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[Abstract]

This study conducted a 10-week training program for prospective teachers on artificial intelligence based makers and investigated
case studies and satisfaction levels. Scratch, ML4K, IBM Waston, and LEGO WeDo robots were used as tools for educational activities,
and artificial intelligence based maker projects were carried out after conducting software literacy education, robot literacy education,
maker project, and artificial intelligence literacy education for two weeks each. Three types of machine learning techniques were applied
to solve problems in fairy tales as a result of the study: speech recognition, image recognition, and text recognition. And the satisfaction

nn

survey showed high scores in all areas of "education purpose and content," "education method and environment," "professor learning
activities," and "education application and expectation." The short-term study showed a good example of giving prospective teachers a
positive perception of artificial intelligence. It is expected that artificial intelligence will be able to provide more high-level

problem-solving project experience in connection with existing SW education and STEAM education.
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Table 1. Al based Maker Education Program

| Week | Category Contents
SW . )
1-2 Literacy Practice of Scratch programming
Exploration of principle about WeDo
Robot | robot(a gear, a pulley etc)
3-4 ;
Literacy ) i
Connection Scratch with WeDo
Make a garbage collection device by
Maker using WeDo robot
5-6 X
Project
Make an electric wheelchair using robot
7 Al Lecture about Al
Literacy | Practice of ML4K, IBM watson
Al Maker | Design, Creating, Implementation and
8-10 ) ) !
Project | Sharing project
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@ Problem Situation

A man who came out confident that
he could walk on land, but the

turtle did not know what the rabbit

|| looked like because he lived only in
’ the water. Thus, the Dragon King
#| called the legendary painter of the
palace, and if he could help the
i painter describe the rabbit, he could

get a liver. If not, the Dragon King

will have a different fate

® How can | help a painter?
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Fig. 3. Empathize Step
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Al-scratch interworking and Wedo robot to help the artist's paintings. What
does the ear of a rabbit look like to the painter? Where do you usually live?
If you answer the same question, the
intelligence, the artist will draw on the artist's machine, and the result will

according to learned artificial

be reflected in the scratch at the same time, completing the rabbit's ears,
eyes, and so on, and looking like a rabbit. If you help the artist to the last
minute, the rabbit's shape and place of life will be painted by a famous
painter and you will go aut of the palace to find a growing rabbit.
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Fig. 5. Creative Step
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Table 2. Al Education Satisfaction Question

category question
Ec;)tt(iggzgal ® | am satisfied with what | learn in a Al class.
and @ | was able to understand the Al lesson.
® | want to learn more Al class
contents
Training @ | was able to use enough materials to teach
method and | Al

environment | ® | could learn a variety of things in Al class.

Tez(r:]glng ® | was well involved in the activities in the Al
Learning %aISZﬁ'o ed the activities in the Al class
Activities 1oy
Training | want to use what | learned in a Al class.
application ©® What | learned in the Al class was helpful.
and | want to solve my life problems with

expectations | educational tools | learned in Al class.
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