85 M) - 0[opyIot| (L HS}

—

=
HIH)'o| ChA M Bt 2 S HIEo 2 us
Z2O#US 7|29t AN, Liot7h HEFEHA 9
SeolE 22 X6t 2t 2ofel FH2
S 0pst Xt i), ME=E 2 Z2OMS S
7|E0| stoll 5 RHEH S SHOZ T 22t
2 ESS, DAHHE 2Bt A7t ugo=
etastaxt stRACk 0|5 Sa, ME{7t 21X
K| AL2|0f O[HFX|BEL, MIE{7F 7FK[ 2 U=
2o YIS St X} oL,

YEESE 450 s
HSESME2 CHLS 2otA2S 2F0IH XY
=3 gysiet ot HAHEEN] § S48t
D2IUE Eof EQE2 "Bt A ME'S
US0{7t= XSG Z SR TO[C}, 525
FQ 2337t & siLtel 45 E0ER2 1HK|7
E|xo| ZEO[EHSE 2009 72 ol2H FH=
Ojgel WS s 7|22 2ZM 459
Z8hoflEe| SAHE JHX|E EfAsRiCt 2oiolEs
HE 72l 4532 222 SHLE, ¢l nj&x
X HRLIEIE X /st= S0 HEH, 27t
£|Qr2lo] ofE2| 0| E 7[Z ot B E AT
Ojes, 43Y A=Esel &, 2220 2 2d=
H5oizlo|0|&2t EXHMK] HESHHM & 5712
s 2Fsta A2, oh=o| 2oy 0j&
ol A CHFet A, i, chet, HES Z&SH=
7|2e = xt2|o HstALCH

Had g8t g 2ol TEveryday
is Playful Mediay OllM= &17|= off|of| CHEt
ofsiet S ENZ X[ L MZ2 ol J|HHE

=
OpASH AR SHUCE £3] 0f2l0] 2t ofL|2t
CHot ABES 9IS 2= 2El=
d50{zlo|0 &2 BX-2a HA S DIZHMCHE
flst 2 0|Cjo g3 TYE SHE 8YH
Miuden ug T2 FHE £,
O[2HMICHE ¢Iet A+, 712, 232 ® aHgo|

recognition of changing times.

Art Collider, Korean National University of Arts
Art Collider (the Center for Convergence

Arts), an affiliated institution of the Korea
National University of Arts, conducts research
on convergence of genres of art as well as on
the methods to converge arts, technology,
and society. It likewise plans programs about
new ways of creating. The Korea National
University of Arts was established in 1993 by
the Ministry of Culture, Sports and Tourism.

It plans and operates educational programs
based on the step-by-step methodology

of "approach (introduction)—experiment
(practicing creation)—talk (presentation

and criticism)" in emerging fields; support
the creation of convergence arts, which is

still in an experimental stage; and expand

the scope of related fields. Through this
program, the Center for Convergence Arts
intends to pioneer the implementation of the
aforementioned activities among students

of the Korea National University of Arts and
thereafter expand its research and education
for future generations. Through such efforts, it
intends to contribute to the community where
the Center for Convergence Arts is located

and expand the scope of discourse within the
Center for Convergence Arts.

Seongbuk Culture Foundation -
Seongbuk Museum of Art

Seongbuk Cultural Foundation is a regional
cultural foundation that operates a variety
of cultural facilities and aims to enrich
the "Cultural City of Seongbuk" through
specialization programs intended to revitalize
the local culture and provide education for the
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youth. The Seongbuk Museum of Art, one of
the main cultural spaces of Seongbuk Cultural
Foundation and the first public art museum

in the borough which was established in 2009,
has been studying Korean art and exploring
the historical values of the culture and art

of the city. It currently operates five spaces
including the main building in Seongbuk-dong,
Seongbuk Art Creation Center, which supports
contemporary art and local communities;
Choi Man-lin Art Museum, established with
the donated atelier of Choi Man-lin, the house
of architecture and culture of Kim Jung-up;
and the recently opened Seongbuk Children's
Museum. It has also established itself as an
institution covering a wide range of subjects,
media, objects, and ages in the area of
modern and contemporary art in Korea.

In TEveryday is Play Mediay , a
convergence education program for teenagers,
we have collaborated to establish a new artistic
base in the region, rooted in understanding and
experimentation with new technology media.

In particular, we have undertaken research,
planning, and operation for future generations,
in conjunction with Seongbuk Children's
Museum, which operates for both children and
other various age groups. We have also focused
on convergent thinking experiments and
educational programs, with the goal of creating
an open media education space for future
generations. Attempts were made to maximize
the distinct characteristics and advantages of
institutions of different natures, which were
evaluated as a positive attempt to understand
and form a foundation for technology-based
creative education in the region. We hope that
the continuous exchange and cooperation will
result from similar initiatives in the future.
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N15 Corporation
N15, a hardware accelerator that originated
in Yongsan Electronics Market in 2015, plays a
significant role in helping companies expand. To
this end, there is collaboration of talents from
various departments such as manufacturing,
mass production, branding, and distribution.
Since 2016, the Maker Business Division of
N15 has been building and operating Korea's
largest maker space, the digital blacksmith, and
providing educational content to foster future
talent needed to expand the domestic maker
culture and initiate manufacturing. Recently,
the company has been developing educational
content that focuses on empirical values and
capability development with regard to the
process of making, not only by the activity of
making but also by working with the industry. In
this sense, through participation in the 2019
Dream Art Lab 4.05 project, education can be
provided to foster creative thinking through the
convergence of art and technology in the maker
space and suggest new educational content that
can realize the imagined ideas. While it was not
an easy process to research and enter a new field
that was previously unexplored, it was made
possible because of the active convergence of
the unique expertise of each institution.

We hope that teenagers, through infinite
imagination, move away from traditional ways
of thinking, break the boundaries of technology
and art, and lead the expansion of active and
subjective thinking in preparation for the
future. The program reconfirmed the potential
for convergence between maker space and the
culture and arts industry, and we hope that
similar programs in the future will cultivate
talented people to prepare themselves for a
rapidly changing era.
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E2IMICi(Tween Generation)
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Tween Generation

The term "Tween" is derived from a
combination of the words "teenager" and
"between," which refers to the generation
between children and adolescents aged 10-15
years. As children transition from childhood
to youth, they discover what they need
and want to do in order to establish their
identity. Their tastes change, their thoughts
become clearer, and they become more
interested in peer culture rather than in their
parents and family. In particular, the current
Tween Generation, born in the late 2000s,
are familiar with current technology media
and are characterized by a rapid response
and absorption of social phenomena and
cultural sensitivity. Based on the human
life cycle in response to changing times, the
Tween Generation, with its flexible thinking
influenced by its environment, needs a
curriculum that combines culture and arts in
order to become so-called subjective players.
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Kumdarak Saturday Culture School 2019
Dream Art Lab 4.05 projects develop educational
content for children and adolescents in the new
era (i.e., the Fourth Industrial Revolution) and
implement educational programs derived thus.
Accordingly, the Center for Convergence Arts,
Seongbuk Museum of Art, and N15 envisioned
the following business structure for FEveryday is
Playful Medial .

In modern society, the characteristics
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of media technology are embodied through
interaction" and "play attributes". The research
and development of this study consisted of @
educational content (program-type contents) and
@ education space (space-type contents) where
the contents are well understood.

@ In program-type content research, the
approach was focused on the theme of "Everyday
is Playful Media." The manner of selection
of themes and how these are reflected and
taught in the three-step process of "Exploration-
Investigation—Creation" were examined. It
is composed of workshops, academies, and
hackathons, wherein the knowledge of
creativity, problem-solving, communication, and
collaboration are taught at each stage. More
details can be found in the "Education Operation"
section here.

@ In the space-type content research, the
space, where the educational contents studied
above are well recognized, was developed. The
goal of this study was to understand how one
experiences and learns about the subjects covered
in the educational materials through the medium.
An important aspect of "technology-based art
creation" education, such as this program, is that
one should be able to experience the concept of
elements and principles that can be rather abstract
and to experience and learn by oneself. This is
possible in the form of interaction with space
and the various elements that make up space.
Further, in order to make this more meaningful, it
should not be just a one-time participation but a
continuous association with the program. In this
study, research on space-type education content to
experience visual, auditory, time, and space (virtual
world) factors, the main elements addressed
through media, was carried out.
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It's Playful Day!
Subong Jeong

Media Artist & Guest Researcher

The Process
The most worrisome part about this research
was determining which media technology
and art should be converged, and how its
content can be made appropriate for the
target audience (i.e., the Tween Generation)
In addition, | wanted to expand the target to
infants and create content that can be enjoyed
by a more diverse spectrum. In content
creation, the balance between content and
visible effects is crucial. It is important that

0f¢'71IE a -E—E'EE AH20]| A HO{ZICE HIHE, the core content is visibly expressed and
HYsh= LIE glo] 2k2{st7| 2t st7{Lt 0|C|ojQ] conveyed. If the user interface is complex
71£0 7|68 BoF= A AFE oh= A L3 or unintriguing, the content will probably
X|sof BtC O REHIX HL-J U2 HAHS be unused despite having good quality. On
2lst g S7HoNY0|E R, O59| SU|ME 2 the contrary, content that is flashy without
UdoZ £ = A 20| URMOM, HE = substance, or is mostly bravura to show off
Xp2lo| 2ot HE20)| ZHA=XI0] chet Hetot the capabilities of technology and media,
A&} oln|E &7]2{ 1 Yt o] 13 X|”EO| should be avoided. Since the goal of content
AHO 2 MHS 5719 ZHIX0|M ofEA| research and development is to be able to
EOLI=X] MHSI Xt SiCt develop an educational space for teenagers,
2 20| 0|C|of B3 =EX2 MY D Z¥  an intuitive aspect was required to spark
&= 2F, LAY 0= LS MEst= #2EM  curiosity and a clear expression of what they
2| FH 2t ofr|oLt AUCH YWESH= J7|& HE20l, enjoyed and why they enjoyed the experience
2okt 7|s0| ChFsiX| 1, ol w2t BH2 = = were needed. Explanations as to how these
SHXE XIEFCE AT T X7, M| 7|2te] key points for consideration were addressed
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Everyday is
Playful Media

shall be explained subsequently.

