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IMSCC began in 2007 at the National Science Museum as a mathematical science creativity
competition(MSCC). Over the past two decades, it has grown into an international platform for
convergence education, bringing together students, teachers, researchers, parents, institutions, and
enterprises.

Since its international expansion in 2015, IMSCC has continued to connect participants from around
the world. Even during the COVID-19 pandemic, the event continued online from 2020 to 2022,
sustaining global exchange and collaboration.

In 2026, IMSCC celebrates its 20th anniversary and 20th edition at Korea National University of
Education. Building on twenty years of imagination, creativity, and hands-on STEAM learning, IMSCC
2026 opens the next chapter of convergence education with the world.
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Invitation

We warmly invite you to IMSCC 2026 as it comes of age at twenty.

Distinguished educators, researchers, entrepreneurs, students, parents, and all who share a
passion for convergence education,

It is our great pleasure to invite you to the 20th Anniversary IMSCC 2026, “Enlightening Imagination”
International Mathematical Science Creativity Competition & Conference, to be held at Korea National
University of Education from October 30 to 31, 2026.

This year, IMSCC celebrates its 20th anniversary. Over the past two decades, IMSCC has grown into an
international platform for convergence education, where mathematics, science, engineering, arts, and
technology come together, and where students and teachers from around the world share their
imagination, ideas, and creative challenges. Now, as IMSCC comes of age at twenty, it seeks to take
another meaningful step forward: to become a more mature educational forum where the next
generation can responsibly design the future of our global community and connect diverse cultures and
perspectives through peaceful collaboration.

The learning that IMSCC pursues is not the mere memorization of knowledge. It is learning that
begins with the hands, resonates with the heart, and awakens the mind. A small structure born from a
child’s play may grow into a student’s inquiry, a teacher’s classroom practice, a researcher's academic
question, and eventually future-oriented educational content and programs developed by institutions and
enterprises. IMSCC 2026 is a festival of convergence education in which participants of all generations
can take part—from young children and students to teachers, parents, researchers, entrepreneurs, and
senior learners.

Today, the world stands before complex challenges: artificial intelligence, robotics, digital
transformation, the climate crisis, war and conflict, and social inequality. In such an age, education must
be more than simply learning how to use advanced technologies quickly. It must ask how technology
can be connected to the lives of human beings and nature. It must explore the direction of sustainable
development for overcoming global crises together. It must also help people from different backgrounds
cooperate and create a more peaceful future.

For this reason, the theme of IMSCC 2026 is “4Dframe X Embodied AIL: Play, Create, Interact!”
Artificial intelligence is no longer confined to screens. It moves through structures, responds through
sensors and robots, and creates new learning experiences by meeting human hands, bodies, and minds.
Yet what IMSCC emphasizes is not only the question of “how intelligent Al can become.” The more
important question is this: Through Al, how can we learn in a more human way, coexist with nature,
and understand one another more deeply?

As IMSCC turns twenty, it will not simply look back on the achievements of the past two decades. It
will open the next twenty years of convergence education together with you. Through IMSCC 2026,
Korea National University of Education and the Foundation for the Advancement of STEAM hope to
create a meaningful opportunity for students, teachers, researchers, entrepreneurs, and educational
institutions from around the world to learn, collaborate, and explore new possibilities for future
education—where advanced technology, humanity, and nature can coexist.

We sincerely look forward to welcoming many participants from Korea and around the world to this
meaningful journey.

May the 20th anniversary of IMSCC become even richer through your hands, your hearts, and your
awakened imagination. Thank you.

