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[Abstract]

Using the extended technology acceptance model, this study aims to quantitatively analyze the user experience
with the <Prayer for Life Metaverse>. In the case of Perceived Usefulness and Perceived Ease of Use, only
limited detailed factors have significant impacts on the degree of satisfaction. The degree of satisfaction has
positive correlations with the degree of immersion and the variables of Behavioral Intention to Use Metaverse.
Although <Prayer of Life Metaverse> sophisticatedly remediates <Prayer of Life Special Exhibition> using
digital technology to provide visitors with the sameness of exhibits, exhibition circulation and interaction method,
the metaverse exhibition does not acquire the same value of the exhibition. In conclusion, <Prayer of Life
Metaverse> cannot replace <Prayer of Life Special Exhibition>, however, it has the potential to offer learning

usefulness to visitors with low accessibility to the art museum.
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I. Introduction

2020 I =1} 199] shitat oA 442 HIRS 2E
Foollx  Oxg  Hgto]l  JIESIEWA,  OEHA
(Mataverse) & ‘@Alof] HIE-S & 258 3D 7|&=2 7}
& AAE F-lsl Wi, opbfelel 22 OX|E OIRjxtE
S0l FAe] AJeAtgo] Vst AARLE ZHE 229l
P oz osiE QIcH1].  oje7 &SR AG
(Acceleration Studies Foundation, o]} ASF)2 WEk
BAZ JPpRoR BY 2elx Ju ‘2exos
P TR §3O2 HOICH2. 3], Et ASF
+ UA 40t 8 g4, T2)u i Fh JEE 7]
FOo= HEWHAS 7V A, 574 @A, AE A7, 2ol
27159 f¥er sy, Y 7R {3l A=
TE5Y e FEHE gAY Jo=2 AY3ci4].
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24 Aot ‘MR gidgr Ao wef, A" EY
digital twin) 5 7] HH5, 6] AAUCH, AAIH,
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AR, RUIHEA, Heodd, &, A&,
 7HeAd, A = Sl Akl Al wet EEat
7R AEAIRIH8]
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II. Preliminaries

1. Related works
1.1 Museum and Metaverse
24 199] A7|ehs Waduledo] g ¥ |4%t
A 2 o 5ol A3t Fd= v olof dish o
S Yoreg oppo) WEd-ulsde VR 7]s 719 H]
o =k Al AfE9)S &l 22tel Al AFUAo]
of AEAT. AIH6HFE] HERH A0 Tofoh Fofz 9
kol wef, HE A S2iEl HAl sk ARl
‘OEr-gl=(Meta-Museum) [10]0] 5733800, ARSA}
oAl HeAgs  2YA AlH 7o) A
(gamification), Al5{Hdo] &7 AMB|AE AlEstal 9l
of. At HEA FAls emeiRlo] HAlE HEfHA
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ARl A2t & 4 ok FA W= 52091 (2222 2
4 49 71F)0] ol g5t I =
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7HA/S] 0]AQt ARRo] Asto] Ak Al HIAIA]
7t A Q. g AV B AAE E B AR
o] HARE JeArgo] 7Hsst, tofet AAEES &l v
Tl 2T 4 =S AlnuAo]do] ALE] I
[11]. 8t ofyet W& 9lofl S2p7} EQl 342 AAfstA
U sl glot Aol ARk 7HA B AltEat oA
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<dF 138 QIAIo|E(2021)>[13]9} <QA|al AFRIA(2021)>
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I H(APoV : Another Point of View) AA] ‘Lot W7t
OhE Al olEf A 5ol T 15].
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Fig. 1. Screenshot of Musee Dezentral

1.2 <Special Exhibition of Korean Polychrome
Painting: Prayer for Life> and <Prayer for Life
Metaverse>

Ualojoso] 7|Sleh <o) Atal: gho] Ajuat

Sur(olst Aol Fu] SEH)-L T AE sl o)
b Apate] BAIC) o2l it gl ojols
xgeta, ot A 2219t o2 Ao At
NEL 59 YT ASIHE AT 0la9] T5HS 2
s7] 9lat 2K 02 oRIselrkFie. 2)

Fig. 2. Posters of <Paryer for Life> and
<Paryer for Life Metaverse>

o] A= 19M171~20417] Zofl AIAFd Rletet o574
ot 2047] 2Rt ol & AAtE AR skt Zof, HARRL
Ao, 2ot 5 oet 29 800 Fof AES0] 6714
A9 Al Se= HYEATE oRE (A 1), & %ol
A HAKAIE 2), oA A skRskAIE 3), 2
YA 4), M7HolA: EAE = A7, 7] 5SHAIA D),
g Y, A 4k el 6).