At present, since much is being
delivered and experienced through media
technology, windows that display content
are ubiquitously found. Thanks to the
continuously evolving technology, shapes
and functions have started to become
more diversified, and there are virtually no
restrictions on content that can be contained.
In early stages of research, scholars from
the three institutions shared many ideas
about the critical player (subjective agent),
such as the human scale in the digital media
(the connection between the virtual word
and reality), discovery of the world, rules,
observation, and hacking.

What media will we use? Discussions
were held on how to interact with people
using smartphones, monitors, projectors,
LEDs, etc., and it was decided that we must
attempt to expand the human scale by linking
real objects with the virtual space. Although
the VR Head Mount Display (VR HMD), often
used in VR experience exhibitions, is a suitable
display device to demonstrate the virtual
space, it was excluded as it was determined to
be unsuitable since children could not use it
without assistance from adults.

What kind of content will be included
and how will they be contained? The purpose
of this project was to research the education
needed by the critical player (subjective
agent) and its manner of implementation.
Thus, we attempted to design a single content
that simultaneously contains activities like
observing objects and the environment;
grasping the world and rules; and dismantling,
reconstructing, or altering usage (hacking).
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<It's Playful Day!> composition and introduction
ID, Play Light, Play Move, Play Sound, and
Play Time are the major components of the
developed media space. Sections 3-5 in <It's
a Playful Day!> were envisioned wherein
each of the aforementioned elements can be
experienced in a space where the contents
are installed. It was decided that the mascot
of this project, "Dongli," will play the role of
a storyteller (the guide) to unite the sections.
Dongli is an identity that exists in virtual
space, made up of geometric shapes, and has
a friendly and cute appearance. After several
discussions, Dongli was assigned the role of a
personal guide, with the task of helping users
throughout the program and ensuring that
they do not lose interest in it. Rather than
offering direct explanations, Dongli is present
through the content and exists somewhat as a
player alongside the user. In the media world
provided by <It's a Playful Day!>, the user's
own Dongli must be created in order to enter
the media space and play each content.
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- Play, Start!

(Webcam, PC, RFID Reader, Arduino Set, etc.)
In <Play, Start!>, participants create their
own Dongli or an identity (ID) to enter the
space. This ID can be created through Radio-
Frequency Identification (RFID) stickers. RFID
is an information recognition technology that
uses electromagnetic fields to automatically
identify and track tags attached to objects.
Participants undergo the process of creating
an ID by attaching an RFID sticker to

their objects and tagging the reader. The
participant's face is then photographed by the
webcam on the opposite side and stored on
the server.

The goal of creating an ID is to register
the participant's identity. In <It's a Playful
Day!>, Dongli appears with the participant's
face. All subsequent sections are designed to
begin playing only when the RFID sticker tags
are recognized. In this way, Dongli is tasked
with helping participants throughout the
program as their own guide and ensures that
participants stay interested in the program,
joining the exhibition process with them.




- Play Light - Play Light - Play Move - Play Move
(EE""Ei PC, RFID 2|{7], = OH50|' MIE 5) (Projector, PC, RFID reader, lighting (Z=2HE], PC, Vive Pro, Vive Tracker, Z2IE| S) (Projector, PC, Vive Pro, Vive Tracker, Printer, etc.)
Zaj|0] 2to| E>E Yo Mol R(), G(XE), Arduino set etc.) <Eg0| BH>E= AlA D0 XS0 TE2HM <Play Move> is a Mixed Reality (MR) content

B(EFE*)E olslfst7| lst 2eixo|ct. 2k Mof| siE  <Play Light> is content that helps understand MU CIX|E AEIIE g8t e that uses projection mapping and a digital

st= 7{Ct2t HES =21 0|C|of MAIel 5207t the three primary colors of light, R (red), G (MR; Mixed Reality) 2&ll%0]|C}, C|AZz|0] camera on a structure shaped like a seesaw.

S S O SHX|NHK| ELYE & YEE = (green), and B (blue). It is a type of arcade game ots MCiL &= &2 352 CIAEH0|& SX0|=  Small balls floating in the display roll toward

OfAH[o|= A HEHo| ZHEO|Ct. A XIZ2 0fF  wherein the goal is to press large buttons for srsto 2 Zafzh=m|, ofuf HAM A FHEMAIZE  the display, and the real world and the virtual

ChasICh HYMMol m¥ 50| S20]2 A2 each color, so that Dongli can avoid obstacles 220|2ls 352 QAR UM 2HZ W=Ct.  world are closely connected to each other

22O, 220|0j= Yo Myn 22 He| and reach the final destination online. The game O|X{ 7Hatat SHAM|A| 7t O|C|o] QHHOE B S through the common element of movement.

HEZ E2{A 22 ElFH =it 28)0] AlZH St mechanics are simple. When colorful shapes Fdh= 3o 22|= 0L E FHECE As the virtual world and the real world

Z2 Mzbo| Hlg HF0| ZoHES 210 S20|7t block Dongli, the player can "open the road" +86HA| ElCt. interact, we subjectively accept media.

Ao Z A& Lotz = U7 2HE0{ F0{of StCt by pushing a button of the same color as the o223 C|AE|0] L{Ho|| A= "oftH MA', In addition, we used a camera to show
Allo] ol HE ZIME|™ Lho|=JH =5 color of the shape. During playtime, obstacles Z 227t ¥ oM EX| R 0|Clof £ "a certain world" beyond the display, a virtual

et F 7HX| o|&e| Mg Zgtsorgt must be eliminated by highlighted them with THENIAE BoF7| 28l 'FtHi2H E BHERUCE. world in the media that we absolutely do

the same color in order to keep Dongli moving S20| ZYoll= CIAE[0] L{He| FHAMAE

M not see in the real space. In the model with
2t (Yellow), £} forward. HoFE

HES SA0| F2EH L2 £ LI2 Ft|2k7F s0{UCH AjA9] ZAL{T™E  Dongli, a wooden camera shows the virtual
oM HES SAl0| =2H SM(Cyan), As the game progresses, the difficulty Xl groll AXHE S AEIE WOo{EAL 20|29 world beyond the display. Users can take a
mizhap 7k HES SAlo| F2H level slightly increases because obstacles ﬁj UM LIRE AFRI2 22|17t A|ME E FIHEHE photograph while holding a box toward the
A= M(Magenta)2| 8l0| MEEICt HojES (shapes) disappear only if two or more colors [ﬁ |°_5 E8f 2a|7t EX| 238 JIAMNAS 20{Z=C}, other side of the seesaw. The photo from
OfHA slof AMS THO|UA| OlSHSt=E are combined. When the red and green ﬁ APEl £0fl= s HHE WA I:EI-C-’- Htctet Dongli's mouth shows a virtual world that

buttons are simultaneously pressed, a yellow ol M Xt R EA E501E E7|11 U= cannot be seen through the camera that is

light appears. When the green and blue
buttons are simultaneously pressed, a cyan
light appears. When the blue and red buttons
are simultaneously pressed, a magenta light
appears. The game is designed to make the
understanding of the three primary colors of
light interesting by having the player conquer
obstacles or the obstacle run.

ojcjojolE&

=20[7t 2| So|Btct.

being looked into. In the photo, we see the
vast expanse of the sea over the beach and
Dongli freely enjoying the water.
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- Play Sound
(Z2HYE, PC, M2E 22 HE 5)
<EY0] ARE>=

SHHAM CHgh 22| =0{ Li= Alolct

- Play Sound

(Projector, PC, sound console set, etc.)

<Play Sound> is a game that produces various
sounds while adjusting the volume and pitch.

- Play Time
(Z2HE, PC, OFEO0|: HE S)

Zelxo|n| wHSo| A3t Zo| Bt HOIRHE

- Play Time

(Projector, PC, Arduino set, etc.)