IMSCC 2026 Co-Chairs

Shin Kee-Hyun Cha Woo Kyu
Chairman, President,
Foundation for the Advancement of STEAM Korea National University of Education



LICE.
O] Xﬂ

3

°

& Fys.

r
L

2=
1= H EEeEA

a5t

s}

S}A 7] 1

1 9l

M*E—L]E]_ 9 ,
o] ¥¥E e

A2
il

Moo
110_.unemﬂ n.u
= Moru = o o &
O o X ogll_ﬂué v R
£ 5 RCH Y T 0 S
mﬂﬁuwmq__o ]X_._,Tju Hﬂ,muor.o|.m_. o T BN
igist T 7w rTgNE
e,ﬂﬁrﬂxﬁ ﬂfrﬂo_a ﬂo%ﬂmﬂ wﬂoﬁémw Wmﬂ
- = ny .7]0 = =
%_@ﬂ,ﬂm R 1,1rwcum __o:,ﬂamx T .
= o or llﬂlx 7,.raC,uAl ~ 3 0o H+ I,mv,ﬂ
C],He ol Yoz ._.l_.ﬂww__os ,A_ao x A___umﬂ_._._._
SCIC Jo g T T 5 BB = y ) b o|
Jo X 5% o :
T mol%x % 27 % %iﬂﬂqo_b%.@
SR e i Hﬁﬂmﬁmme_é
ﬂr.k}ﬂﬂa ﬂrwgéé < ﬂaﬂ,L_o%__% oo
Y < ¥ w e 5 . = J oH WK W T 60
Ldoﬂ_OL_Ldui Wimﬂ mﬂo_7ﬁe, ol ¥ A ° P
TR ERC CR w 1}100_:_@1141&2
R Ve b T R P
%di%ﬂﬁ s nwE S w T pRCa
_nnlmpro@-lgoo [ = émﬁe._o ﬂ.zto&oo = =
o g ..r_.n L_,_ﬂl L_L_maﬂﬂ] Ul,mo_u.ﬂﬂ .__.%]Ltu
%Eﬂ,ﬂxﬁ, - > T of A_jqw_wmﬂ o B &
i E_Ez_u@m T a®l iEAT&AOq 5 Thn gL
q,olen_ﬂDuon oy W_A,:‘ mﬂﬂ@uﬂ Aa.__.L_L}roE‘L_Loﬂl
aueuiﬁuh ) a "W j ﬁrW,Wﬁrﬂué
ﬁomjl.“mﬂ - w__w‘.;ﬂ_ ﬂAlO Oﬂﬂr.ul 1_| ,EEL_LRO‘I,_I.UIOHZ*L]
m;oe_}a LT W C) 5L @a}ow = Ho -
o T = E PE LT .ﬁoﬁﬁﬂﬂ}o_ogﬂ@_o
2 1__0 1_m_—u o ﬂ_/_H ,P.II! ,rlI! _Mo_._ M o [ N ...ﬂo dux_
T o, K . 4 : a O g o BB }Ag}ﬂ
%ﬂzﬂzw Jo < — ﬂﬂﬂE e B g A
o i L X oy T W oy O o - o
L_LzToLo_LEmAE oaﬁmﬂﬁmz E_aﬂd\mmﬁoﬂumﬂc_m]ﬂ%}AM%
273 " — © o N Ey J
Mzowmoﬂ% ﬂm%mﬂwl o,aoﬂom,.ﬂ%oﬁ7a€ml1ﬂ%wh1_wéocx
7mﬂ<x%£u£ﬂu.§%w og,mﬂﬂﬁﬂu%wm%@@n_%zL_OHA_E@
NI T B i aou:wiprﬂ w2 ﬁao_aer_,_ﬂﬂ
ﬂMmﬂM%%ﬂmﬁﬁ,m B R IE @%ﬂ@%ﬂﬁ%ﬂ,ﬂo
aﬁ_zlﬂwo% _“%L.mﬁﬂlﬁ%aum_g_ @J,%ﬂﬁ.az_.ﬂ.},
ueme o o w_LAT__boEnﬂ ™ %ﬁ%z_.w_o7ﬂ r o))
%dudlic%oﬂtﬂ_,%obﬁﬁﬁﬂob&lmléﬁ Waamwaouwm
r N ~ o] ..nﬂ.l
wlr_m_im.llo%]ﬁ_m_w Wﬂrum mzﬁo_u.@o}ﬂ%_non_.&.otmﬁo
o ML = ° " _ mr = = ol o o- .._Hn_ GIA o o} A~ N oF <}
mamuﬁ,_@iugﬂ%}a@eﬂaz%@&ﬂﬁ@cﬂf
Y MlmmL_Lﬂwéuzﬂov%_.,ﬂm._o ﬁowlmﬁ
oﬁoﬂdﬂﬂ@%%uﬂ%ﬂﬂaﬂ%ﬁMqﬂé
© el s ,_..rl._mlo 71_1F1w._o_
Xﬁmﬂ.le;oﬂ _U,.w_m;o.._lq,l
Aﬁdﬂulﬂmﬂuw My X T
T Ow o)) v_o.m,ﬁorm._o
mﬂﬁﬂwuﬁdl
Ow:L



oW 2059 YL thed 2L WES AAC S, IA, AT, 79, ZEAW, A9
Asier 7 Wrnd g
AR, L Al T
o A9 A B T
A, 5ob-etgohola )
% et

ol
ol

AEStE AS2 g, Al9] ¥EE olsfsta FoHer FH}

=
=< oJEA st Z2AE QoA 4ot Qe HiFo® dZdE

AR, £0 WAL Btgow Lru, AL et AW oD A ARl e, A=A
AFT, vl AT oojd £ YT
A, %%71%% @] Qiztzl A, NAAHY} AT AHAT A&A5eA FEE 0

OAA, A=z g Ut —'—9} Aldiel &oFo] AHE2 ofEA HakEA dEstd 359
EAE st FAA w9 BHAE s 5 A=7H

IMSCC 20262 ©o] AEE°l sty HAdEZ AASHA FEUH. Q5|8 tfet JF7AE0]
Zhzto] AY, AMAFE. A4 , B3l w4 7RI 2o A2 E gy ul
A2 AFEUS. 42 AES Wy 2= sEgvto] ofyg, WA A oA dEE
I, OE AR A4S 21, AHE 1A 7MY, AELR 7teAdS 3 ZActs ddY T

‘Play, Create, Interact!’= IMSCC 20269 A 7}A] H4 AA —?r_E]?qu}

g
N
W
i

=
Lol AfEe VML I, FHe AAe Tz Argom FHNY, AL A
B A%, AT A&, 71ed A, A AAS 2T o Aﬂ AR W v §Ew

e

Ol

o

I

P &5 9ol mdE HAAsts ol gyt
T ol ® IMSCCe AW 2099 A#E "igor o 2089 §FuES AAS 3
o7k A gUH. 4Dframe x Embodied AlZt= FAl& dAd7leS ALEA &
og AZsiy, AAy FESHL, FHIEA FAYcte vdnES FE 2HdYH. IMSCC
20262 11 W0 §ESte ZE AEEY A4Ed dde 798y

Ho

> o

ruz H>
f:

s



Z=H|
ol Al ECLAE 7O § BAL 3 hands-on STEAM) B5E Al Atfe] vl 18, 2124
T, AL ISIHTS AP o 28 FUT WL TR UST, SNYS AR, A2k

YuplEzdAtE woh 2gst] PSR TR WSS S AE S FET,

4ADframe x Embodied Al: Play, Create, Interact!

ZOZH Y x HstEl QSA|s: =1, WS, YSEESCH

Plays HR2S B SO0 S

Hi2S 2|ofgh|Ct.
Fo] S04 B ANE FHYF G 5, £ B

= &9 NEE Ay

Creates #&/M T18M giz|o} oM AM2g Fx9 AAHOR Foists Hxg
olnfgtLct.
Holx] gh= GRS FEFo] Hi, FEL g F¥F FE A 90 F4T.

Interact= AtEL, A2, 71&, M2l XjQ0] ME HE5tn AZAE|= DljuKel Ut
2 2|ojgh|ct.