<Play Time> is content that expresses time by
turning the clock. It also plays the role of a

RFID AE[FHE EfUstH S20|= When the RFID sticker is tagged, Dongli flies AAZE b2l AZE7|Sof @[3t Ef a0t 0l RFIDE  visitor's register book. When participants tag
2 Yo7t &l =, into a space filled with colorful objects, and EfZstA =M, oA SEUS ul B2 AFElZE  the RFID onto the object located in a triangular
S oot A2|7t PRS0 TIC each time an object is hit, a sound is produced. ChFet HEfO| EXIE £ S20|7t LIEFCE prism with the clock, a photo taken at the time of
During this time, the volume adjusts not only Ef 9| 271 BOLES-E o] AR S 1} Bt registration at the entrance pops up, and Dongli
S20|7 YAtE|= 22§ ZHSHH, O] X| = i H with regard to the background music but S320|50| 3tH otof| Wo|A| gct. ojuf S20|=  appears wearing various types of hats. As the
29| £, O2|1 207t Zot7h= MZIE also considering the angle at which Dongli Szt mjotct Ct2 BXHE M1 U], 0l BAH= number of tags increase, the number of Donglis
ZHY AL NEAt= 252 ™ot EldE2 s fired. The pitch can control the speed of O{20| £|0of AHE £ Y= of] 71X SE(ZY, with different users pile up on the screen. Each
SHHA ChYst A2|E 2HE0] ¥ = ACH, 0|2 the background music and the intensity with MEl, = S)2 o|O|3tCt. A|ZHo] =2 oto|S0| time a Dongli appears, it wears a different hat,
Sl WA OIC[0E S8l 2242 E7I%t 5= 2 which Dongli flies. The user can create various 0{£0] E[0] S20|et 8| st JUCH= Ag and this hat represents various roles (occupation,
2L} xHAo| O|C|o{E o &=t get2 ZEE £ sounds by adjusting the console and tagging, LIEFLH 2] SHRCE 27| fIme| AAIE &2 status, behavior, etc.) that can be experienced as
ACt Ha| F7|, Z HX7|E S8t allowing them to experience the music they 20| MAIS| AjZhe ZHRSEHAM, ATt adults. The program attempted to demonstrate
7el= HAE BAUCL have created through the media rather than LIlE Aol 5SSOI HetE Al T8 EUCt that even as time passes and children become
just listening to ordinary music through the 2 ol mf2f JHAMA £2  adults, they will still be Dongli. By turning the

« NS o=z s
= =

media. The game is an application of long ‘",f'ij 6}50| 2HOFX| 2 O R

)
A
a
el
-

[AIEtel A|ZHHSE  clock above the triangular prism in order to

jump and shot put, with distances being [ﬁ- |°.5 XN SZlo|H, S20[7t #1 A= 0|C|] {HE|  modify the time in Dongli's world, we attempted
expressed in pixels. = ﬁﬂ MiAlS AlZtE 220 2 &+ AL to make an active change, which is only natural.
ng > ,
z As the user rotates the clock's hands forward
[¥]
= and backward, the sky in the virtual world

correspondingly becomes brighter and darker. If

the hands on the clock tower are moved directly,
the user can move the time in the world beyond

the media in which Dongli lives.

28px
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1) Ha Jee-Hyun, [Homo Ludensy , Changbi Review of
Children's Literature, 2018, pp.45-47.

2) Quoted in Choi Ji-Young et al., FImplementation of
Artwork for Child-Experience Exhibition Using Digital
Mediays , 2010, p.235.

3)Inhisbook [Digjtal Natives (2009), Don Tapscott(1947~)
argued that the digital native is a generation that has become
able to process visual information faster, is skilled at processing
fast moving visual information, and is armed with mental skills
required to process excessive information such as scanning
abilities and fast mental conversions. In addition, he viewed
multitasking skills to be a core characteristic of digital natives,
that they are a 'hyper' connected generation, and that they
can not only participate in social networking activities while
listening to music and working, they feel comfortable when
they do it that way. He viewed them to have highly developed
spacial perception abilities and spacial skills, and that they have
the divided attention skill which allows them to develop multi-
dimensional perspectives and spacial skills while at the same
time be able to concentrate on many things simultaneously.
Last of all, they are developing a collective type intelligence
called 'expanded perception', and he viewed them to be
expanding their mental abilities through interactive contact
with people and comupters in a participatory culture. Thefore,
in line with such flow of the times, the use of digital media

in the delivery method of exhibitions or education targeting
children especially is becoming an important medium.

4) Cho Sang-Shik, [The 4thindustrial Revolution and
the Tasks for Future Educationy , Journal of Media and
Education, 2016, p.160.

5) Quoted in Han Young-Shin et al., Development
Virtual Reality Contents using Sound Interface for Kid's
Study1 , Journal of Korea Multimedia Societyy ,
2006, p.454.

6) Han Young-Shin et al.(2006), quoted from p.455,Joanna
Cole and Illustrated by Bryce Dgen, ['the magic school
bus-Lost in the Solar Systemy , 1990

7) Choi Ji-Young et al.(2010), p.235.
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1. E2j|o|E 4 Playful Thinking

e OfE|AESI HA 0| QL CIX|H 7|22 86l FHE HMsln 359 HUs
o[o{7H= &=h-H|% 93 &

U 2019.8.3.(E)~8.17.(E)
3% 8.3.(E), 8.4.(Y : @M, 2% 23]), 8.10.(E), 8.11.(Y), & 53]
2z 8.13.(3})~8.17.(E) 10:00~18:00

RS METn|aa M2HAA

Content Workshop of creation and production in which artists and young people meet
and use digital technology to explore the surrounding and work collaboratively
Date August 3(Sat)-27(Sat), 2019
Workshop August 3 (Sat), 4 (Sun: morning, afternoon, 2 sessions), 10 (Sat), 11 (Sun),
total 5 sessions
Open Lab August 13 (Tue) - 17 (Sat) 10:00-18:00
Location Seongbuk Museum of Art, Exhibition Hall 2

OE|AE 2|3 & Artist Workshop QE3 Open Lab
A2 AE 32 T Fa 37 St
Object Space Communication, Regulations Admiring Sharing Expansion
ol=S Soll SAlcH 71=2t &0l Developing Open Sensitivity to
CHet g2l Z4d 10| Contemporary Technology and
otMe the Environment through Art
MEZSME M50/ oA AL Seongeun An

Curator, Seongbuk Culture Foundation - Seongbuk Museum of Art

(EaI0l1Z W (Playful Thinking)) & 22| & (Playful Thinking) is an educational program

312 EMHST 0|2 ClFst 2tzto 2 AtAbst T designed to provide opportunities to explore the
B2 & QI 7|32 olstaRt 7| 2E 1S surroundings and imagine and express through the
=2 Jgolck s el g st opgRa O B
FE CIXIENA iRl g7]xel 2oo2 from analog to digital, they consist of five workshops
AZb-H2h-£2 § S B8610] BEES =01  that construct creative works using the senses

HE £53]9| '3 9 MA| ZHAL Azt EtE, (i.e. sight, hearing, and touch) and an open-lab
ANE ZQE ZAOZ sl='Qma JpHoZ course that focuses on viewing exhibitions, creative
SME|UC} activities, and sharing results. The program {Playful
50 Everyday is Critical Player

Playful Media

(Zg|o|Z 4(Playful Thinking)) 2 A7|& Thinking) , a joyous attempt at interactivity in an
ojxj|e] LMo 2 Uato] TAHO| A|UKZ Xt=s=  age where daily scenes function in games due to the

=2
AlCHO AS AR Mo|| Chat SHS AIE2A ZtHo| development of new technology media, enables one
to autonomously think about their surroundings

and their experiences. To this end, in order to
accommodate and develop various senses in the area

Qleh "EM, o|sf'e] HH0M ChASH LS 28 of "exploration and understanding," the program was
ot YHA|AHLIZL DX} X5 nsHARE conducted with elementary, middle, and high school
FNSAMS TN AYUNS o students.
m2ae XM First, the "workshops" provide young people
BiX| "SI M EAI) D T facing diverse landscapes in the rapidly changing
technological environment with the experience to
23 £ et S3S 0ot A= EAESUA jew and recognize the environment around them
22|E SN #HES MEA b2t D QX with a fresh perspective. Participants experience
A= BYE MSSLICE ALE, A8, 22|, 32, individual workshops relating to the subjects, object,
FAS =H|2 FME JjLo| gms2 2082 communication, sound, space, and rules that focus
oYX 242 ABS A0 o|2ofzicH on sensory experiences that can be touched and
olm o = = olclo felt. Although the workshops have different themes,
HIGE M2 CH2 FRIS 71X AR, participants undergo a common creative process
HoixtS2 'Lt'e] W2tk 0[oF7 |0l AlZtBHoY that begins with their own thoughts and stories and
'22|'9| o|AS EHSH= AEL 3PHO| BZI B2 expresses their collective opinions. This allows them
D2 NAE AZICE o|= HAS E8| FHo|| Clst to naturally experience the processes of concrete

[ =2
TH|A AFTIQ} EFMO| ZEO| B AR|J} E|7|MHK|Q| thinking and the exploration of surroundings, which
become a common theme through collaboration.

IHE KAAZA ZESHA Bt L
&4 H|o{olE HA[RO| 9|3 o| SI4T} In the empty exhibition hall, the results of the
== = -~ participants are naturally accumulated as the number
HeZ+E Hoxte] ARFSO0| ANALEH £ workshops are repeated. Upon the conclusion of
EICH OFX|et 13& YH™O0| ZERE|H XS] &2  the final workshop schedule, it becomes a completed
K AMEl StLIS MA|7} EICH O|HE QX exhibition via the hands of the participants themselves.
AEC|Q JHEHOZ XIsliE|s 'QIa" 7|70l In the "open lab" period, carried out as an open
9|30l ATtES Dot S A0] TR0 KO st.udlo concept, the resulfs of the chrkshop are shared.
Simultaneously, there exists a creative space where
SHXl Rt Y2ASE Aol YHOE H359 visitors who were not able to participate in the training
WHYE Ut o 2 4= A= BESZH0| OFAE[AUAN  4re allowed to follow the course in their own way,
&ojo| He|E stcista Xt Lt thereby expanding the scope of participation.
B OENME DSapEo| 28k ATt This part contains an introduction to the
20| I &M Q8| CHEYH L3} 29 curriculum, as well as a record of the main content

and the course covered in the workshop. It is hoped
that readers (educators, researchers, and youth) who

M Myl= EXHDL HAL = R . . . .
Ol Mg Hats SXHuwSA, A7kt ad §)5 read this book will continue their open experiment as
0| O|E HIEt o2 F2l ¥ S 0]0{7tA HIZtCY, in the open lab.

dS0j2lojoj&2 BXIE 72 % This program was a part of Seongbuk Museum's Seongbuk

2 0j&2olM F#stm A= Children's Art Museum kkumjalam opening project {Dada

of T ASLICE factory) and was conducted in conjunction with a youth camp
at the museum <Studio Blue>.
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Hacking! Making! Play!:
Object hacking workshop

Jihye Park
August 3 (Sat) 14:00-17:00

"Hacking! How much can | tear it apart?"
A creative workshop where one disassembles
an old electronic device and makes a sculpture
representing one's own style with the
components found inside.

#Object_hacking, #everyday_life, #hacking
We hear stories through a variety of screens
(e.g. smartphones, tablets, computers, TVs, and
billboards). The screen is ubiquitously present
within the fabric of daily life in physically thinner
and lighter forms. In this workshop, the big and
heavy CRT TVs used in the 20th century were
shown and the various changes in the medium of
filmmaking in the past were taught. Participants
imagined what parts were inside the CRT TV
and what was behind the monitor. Participants
were then assigned time to disassemble and
reassemble the old electronic devices and make
TVs with their own stories.
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Jihye Park(Media artist, N15 Maker Contents Team Manager)

She majored in Interaction Design at the university. She was fascinated by interactive media installations
and thus started working as a media artist and maker. She was very impressed with the result of combining
art and technology. Based on the knowledge and inspiration from this experience, she plans an education
form that teaches students that they can use technology as their means of expression. She plans to realize
a space where experiences can serve as the foundation for students to become healthy adults by expanding
and expressing thoughts within themselves and moving beyond simple production or expression.

Everyday is
Playful Media

54 Critical Player

CHie-EE2A: E2A 9|3
HbabEH @ HH X| M II-7|-
8. 4.(¥) 10:00~12:00

Critical Player

Everyday is
Playful Media

Dialogic-drawing:
Drawing workshop

Kwanteack Park&Jisun Baek
August 4 (Sun) 10:00-12:00

"What if my words are transformed into
your picture?"
This is a drawing workshop to understand
how meaning is communicated through
expressions that alternate between hearing,
thinking, and talking.

#Blind_drawing #Relay_drawing
In the process of communication, speaking
is common as a manner to convey one's own
thoughts, and writing to record and draw
simple pictures to express a story. In this
workshop, participants are able to share their
thoughts, communicate with friends, and
think about how one communicates in daily
life using two drawing processes.
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Lol QIM ZI2 MRS B EME| B2 EROR M= AR AFEIC. EEAUS F0|7H MY SHHIRE
E0t ZE HOIXIE HAl= wAlo| Zzjjo] HAOE THMEIC} FO|E 7|2 FoXt= 2¥g JBUCE HY
ot &0 20| Mol 222 Ho| I HAE|TF 5t & AtZHolA] MESHCE & H Hojxt= a2
H1 oJ0|E 50| 22 HHBICL OFEZIX| 2 CHZ ALEHOllA| HsHE wl= AHilo] 2 O 228 FHol
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=
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277t SRFE MHEOR IS D2l WAlY| AB0ICE MBS B ML £ JIRI AUt IS B
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X, 32|10 3 #AIE o{EH Z8sl & = YSXIol the M o[sHsH 2= AlIZHO|UCE HE=0 T BpEof|A
CHE MEED 'ABsHE A'S B4 LHE £ AU

uboted (A2} ol &7t E2Y/HR])

ufptede Zizto| Msta} stas Ao 7= AlZolo] U EHAlg Sdff 22| QAo A7 M|AI2
CtHE Se{Lfaxt stoh, AHO| tHAR Blo| =2|2 TEfEl ALS| X JHKIRE HAtzhs AZte] ghE X
S0l M Eo{X JH= 7| ES XMLt o= Mi|, =2}, E2Y, HEHAE Edf 0|3HH HIF 1t AL
QlMo| Xl EZOE HAEECL IYHC0| &2 DAYXHA| YFE7} (2019)2 &5, HelH
<> (A0H0|E 3, M2, 2019) <0{> (QIAtD|&37H ME, 2019)S H| Rl <ZutULZ MG
(SAH 22|, 2, 2018), <Voices need Heroes>('dX OlE, 5=, 2017), <Story of a story>
(A = =2 7015) SO &o{5ILALCt.

Kwanteack Park(Visual artist, drawing/installation)
Kwanteack Park seeks to reveal the facet of the world disappearing from our perception
through a visual language and form that cause both the limitation and expansion of the senses.
The object of extinction refers to memories that fade away from the repetitive layer of time
with regard to the social value stripped away by the logic of power in history. This is presented
in a landscape where aesthetic experiences and social perceptions are mixed through
installation, sculpture, drawing, and performance. He has worked as an artist in residence
of Goyang, National Museum of Contemporary Art (2019); held private exhibitions including
{Buffering) (Soma Museum of Art, Seoul, 2019) and {Space) (Insa Art Space, Seoul, 2019);
and participated in {More flashing and clearer) (Doosan Gallery, New York, 2018), {Voices
need Heroes) (Nurture Art, New York, 2017), and {Story of a story) (Smack Mellon, New York,
2015).
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o <AMEE>(F2 =2 258, 72, 2016), <0 AEZ| RE 0| AEZ|>(AMWHE L8
2015), <O MEZIY QE [ 2 o 3 o
SOllM MAlof| Ero{RHCt. EESE O

Jisun Beak(Visual artist, installation)

Jisun Beak focuses on experiences with different methods of sensory perception in the field of
visual arts, including sound, video, and installation. She has participated in exhibitions such as
{Unsettled) (New York-Korea Cultural Center, New York, 2016), A story of a story) (Smack
Mellon, New York, 2015), {The Sublime of the Mundane) (Five Myles Gallery, New York, 2015),
and Delaware Museum of Modern Art (Wilmington). She worked as an artist for the Arctic Circle
Arctic Exploration Residency (Longyearbyen, Svalbard, Norway), Luminari Center (Missouri,
United States) and has been artist in residence for the Wasaic Project.
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AR 2 At2th= AEa
OFEAF =X} S2od0] xp2hdnt?
o[gE =7t

8.4.(2) 14:00~17:00

The Magical
Garden

Jungyoon Lee
August 4 (Sun) 14:00-17:00

"2010|E Xl2fLH= OPHAL BXL7} QACHH?" "What if there is a wizard hat that can
UM £ AFES 0|83l L 7|2t 21, FHSHA| grow anything?"
SOl Li= Mo AES atS0{EE= MX|E M This is a workshop to build an imaginary
H3E plant that is bigger than one's height and

transparently shines using everyday objects.
#3UZL #3371 TYE #44|
2 3B0Ms dM4S HECE 359 HEES #Synesthesia #Air_sculpture #Installation
QHSO{H = AZHS JHELCE &of S E2 X9 In this workshop, participants were given the
7|1E Rz = Chyst Mol HEelo| chd 37| chance to construct a common creation based
TYES FHOE e B MM gl E5%  onimagination. Students worked with team
HEefo] M ES C|XIQlst, xfAist, Crkst HEE  members to design, color, and add materials
2 E0|HAM SHE MMo| MES AM|Ste LIZECE  to unique plant forms—cactus-shaped, large-
24t HWHO| =2 T3LX| 7t Ofl, 3XH2lQ| scale, air sculptures—that exceeded their height.

UM El LIECEH EW AHOie ZHES oA Each team produced three-dimensional plants

BAEX| 105t apHoM o] SME2 S embodying their imaginations.