AFA 5T FIeL AN AIE Heohe 7} opjF o Fe ojagl §E, B JErit FEE I}
SopA] e 28 WA EHolok g

g TR 2o
« A A5AsH STEAM =
- ZHzHYd 7t oh-dek-get §Y ZRAE
+ Aol 7=, 2E, WIEERYA, AIA 7EE sk
© AL NS FOA, g8, JAaT, viEE At EAEEY
« £0= YR upFo g L7|w YZ+Z 79+ hands-on learning
« S Fx Z2AES} u[HIF F7t
© ASTFsEAAS(ESD), 71FA7], A 5E, A= A A2
- SABI, 2R, d=olsiet SAEE 71Nt STEAM 25
« olgE1 W A" 7]go] Tus= Digilog 1S
« UG Aot A=A A"
© for2S I AT HTBALSS okfEE A A¥ sHELS
« St-tiehr|G 7[R A AT @A TEE SRS AEHA
« ALEZE-HolA W& T AT, T, AQY A& &
« 7]¢f STEAM A A7 A



Theme Statement

Convergence (STEAM) education in the age of Al must move toward learning
that thinks through the body, builds with the hands, and interacts together.

Artificial intelligence is already deeply embedded in almost every sphere of education,
industry, culture, and everyday life. Robotics, sensors, data, digital platforms, and generative Al
are rapidly transforming the ways we learn, work, and communicate. Yet education in the age
of Al must not remain limited to teaching how to use new technologies quickly or efficiently.
Education must now help learners understand the principles of technology, connect the physical
and digital worlds, and experience the full process of discovering, designing, testing, and
improving solutions to real-world problems.

The overarching theme of IMSCC 2026, “4Dframe x Embodied Al Play, Create, Interact!”,
begins from this educational question. Embodied Al refers to intelligence that does not remain
confined to algorithms on a screen, but is connected to structures, sensors, movement, space,
the human body and behavior, and social interaction. In other words, Al is no longer only
something we observe through a screen; it is becoming a learning environment that we can
touch, move, respond to, and operate together with others.

4Dframe serves as a physical language that makes this kind of learning possible. Through
4Dframe, learners can transform invisible mathematical principles and scientific concepts into
visible structures, design those structures to move and respond, and confirm their own thinking
through their hands. In this process, a single line becomes a structure, a structure becomes
movement, and movement becomes a new question. Learning, then, goes beyond the simple
transmission of knowledge and becomes a living process of inquiry.

This form of learning embraces all ages. A young child's play becomes the beginning of
exploration; a student’'s making and experimentation become the foundation for career
exploration and future competencies; a teacher's classroom practice becomes educational
wisdom; and a researcher's question expands into academic inquiry. When enterprises,
institutions, and local communities participate together, education no longer remains inside the
classroom. It becomes connected to society, industry, culture, and the world of future careers.
The convergence education envisioned by IMSCC 2026 is not education for a single generation
or a single field, but open learning in which different generations and sectors learn and
communicate with one another.

The future we face, however, cannot be addressed by technology alone. Today, the world
stands before complex challenges: the climate crisis, ecological degradation, war and conflict,
social inequality, and educational gaps. Convergence education in this era must not simply
encourage the faster or wider use of advanced technologies. It must ask how technology can be
responsibly connected to the lives of human beings and nature. Artificial intelligence, robotics,
and digital technologies should not be understood as tools that replace humanity or dominate
nature, but as a means to uphold human dignity, coexist with the global ecosystem, and enable

peaceful cooperation.



Therefore, the theme of IMSCC 2026 is not merely an introduction to Al technology. It is an
educational declaration that asks: How should human beings learn in the age of AI? How
should technology coexist with nature? How can different cultures and generations collaborate?
How can creative outcomes lead to meaningful action for a sustainable future?