LiH, 2121E Sdlf 2fxp7F ghEn 42 A =29 During the process of thinking about how

YENE o|op7|otn ZEIHLIZICH HY HHS they will express a sculpture that is significantly
SHA stLtel gt Z0| ofEAH HEO{XI=X| larger than them in 3D, as opposed to small paper

drawings on a 2D plane, the participating students
shared their roles and coordinated with each other
about the types of plants they would like to design.
Through the collaboration process, they were able
to experience how a finished product is made.
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1. E|0|E 4Z Playful Thinking

3L

imagination and dreams in the artist's "upside down garden," as if floating in a strange outer EE'E AJ*-'EQ_' Elﬁ : Listen to the scar :

space on a U.F.O. or traveling in a wizard hat. AI"EE -?_ =|$ Sound Workshop
CtoJofLIE (A 21E, O| =% X171  Dianaband(Wonjung Shin and

8.10.(£) 14:00~17:00 Dooho Lee)
August 10 (Sat) 14:00-17:00

"of2{ & AR "0 chell oftH Mzt JHX| T ALt ?" "What do you think about wounds?"
ZtREe| Axfof ChEt 7[<f, “%, S0l st This is a sound making workshop where one can
O|OF7|E Lis1, T8t discuss memories, situations, and feelings about

_ r.l:J.
I'ﬂ 0
mIE
k>
n
Hu

Hzfei 2= AL E HolZ -r-|—|=| wounds and create an audio image of them.
#22|2t o|O|X] #3S2|_TUA #E7| #Sound_and_image #Joint_mix #Listening
L2l= S0 210 =2 M4HE 7tXx| 1 Motzict We live with small and big scars on our bodies. When
AXHE M CHE o] Meto] ofHE=X], L7 =71 we look at our wounds, we are reminded of the
DE2 o HEQEX|, & oftH =720|R¥=X| 50|  situation when were hurt, the amount of pain we
MRE w7t QUCH M7t S mho| obZof oA felt, and how we felt it. Although it is possible to gain
HEE Soff ol M EfQle] 3ZHE Y2 = A sympathy from others to some extent by explaining
X|gt, ojof cH3t A=l Arghat w72 2|1 the pain of the wound, only the injured person
NE2 ChEl 2Q10to] 2H3s| 7|28t AUCE O remembers the specific situation, feelings, and pain. In
I E0ME= APl 7|0 £5t= Z2 4K S0 thisworkshop, participants exchanged stories about
#3t 0jof7|E M2 FROoM, ofofl th$t 7|AE2  wounds on their body that are private memories. Based

= 2 sHME9|  onthese memories, they were given the chance to
A2let glystn, FsiEE AlZHS JHAL record sounds and mix them with those of the other

students, thereby participating and playing together.

Everyday is
Playful Media

Everyday is
Playful Media

62 Critical Player Critical Player 63

BT

Supjuiyl \njheid 2% Elolkz

2ER




1. E#|0|E 42 Playful Thinking
A3E

= W ow M We
wmAl._n_nA._LEm_un...___m_.m_..1 oT
R T i v
mI Mgy b < & & . S &4 5
_on < =] e} N = R o + c [V}
_ﬂ.._lLIwI_..umA.__.___og._._._._x_uﬂﬁm _._.Im_u._.|/ wdmme
%:z>m__=u=+__o_m_».w oy & .. 2553 ¢
+cmwo_A__ujﬂm_.._nL._mE_.z._n.h_“_____ Enﬂ/lxﬂﬂ_l d&.t.mN,
ﬂ_/%q_mom_uwoulwo_.._ma = & OC od S 582 E
__o_aE_%..u.rlﬁm_ﬁl of K ozr = s 2 - £ ¢
o W = X Woo-uw o W 1 S— 3 c G 5 o 2
o____ln_:_maLo_EJm.|a e L T o X - g E
_._____MA_oIﬂmE._Momeﬂmm__._._ © 5% Hin %O.I&e
ﬂ___Mwmoo_m_.mhMﬁmmo:L R MR TEEacT
M*u._M_A_xﬂM__EExI 2 R MR £ 4§23 =<
ﬁﬂx,mﬁﬂ_o_oT_EWEuTm. JAEE R 2288
M_osc____a.__._._.rl = T = ol Wo ol € 5 2 g 2
nx15H=EA+men_EANH Xd o b £ €27 <
= X0 Cilikn I 0@me g o 3 @35 g
=Sgdsagagage LSELT Sl il
9l ol o o = ™3 I ~o v 4
m_.Mu__h_aWﬂ._o_aM._Lr_o_.xowle oo )ommww
Wl %3 = 5 ol ol = ol - 2 6 8 § 8
UE_______.__EMXHWP_EUER Aa=+ow:1n .Bw.ﬁn.mo
H_._._n._mw_”_EER7o_E|7Mom./qux_o E_E_omo.ﬂ_ me%dwm
HHA._Eo_ﬂm_“_mE_EnﬁL w R S % 5 35
W o= o | a1 J wm == — = ° ¥ © T &
A._n_EmA.__.__u_ML_Px._E_._._._|L| 03mv|mv| c o o o 0 S
.1|._.=o|"uu¢|.rA:|w_mqu+o B0 o ™ uhmcam 23
Xﬂfu_oLle_o._ O = = S K L o 9 c 9 > 9
ngmn_hHmm_;__A_._Mm o KR 583 §%¢E 33
cEfRES=TLHTLE gomuwy £30¢; 5
= o e - K L. oS X == ol X0 O € =2 9 >
" .30 Y B . T O o AH_...ALl o © o o B
W%E%LW_MAQLO___EEE._HM_._._._W H_o__z.omo.._.A O.mJ.Wm.h...m a
%ﬂlm%ﬁm_.wm_._mo_a_a T R ¥ 25g=22®
____Ec_._.z.m.M_A_.E_a_x_.m__Nanﬂ EHE@E S we&aSs
Kk W= m_.,.ﬂn_m_l_e._xos ozﬂ&mﬁé_l__ agosgyl
Emﬂﬂ_“uwﬁo_ap_._muo_ol_ﬂ ...AuaoA__...._.E .m.m..wW.mW
conrzandcehe “ou%E sEEcgd
1o =>= s e ~ : B
4 :E____Em____amo______xzo_o___ Hoer B s £ 3 E2
u.waTo_EHﬂr_mL__Mgo #5723 G289 ¢%
Mg NR Ry 2 SiEd 2EERE S
MAI.____ooI_moo____oI_.r._.ﬂﬂs_m momﬂ.._%u S5 g E O
:m_u.kusouumoﬂ.a_amuﬁ_@o woap mi 239 ¢ 528
:Iﬁm_zomm.uolﬂﬁiw oK XS S8 = 22 g
o_éﬂmmmn_raram__aso_o____ o u B = cEEGE
m_.—_._._ELlL_'_u._A._uuﬁoﬂﬂo HLH..||., d.BOOG.m
= om R 4 F o oo N g spxsd EREgE L 5
.rlpA.__.LuonHMma.rol_ ol e & c & ®K § € g
& @ o KW T W oow W oE ) 3 8% g% S
=T o o3 T = S & oda=x S8 -89 3 =
= o2 K TF = armus
= 2o IT 3 M c 288 3558 ¢ =
GEdfar 6858 E3 $
s = B 0 ]
~
(]

i B o
53 o K w o
T s o s z1 o
= & LH 2o S W_.“x_.mﬂo_a 5
o X .5 Moo I o M 20 o 8
H.ul._||_|._INM _._._._HWWH.I.H o_______._._uo__”_ W
ou o2 o = N uy mdsm g
o N oo mo W am._mﬂn 4 £
-~ <X KMo Y A W A S
By oo gy W T W
T e 4 =T Aoy B
_ mxob T & M ogr B o g
~ L = o % =) H %o o oH
H ~ o = X oF U
=1 N 0 zr © ol . m o
io S o = = of = N . N g © &
or A._Onaﬂ ~ o N =z ol — Ko o=
ﬂ?.._l_./lﬂ_lnrﬂa._u mm__”_ﬂﬂlur._" = N o_.___l_.lll_h_l
wlnl.xm.Au ool = K= i} LI._._._.__._ONM
W YE R 3 M2 g W oo HoOD G
o B B wm R NO_EMNMM muﬂmMé:_Eo
mﬂuﬁ__._.rm.umﬂﬁ Soom K D sﬁ__._um,ﬂm_u._ﬂmu#
Ao OB D gy X G Al X0 ey O Ro B Og0 - um T U
o = 00 = _ ol o ML w K
oo E S o = 7 N = K [=) o gr R g ™ . o
R = T W%mo_muoﬁ Ho .~ o 4 B
T E oo SHE W oo fo 5 o gy m ¥ 2 g
m o FEa g PR = - o Wop g @ 23
z O — S 2 orl o = o w! wr sromrog O O4r s KT S
05 R w2 7z o MO OOF R [ N & K s 3
oauaﬂ._ulmqm moW._N_H.__.._o.r UuﬂA._mmoMo_ W,W
LAl E g ® PEIT T a0 e S 3
S me TEiSay IEEEEax g
i LT R B z = D Bl o — . mo < ol
= T H o Zp of RIogp W o N g N ol wn ML
4 xE__.Io_E_.m_ mmﬂnqﬂﬂxx Wuu.:%gaﬂﬂ
) Frrmag & wgeg
T o 4 m N HoE D @ AN
oon =X < = e g = XE L
= I.I._ll._o; - N — ofl
on X0 © ol 7 mqo 0 = wﬂ ol & g o oF.
40 <o 0 HO BEds RO
._A.om._u._“_xh EA.._E_EﬂAlﬂ.ﬂ Hmvl_.._ur_u____o
z 4 B W RO g s W
o_.ﬂ._r__.__ T3 <0 & Pl w0
= o T % 4w B R A= T
R o © = w2 E s iros Bl
Koy © = o 3! g H
mwoE o = u_ﬁﬂ.ﬂ& m W = B N
R % = = o o MmN = H O
H__i_./_l_ — . o KO A._HL
o RT3 = 45 3y <
[T oORD UL AT
K ™ > mom of
Roal 4 3l
3

8
upjuiyL InjAeld 2% SloleE 'T
ST



! Playful Thinking

JERS

L4z gte = 0[of7] - Game-making
Ligte] A 2So| 3E with Pixels Workshop
dIF &It Youngju Kim

August 11 (Sun) 14:00-17:00

"A pixel game story that | have created
myself! Would you like to listen to my story?"
This is a game making workshop where one can

[ I
LM AQe s D, XS 2Rt make a pixel game based on one's story and
A ojo|2 g3 share it with friends.

#7120 #TAM A E e #Game #Pixel #Storytelling

Zlalz x7}o| <mAMlZ OrE = 0|0}y : L}te] Al <Creating a story using pixels: Workshop to create
OlS7| 93&>2 AER|HIZIS SAOZ TM H|Q]  one's own game> by artist Young-joo Kimis a
OFS (9} 0|2 23St INS e o a8 0|0} workshop where participants are able to create
XtAlo] 0|0F7|E 'Bitsy'E &235t0] A ZM pixel games and shared them via storytelling.
HES3T, T 3PE0|A HQ0| MBS & U= Participants express their original stories
7|28l QAQ 22 oIS HC}. 0]0f as a game using "Bitsy" and learn the basic
AUolo|Zel HHE HH D, Bitsy 2L elements and rules in creating a game. They then
YZUES E5f| XHAI0| BIE A|QAS H2ESLT, experience the process of creating the game,

CHE 217 S0| OHE A L3t Z2{|0]8] HHA upload their games through the Bitsy shared
CroFst utAlo| H|AS MBSt T, MZ2o| MZES web platform, and play the games made by other
SRME= AlZhS 7HRC friends. They experienced various games and

share their thoughts through the same.

Everyday is
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STEP 1. ME2 & 29]7]

'Bitsy'7t €712 BitsyS 2t}

AYds HSI| M 2

Bitsy = EEES 7|2 = A|YS UEE LEAA E0|C AU
2HS 4= ALt o] E2 £F ¢

FER

HXH

, Ol AlZHoll Al g PtE =0 et 'Bitsy' 2h= £ Oldsts AlZte 7HEICH
4

| 2t Z7, ofulEt, ofold, MAES
©:

S32 Ys| MBHo|ats Holck. Al ot EHE 4 U= AlZEl 94k
EHASHE| D, M 37bR|2H MEE 4 LT, FOHST Ofo|HS NBHOE T Slojgx|e

==
232 1 w3t ool Al BHED BHol st £20| O 22E0|1 2akEQl HiMX] MEWHS
=
=

ra
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kl
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o
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e
mjo
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>
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oot
=

I
SolsiE D, oftH WAlo| AYS TS 5 ASK| &H M2SHE = AZHS 7HRCL

% Bitsy : http://ledoux.io/bitsy/editor.html

Aldoll et "uiF, otulEL, oo A"

e
Rl
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e
10
N
rhc
ikl
re
=0]
k>
Tl
A
12}
e
[N
rir
-

Fd =g o=

- i Z (Background)

A Z|0|7F BO{X|= SZHOICL 0] ZHS O EAH| FE5H=LIof

| ck2tA] of AIRIO] OfFH AIRRIX],

=
OtHIEH= Of'H WSS SMsHof 3H=X|, E21|0|0{= ofH AE2|E ZESHA X ZFEICL

- O}HIE}HAvata)

A koA E|0|E SASH= FHIE{OICH D™ E HHF tofl A Z21|0]0f= OFHIELS S3liM #2AlS

o
mpetstn, O|ME £#st= S, S S ot

- Oto| & (Item)

otolEHS Sl M, Edole] §7|1E Rl F7Lt, HME 2o
ot A etofl Mol AERIE HS SHESH S0 &+ A=

flet 2 J|2 el 240 Chigt O3S HiE

weks HAISH| fls] 2S TEOFILL, Yat

SoHM BTt A2 HMXIE HotAHLE, HoiES SiM Ed
FI15t0] RpAlEke| A S eHESHLEZACE
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! Playful Thinking

STEP 2. 35t E[0Isi 7|

L7t 2= AIYE 2RI EE &
A 2= AIYS itch.io 2h= HWAIO|EO|| YZESID, CHE MPEL S
Z817} ALt itch.io= AHAO| BHE AYE SR, H2Hstn, Ko
2 £ U= 2atel o] ] SZIOICH 3AZE SoF BhE B2 A
Qtoi| | BHZ, OFHEEL, OFO|H S2| QA= ofH ASS HEHSI AL A

H3E 2ak= 21|
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43}

0 in

X
0

rnr oo

HEACE A 2ofoll= HE Cefot
A E Chet HRLIEIS
O|X| 2k, L7} A" ol2k= o
i2= AlZts 7HCE

Critical Player

UIF(AMZ olE7H/AIY, QlE{HE|E OIE)

HIF EIh= Al QB MHE[E OtES| HEO| A Chet A mh7 Y HES 7|He = ZFES Foldict
CHotd Al ’IZhat SR E fle EUEFS UEE Ao HHE 510, MER BH MM =AMl AYS
HMZHstn QAT CiYet T2 HECL T &0 Fof 8 T S0|H, oixf A CIXIO|L{O|Xt OtE|AE
7ol ZzH Ztutet o EWENY ARCILQE 2Fst AL

Youngju Kim(Visual Artist/Game, Interactive Art)

The artist Youngju Kim embodies her work based on various game mechanic experiments at
the interface between games and interactive art. She is also interested in creating a platform
for alternative game production and sharing and is producing games as a new medium of
expression. The artist is involved in various projects and workshops and currently runs the Loop
& Tail Studio with artist Hoyeon Cho, a game designer and artist duo.

Critical Player Playful Media

Everyday is
yday 69

Supjuiyr inyherd 2% ElolE 1

2ER




:
£
i
2




Ol Hote UMY
gfﬂ‘:’ﬂﬂi A g3 0bgA 231 N
20| xt2tgnt>

o st 4 8- R

name
ety

720 REL Y wAiE,
RESORE A a0
el Faa




ojl
& @ 0 e
ojg2

L 0 &b

oj#3

- @0 @
0

ojgl1

a @ 0

wainizz

- @0 @

WKl
0




2. £Y|0|E 2{Y Playful Learning

=
ol

ne
=

oz
e

Content

Location

AXt Medsigol J|S0HHIE Bsta Mlo|H EESS Sall st ofFtd[ojet H3E
2019. 8.17.(£)~10.11.(E)

ot7tto| 8.24.(K), 8.31.(E), 9.7.(E), 9.21.(E), & 83]

34 9.28.(E), 10.5.(E), 10.12(E), & 3%]

N15 HO|HAHO| A, MEL 23157

Academy and workshop to explore the technology media of the Fourth
industrial revolution and express it through maker activities

August 17, 2019 (Sat)-October 11, 2019 (Sat)

Academy August 24 (Sat), 31 (Sat), September 7 (Sat), 21 (Sat), total 8 sessions
Workshop September 23 (Sat), October 5 (Sat), 13 (Sat), total 3 sessions

N15 Maker Space, Cheonjangsan Woohwa Theater

'mlo|FH 2] Ak, 'AtERIE W' S3t

ug iy
22|[llEfjo|M ug 20/ 3 12| Eeir 7|E
v
DRAWING! 3D 23 43| 3D 243, 3D CAD, 3D ZzlE
of7tH[o|
PLAYING! I|X| 2 HFE 43 Z4E HIM, OtF 0| =
v
EY0|Z 0|Co }3E  FHAAL EEAY 33 HEAY, Mx|(Fol)
g EHi

N15 Hjo|7{AH[0] A
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Critical Player

Understanding the basic
principles of technology and
expression

Junhee Jo

Team Leader, Maker Contents Team, N15

{Playful Making) is not just a technology
education program that teaches technology
media. The core of this training is a program
to teach students how to understand the
principles of technology media, explore them
based on these understandings, and create
their own technology media. We live in an
era providing various discourses through
technology, such as the "Fourth Industrial

Revolution," "Maker's Era," and the "Internet of
Things." What can we say about this diversely
changing age? We are living in an age of change
where the technology of today can become

an obsolete technology of the past. Media has
changed from paper prints to internet articles,
and there is a possibility that there will be new
media tomorrow. By focusing on this possibility,
the workshop was able to train the students to
examine the inside and outside of technology
media with the subjectivity of change, not the
superficial knowledge media.

N15 is conducting a workshop for the
planning and operating of a maker space where
multiple maker activities are possible. This
training program explores technology media
using equipment and knowledge possessed
by N15's maker space, and aims to become an
educational program that develops the power
to make one by oneself. Although the tools,
production equipment, and coding programs
that are mainly used in the maker space are
not yet easily accessible for participating
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students, they are able to learn the location
and method of use and directly touch and

try these useful technologies. They were
inspired to express themselves through these
tools. In addition, as part of the "space of the
network," one of intentions of maker space, it
is designed to allow both the youth and their
parents to sympathize with and share the idea
of convergence art creation education. They
saw that it can be a tool of creation depending
on the purpose of using the tool of technology
media, imagined the medium of the future, and
experienced technology media. Finally, they
made time to share and know each other's
opinions about the creations produced through
education.