As a 20th anniversary event, IMSCC 2026 invites students, teachers, researchers,
entrepreneurs, educational institutions, and local communities around the world to reflect
together on the following questions.

First, how can we move beyond education that simply “uses” Al toward education that
understands the principles of Al, creatively embodies them, and applies them responsibly?

Second, how can mathematics, science, engineering, arts, and technology be connected as
living learning experiences within a single project?

Third, how can learning that begins with the hands, resonates with the heart, and awakens
the mind lead to lifelong learning, career exploration, and the strengthening of future
competencies across all ages?

Fourth, how can advanced technologies contribute to a sustainable future in which human
beings, nature, local communities, and the global ecosystem coexist?

Fifth, how can people from different countries, cultures, generations, and fields cooperate
peacefully and create an international learning ecosystem for solving shared challenges?

IMSCC 2026 does not seek to provide a single answer to these questions. Rather, it aims to
become a place where diverse participants gather with their own experiences, imagination,
knowledge, technologies, and cultural backgrounds to create different possibilities together.
Creativity is not merely the ability to find the fastest correct answer. It is the power to ask
questions in the face of unfamiliar problems, listen to the ideas of others, revise what has
failed, and discover new possibilities together.

“Play, Create, Interact!” represents the three core principles of IMSCC 2026.

Play opens the door to free exploration. Creation transforms thought into structures and
systems. Interaction connects people with people, people with technology, technology with
nature, and local communities with the world. When these three principles come together,
convergence education becomes more than an activity; it becomes learning that designs the
future.

Now that IMSCC has reached its twentieth year, it seeks to open the next twenty years of
convergence education with the world, building on the achievements of the past two decades.
The theme “4Dframe X Embodied AI” is an invitation to future education that helps us
understand advanced technologies in a more human way, thinks through the hands, coexists
with nature, and cooperates peacefully. IMSCC 2026 awaits the imagination and practice of all

who are ready to respond to this invitation.



Theme Description

This theme focuses on connecting hands-on STEAM activities based on 4Dframe with
future competency education, career exploration, and education for sustainable
development in the age of Al Participants will create structures, design movement, and
integrate sensors, robotics, coding, mechatronics, and digital tools to realize “thinking
structures” and ‘responsive learning experiences.”

4Dframe x Embodied Al: Play, Create, Interact!

Zoj=g Y x HtE ASX|S: =1, =N, Y3 EE5ICH

Play refers to learning that begins with free exploration and play.

Through play, participants are encouraged to try without fear of failure and to
discover concepts through their hands and bodies.

Create refers to the act of transforming mathematical and scientific principles,
together with creative imagination, into structures and systems.

Invisible ideas become tangible works, and those works become the starting point for
explanation, questioning, and improvement.

Interact refers to the direction of future education in which people, objects,
technology, society, and nature respond to and connect with one another.

Advanced technology should nor be a rool that separates humanity from nature, but
an educational medium that enables deeper understanding, cooperation, peace, and
sustainable coexistence.

Suggested Subtopics
* FEmbodied Al and STEAM education

*  4Dframe-based projects integrating mathematics, science, and engineering

* Moving structures, robotics, mechatronics, and sensor-based learning

* Creativity, collaboration, communication, critical thinking, and problem-solving in the
age of Al

* Hands-on learning that begins with the hands, resonates with the heart, and awakens
the mind

* Student-led projects and future competency assessment

* Education for Sustainable Development, climate crisis, ecological coexistence, and
global problem-solving

* STEAM education for international peace, cultural diversity, mutual understanding, and
global cooperation

+ Digilog education where analog learning tools meet digital technologies

« Strengthening future competencies and career exploration

* Convergence education across all ages, from early childhood, elementary, secondary,
and higher education to lifelong learning

* Educational ecosystems created by schools, universities, enterprises, institutions, and
local communities

+ Sustainable coexistence among humanity, technology, and nature through Al, robotics,
and maker education

* Other open topics related to STEAM education
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