{Playful Making) consisted of three
parts (two academies and one workshop):
<DRAWING! (3D Modeling)> where one
represents an object imagined in 3D space
and practices a modeling method; <PLAYING!
(Physical computing)> wherein one learns
how to interact with objects, bodies, and the
environment through physical computing;
and <PLAYFUL MEDIA WORKSHOP : Human-
scale board game> in which one uses
the environment to create games and
corresponding rules. Through this program,
| hope participants acquire the talent to
understand technology media and imagine and
consider the media of the future.
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DRAWING!(3D modeling)
Taejin Park

Project Director, Maker Contents Team, N15

The act of making things originally began with
weaving grass and soil and carving stones. As
times changed and technology advanced,
materials and technologies have also evolved
in a variety of ways. After the Second Industrial
Revolution, machines took the place of humans
and computers were developed. The Internet
was developed during the Third Industrial
Revolution and this changed the methods of
production from analog to digital. Among these,
3D modeling technology has no limitation on the
size that can be produced in a virtual space, the
materials that can be expressed, and, ultimately,
the production from image to video format. The
commercialization of innovative tools like 3D
printers have made great strides in physical
production, making the impossible a reality.
The <DRAWING! (3D Modeling)> education
tried to enhance the understanding of the
keywords, "virtual and reality," by breaking
away from the existing 3D modeling education
method. It induced the combination of hand,
machine, and software rather than just software
utilization education. By moving the results
produced from handmade to digital media,
participants were able to verify the difference
in form implementation in reality vis-a-vis the
virtual world. Through this process, objects are
moved from reality to the virtual world and
thereafter brought back to reality. The various
mediums of 3D CAD, 3D printer, and 3D pen
were used for this activity.
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PLAYING!(Physical computing)
Jihye Park

Manager, Maker Contents Team, N15

In our daily lives, we naturally think, "If | want
all the lights in the room to go out by pressing

a button, what should | do?" and "If | want the
fan to run automatically when the temperature
rises, what should | do?" In the past, a skilled
technician could solve this problem. As a

result, budget and time constraints were
significant. Italian Massimo Banzi, who thought
about how electronic control can be achieved
without specialized knowledge in the mid-
2000s, developed "Arduino," an open-source
microcontroller board that processes the
information value received from an external
input device (sensor) and displays the processed
information value on an external output

device (LED, speaker and monitor). Thanks to
this principle of operation, it is widely used

in productions that interact with the external
environment. In particular, this characteristic
plays a pivotal role in "interactive media" and
is widely used in media art works. A system
such as Arduino, that controls input and output
devices according to coding values, used the
process of physical computing. Following the
launch of Arduino, various boards such as
Raspberry Pi and MicroBit were released, which
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can be integrated with processing software such
as Max/MSP. Physical computing is effectively
used in teaching children and the youth the

HiR= 2 o|Mo = stlS0| ZE S 0|83 concept of interaction, because code, a language
SsSHol Axtg & £+ UL E RECL $9 composed of rules and grammar, is produced
FHZ 'Lt B2 22 UEI|'E & 43800 2N here in a physical form. This <PLAYING!
TIgiCt, ofs| ktotct 20| SEsH= Hst 2B-E  (Physical computing)> class was organized
AMHstn H3t £0|M S 5= 2, B, 24, differently from the existing Arduino education.
AE 59 JI9EE MHEH 2 FHZE AE It encouraged students to create actively
SIICH OFFO| L & HiRE AlZtol= Q1Zte] 22 using coding, beyond learning a programming
7120l tH8 &= MM E= BES 0|83 2R language using the method of "storytelling."
ME 228 gD OfX| 00 M CHE 242 The theme of the class was "Making a Robot
DE N 2 ZHOR LIt B2 222 MERLE. Like Me" and there were four sessions in all.

In each session, students watched a movie

clip with a robot, and selected keywords such

as emotion, facial expression, sensation, and
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communication were mentioned in the movie

as the subject of the class. When learning
Arduino, they used sensors or modules that
corresponded to human senses to create details
of the robot and combine all the parts made in
last class. Finally, participants made a robot that
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Human-scale Board Game
Jihye Park

Manager, Maker Contents Team, N15

The <PLAYFUL MEDIA WORKSHOP: Human-Scale
Board Game> workshop, the third process of
{Playful Learning) , is a class where students
create a game board and game horses on a
human scale such that real people can get inside
and play the game. If the media learned in the
previous 3D modeling and physical computing
classes were created through electronic devices
and screens, this workshop is an education with
a strong empirical aspect wherein participants
not only experience the display area in which
play is limited but are also allowed to go inside
and play by drawing it in the real world. This
process attempts to elicit an experience of
expanding the senses that travel between both
the virtual and real spaces.
Classes consisted of three sessions.

For the first session, ideas were obtained at
{ZEROLNE DAY) event held at the Hyundai
Motors (formerly Wonhyo-ro) service center in
Yongsan. The second and third classes were
conducted at Cheongjansan Woohwa Theater
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Content Hackathon of making a play in which one expresses the principles one

understands using a body

Date October 19 (Sat)-20 (Sun), 2019, 10:00-18:00

Location  Yongsan Digital Blacksmith Shop
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Expressing how future
electronics work by body
and play!

Jihye Park

Manager, Maker Contents Team, N15

Hackathon is a compound word of the terms hacking
and marathon, and refers to a competition in which
ideas and results are produced for a limited time. The
Hackathon program was conducted for 25 students
and lasted for 16 hours between 10 am and 6 am for
two days, October 19-20, 2019. The participants were
middle-school students from first to fourth grade.
Regarding the hackathon <Making Together Day!>,
N15 abandoned the existing theme of hackathons
which used equipment to build hardware and
proceeded with the exotic theme of "Expressing how
future electronics work by body and play!" The aim of
this theme can be broadly divided into two concepts.
First is "analyzing how future electronics work' and
the second is 'expressing by body and play!"

The Hackathon was an education event that
developed student literacy on machines and technology
as well as one that gave them a place to experience

BMst= "theater" in the field of art created by cooperating with
Bést= 20N o &X BEH S 0|B0{LiD others. In addition to analyzing electronic devices,
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presentation by writing a play and expressing the same
through acting. The aim was to enable students to feel a
sense of accomplishment.
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3. E2j|0|Z Hlo|Z Playful Making
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A 2019.10.25.(2)~2019.11.9.(E)
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Content  Exhibition & Education (Showcase) Program where one can see the process of the last

program, the creations of the participants, and the experience-type media art works
Date October 25(Fri)-November 9(Sat), 2019

Location  Seongbuk Children's Museum

HA Bg(&Al0]2)

- HojxtS2| Tt Hat

2 - 42 1ot ghMlsh= <It's Playful Day!>
- O|C]o{OtE 7 =il

- S20I2t FMst= AEE|HY u

1% o

=tjo], 222 Play, ground!
Y2 Seongeun An

Curator, Seongbuk Culture Foundation - Seongbuk Museum of Art

<Playing Together Day!> was carried out as part of
an exhibition and education program where one

<Playing Together Day!>= [lEveryday is
Playful Medias 2| 370 1S T2 3 3PH0|A
THE LHES MAX o= ZUSID = =

M ALl A
e 712k L

=l X <|t's Playful

can see and experience the contents of the three
educational programs of TEveryday is Playful

Medial as a whole. In the exhibition, the results
from the course and <It's a Playful Day!>, media

HAl9t @l Ystoz

=
A
= B M Lrs g
e

A

Il Qict. &
Al

art education contents researched and developed
during the project period, were introduced
together. For this, Seongbuk Children's Art
Museum(Seongbuk Museum of Art annex) where
<Playing Together Day!> was held, providing a
media arts education space where visitors were
able to enjoy and experience the works according
to their preferred method and time. Since the
last program was conducted in the individual

. space most suitable for the characteristics of each
*9| curriculum, it was also the first time that the
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HA|l&1F Playing Together Day!

3. E2j|0|Z Hlo|Z Playful Making

S ojZlo|0|&SRC = of2lo[-HAEE LIt ol
SZHo| ChA §ASH RS AQIX|Hof| S0{M HME
07| 2Ho|ct Xt 83 JH2t o|= &S| WEZ0]|
Eoi1 AoH, X9 ARLIE| L 2 XX
WOl HUSS AZMCE 0|23t A2t HIEOR,
2 AE Soff TAs A7, WK LHBS O B2
O|Sm LHw7| glet Aot Z2 e MUt
JF stibs H-7Heol| Fofet OjC|of OfE[AE
H4-S ETte} O|C|0{otE 37He SE{EHAN
ol&1t 71&0| 8E MAE & o AtMIs| S0t
2o o|slish 2= HE W|o|1, CHE StLt= FH2IE
'S20|'0fl cHE AAS WO R S AER|HRIS
SHOE Y=L

<Playing Together Day!>£= T A|2t
K0 FEE|7|HCt E|0|E flEt &Ho=2
EXSL7|E B|YstH S22 FUUCL BXIEO|

Ih

e mat <Z30|, AELE !>, <Z2j|0] 2}0|E>,

1

<Ezo] R8>, <E2{|0] AIRE>, <—31I0I Etel>2|
=MZ THE <It's Playful Day'>°| 570 g
ZHXE K2 H|

CERSIEN
HAIZ oo X8
Ze

o Tl
A7} 3H—f9| 33
FYSHICE 2 a2 B
YojLt= B2, 'Eajlo] a2t

2|1 oto

results of all the processes for "thinking, learning, of2]/%2 A2 ohLb AL & off, 3240] F[sHof
and making" were gathered in one place. SH= MASH UM T} Ef £} B El 27H0] T QS|

Seongbuk Children's Art Museum, the first ojo|ct. o[ <Playing Together Day!>=
public children's art museum of an autonomous A MO HENEA O et} A5 X
district, is a specialized art institution located in ASHSHCHT MZFEIC)H
a culturally marginalized area where art spaces 'Zajj0| DBIS o) UM HERIS S
for children and young people are small. Visitors o|3o| 7K SIS ofsy3t =, Mo T
have been steadily increasing since its opening in

FHMOZ xpATte| B HBS TYUCH

August, and it has taken the first step, with broad
support in the local community. Based on this OIROIM= FeHE =L E7F Oz, 2240l Ot
situation, the museum organized exhibitions and Sh= ZHE o] ZH| S| MEH| Ed=l= 0[0F7 |7
programs to share the research and education O[o1 % %2 Liolet BHAIgI0] B Zstx| 2t
contents of this project with more people. One of E712 ZEo| =S Ao|ct. ofZio] &2l ojC|of
the programs is an experiential education program s ZZOE MO SHO|X} TEveryday is
that explores and understands the world where art Playful Mediay £ Z=H|stH TJ2{te SZHo|zt
and technology converge in detail while looking o AZICH
around the media art space with a media artist who A7|Z OjX = 0|23t O|C|o| B
participated in research and development, Subong 50| T} O[S EAA AHLE|0OF St BrS
Jeong. Another program focused on the storytelling QAS(QIM/SN olma} G S)0| BEE w7}
based on the imagination of the character 'Dongli.' aron| E6| J4ol0|Lt XS FX|o| Ere|ofAle

<Playing Together Day!> formed a space in 0f2{S EE0| BTt MR [2019HE C2lopE
the hopes the exhibition and education existing

4.0; Tt Z2 30 Z2 XAt ARl X%

as a collective environment for play, rather
&3t 7tsMo| O HHE

il A O]Of X Ltz o,
o0& Zio|ct. TEveryday is Playful Mediay
olMel Zent 7150], 0|5 2l AL X QI ot 2

—_ =17
g5t Hiztct,

than being distinguished from one another. The
audience who arrive on the 5th floor of Seongbuk
Information Library, where the Seongbuk
Children's Museum is located, first encounter

the results of the Hackathon and the space for
permanent education. As they walk along the
corridor, they find an introduction video for each
course and an infographic that guides its contents.
Then, upon entering the exhibition hall, they
experience five educational contents of <It's a
Playful Day!> which is organized in order of <Play,
Start!>, <Play Light>, <Play Move>, <Play Sound>,

where exploration, play, and experience can take
place. It, therefore, became a "playground.” In
addition, children play and experience the space
and make their own day.

In a short period of 12 days, there were
a total of 1,006 visitors, including the existing
participants. Group visits from nearby educational
institutions (elementary schools, daycare centers,
and other institutions) also steadily occurred.
Although the distribution is different, visitors of
various ages, including preschoolers, elementary,
middle- and high-school students, and adults
(aged and elderly) have continuously visited. When
one desires to meet various targets with a story
one wants to tell, one needs a space in which
the proper way and approach are reflected. This
<Playing Together Day!> is thought to have fulfilled
its role as a form of exhibition and education.

Visitors who entered the "Playground"
understood the rules and the environment, and
actively and subjectively conducted their own
viewing and experience. In this place, not a fixed
docent, but a story that is newly created for the
individual scenes that the audience faces was
carried out. It should have been an unfamiliar, but
enjoyable, experience regardless of age. This is the
goal as an open media education space and the
landscape that has been drawn in preparation for
lEveryday is Playful MediaJ .

Media education using new technology
media often lacks many factors (human/
physical infrastructure and research) that must
be accompanied given the characteristics of the
process of implementation and the medium
and especially in the unit of an individual or

XSS Ze6ted £ 1,006 WEXIL CHAZIQH, ) . - e
N and <Play Time> along the track reminiscent of small organization, there are many difficulties.
QIZ us7|E(xSstu, ofZlo|FE, 7|EF7 | S)o ) . . .
the playground. The creations of educational Accordingly, when the big and small support and
Mol EHi|RtetE RE3S| o|RO|HLE BEE i i i
participants that were installed on the wall of R&D such as 2019 Dream Art Lab 4.01 continue,
X8t OF=EHE] X.=. 1S5S TSH
CHEX|ZH O|#3 OIS HE £-5-1S2dS 28 the exhibition hall, considering the direction many possibilities will bear the fruit. | hope that the
sto] dol(Fd, = HE) S Crast Aol S of the movement, were designed to impart the experiences and records from TEveryday is Playful
o &HZ0| 0|O Lt Mt 5H= 0[0F7| = experience in whole as a landscape. It is the space Medias will serve as a continuous trigger for this.
Everyday is . . Everyday is
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MM &2 Playing Together Day!

3. E#0|Z mHlo]Z Playful Making

s
Education

1. O|C]o] OLE|AE H43 Zt7Iet 8] <It's
Playful Day!>2 Hi|HE HEH ng
<It's Playful Day!>= [20194%= EZI0IE
#4.00 AtAS SoM HpoHLE us
Zelxo|ct, o] ZHIXE M2t (Thinking),
i (Learning), BHE EAH(Making) 1S

D2 M CHEAE LHES HIRICZ EY0|1E

(Playful)t DlCioj2 748 @ B7to|ch,
ofolcl, %, BH, ARE, AIZHS FI9IER

2t 570 Mg PABHHLL 0] B2H2 B
AL WA Tt S8, N2 L2l
"I TR Ol ChEE 2212 FIWCE ofo| 52
MO A B £ Y= TP S8 Kol Hof
Cheh robst, Spvtel Mg Sof HZo| 20|18
OlSHBHEE AIZHS FHHCE WS 37t H2aof
MX|E B FAOIM OOIS T HaE KIprt

1. Experiential Education by <It's Playful
Day!> with the Media Artist Subong Jeong
<It's a Playful Day!> is the educational content
researched and developed through the 2019
Dream Art Lab 4.05 project. This content is an
educational space composed of playful media
based on the contents addressed in the Thinking,
Learning, and Making educational program. The
five sections are organized by keywords ID, light,
motion, sound, and time. Artist Soo-bong Jung
who researched and developed the space taught
the class on the visual sense of "light" and
"virtual world." The children had time to learn
about ultraviolet rays through tools that can be
easily encountered in real life and to understand
the mechanism through the artist's explanation.
The children and the artist Soo-bong Jung were
seated in an educational place installed in the
middle of the educational space. They talked
about various light types, media technology, and
works inside the exhibition hall.

—
' e 173/

¥

-

A

xe|Me =Y 2

xtel M2 sHglo] AMER|M AL RUACZE HOIX| 2= F

O
[e]

39 = 2=
A Z M)t O FAS Atojo]| £ RFOZ AtEHo| QIXIE 2 gl FH(Re| Mt xte|M)o2

o

Everyday is
Playful Media

116

rr

O[CE. SHZ2 AL

Critical Player

O|20{H QUCH 2|7} QIX|2 4 U= TFES JHE FIAZMTHE CH2A|, U2 HAHLHRIRIM) LS 2
(=91M) 22 =0 HO|X| Y=, 22| 0] HO|X| QX|BH TS| ERYSICE ZHEHS WS SR Hx]
SSHE KIME & 4 QIC ATHEZ0| QU S2HA| 9I0| £ E0|ZE EoICt, T2} KAt O
Za2jA] 90l 291 £ H[0|ZE Moiw}, 12|10 HOR Het 59 Hl0|ZE S WS WYMOZ 12l
J20f Bl0] HAL HEW F 53] FHMI LUMOR 12 JRASS HIFY SL| o W Yits
D&S B 4 ULk 0| KNS RS O I HAI YWLts 201, 0| S8 K2l QX2 4 ict

Ytk 5l Mool Xt0|§ LHER}

AN BERURO|, 2|7 EX| Rot= Woll= Kreldat Ho|Mo| Lt YUMo Z ofF KoM ES U=
SXE 710l 3tH L2 2 E =2 4 A= 01210 HEZ He[MOo|Ct AlSof Tojsta A= o2

¥ £ Hlws 2ot f2|= HMelM JtH2tE Sl |tz

]

rr

£940| OpR|BO R 'F|UE "3t FXIS BB HE ZRIYOR, Jhy M S0l 22l0] XIS
mlBi AZHS JHHCE JIYES ALSRIS| MA| SEUS UXIGH CIXY HAS KB THsoPA| ot
FRlOICk. I ES| YBOls SHYS AN £ AL FHl2t7t 23t ol Fulats a7tztol SRS
olAjsto] sBi0) Mot 7o| E¥S0| 0| SRIUol ufet M 4 U3 Bk 01N L2l oiciofe]
21218 oleHst, 215 0|CI0] HAISS 0183tol HA MAGIAS A2AHSS T MZAZ §HEBE

S ol 2ACL

2. 3202t st AER|HY W] 2. Storytelling Education with Dongli
<Making a Story'Adventure of Dongli'>
This workshop is to create a story of Dongli a

character appearing in the educational content.
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Dongli's story contains the concepts of input
and output and the processes in between,
making it easy to understand how the real
27 ol =~ UA| sHECE. world and the electronic world are connected

to each other.
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MA|&u ] Playing Together Day!

3. E2j|0|Z Hlo|Z Playful Making

Who is Dongli?

Dongli, who lives in the electronic world, carries 0s and 1s coming from somewhere every

day and becomes curious.

"Many 0s and 1s to the CPU, but what's going on inside...?" So,

Dongli begins his journey by following 0 and 1. Through this trip, Dongli saw directly what
happened outside the electronic world. When the camera's shoot button is pressed, a lot
of 0s and 1s came out, and this became a photo via CPU. After seeing this, Dongli learned

why he moved in 0s and 1s.
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