Fig. 3. Screenshot images of <Paryer for Life Metaverse>
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oM, dAIE B 7iE olad 57 2 AEY] A A
it ol ol & FHE-IMY AF AA A G
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III. The Proposed Scheme

1. Research Model

£ AP <ge] &) ojep 2>0) ARgAL Z3Eo] ol
Azmog "ALsty, 23 Jd4E Esl 2549 HEA
o] 7|53 542 welos MAslA TYMo| ol EE
o F47 B5 0l ol Sof Sl $YeIS A5
olal, cheat Ze U 7Rle) AT BAlg ARk

RQ 1. L}e}ﬂqo] OIX|3} <Ajo] Rtu] EXAI>Q} <AYo] A}
0] TlEp 250 TR EUsrp?

RQ 2. lEfslA AAlo] et A e <o) Aol
olER 250 0)§ Emo] WES DRI
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RQ 3. 7ol QIX|gh <A39] Zhu] B A>O] {8
g2 ol B foJulet Fe UlAlE7H?

RQ 4. ¥=7Ho] QIX|gh <A39] Zhu] HERH A>9] o]&-
Bo]/d2 o] & =0 fojujgt d= ulxl=v?

RQ 5. ¥ o]g HI=(UEL, 2UE, H2T)s
<A3o] ztu] HiEpH A>0f] tish X&) S35 o] ] wof &
ojujst L UIR=71?

Feth A4 ZAIE Adsh] s, AES HE A
o] A&A W7 et HEfA o8 57] ¥ TEEET}
A& o] & ojrof Ujx]= FFH Y Al AH19, 20,
21]0A AR TlEA Rl At 2] siFshe EH 7]
28R (ETAM)2 AH&3IoU{(Fig. 4), Table 11} o]
23t A7 Aot 47 RS JIOR ol AR 7}
4 AUk 7)20o] Al 7|22 HE 2 58, o] §

Boh= o2l sigste F. D. HoH| A(Fred D.
Davis)Q] 7]&4-2 29 (Technology Acceptance Model,
1986, o|s} TAM)2 F. D. gloJu|A9}t V. HIZIE|H
(Viswanath Venkatesh)ol ©Jsff ‘&Atd 7]&480d
(Extended Technology Acceptance Model, 1996) 2
L= Qe 22].

TAM3t ETAM2 $Q1a} o8 B =0 Qlut UAIE
the SHOIM RARE 5482 AlWoy, &2 HEt
o A9) Aol 8 Bieol F= UlRlE R
S5 WY AN 299 £4% 50 22 AR
A WaE 271 2 7] hiZoll, ETAMO] B< ¥l
WIsPA AL Sl ZolS Bola 9lck. ofof & oAl
o] ollefu A Tt A3 719, 20, 21, 23, 241004
AFEE ETAM 947 30| AH8=i9ict. S5 ETAM 17
Do dlehiA Tl M3 A1, 20, 2310 7
L 28 olxl=l 9-8AM(Perceived Usefulness, ©o]st
PU)} QIX]¥ 0]-8-80]4(Perceived Ease of Use, ©l3}
PEOU),QIx]=l  7}X|((Perceived Value), ©]& Ej=
(Attitude), X|&A 38z o]& 9] (Behavioral Intention
to Use)o] 8 wiQloz ARRE|}Ict

2 A9l B <Y o] 8>S URE Vler
MHoi7heh et A HAl9] E4d2 ¥, Table 29F o]
Adsg Aol AR ETAM A1 ©&0) 29 WHelQl QI
e 7-878(PU)E QIX]E 0]-8-80]/(PEOU), ol Ef=
(Attitude toward Using Metaverse, o5} ATUM), A|<&
X S8z o]8 9]k (Behavioral Intention to Use
Metaverse, ©]s} BIUM)Q] A% ®HQlo] =it
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Perceived
Behavioral
Intention to Use

Usefulness
External Variable (V) Attitude toward
Using Metaverse —)
& (EXTUM) Metaverse
(BIUM)
Perceived Ease of
Use (PEOU)

Fig. 4. Research Model

Table 1. Hypothesis Settings

No. Hypothesis

HI <Paryer for Life> and <Paryer for Life
Metaverse> have the same value

H2 EV has a correlation with DOS

H3 PU has a correlation with DOS

H4 PEOU has a correlation with DOS

H5 ATUM has a correlation with BIUZ

2. Survey Design

2 A <AY9f Ah] HlEfH A>0) AR F7F B AL
|4t dd= A ol A= 2211 AHol[25]F &
5 MERAN2022.08.13)S AL o] ABH APL
<239} o] SEA>QF <AJ] fHo] HEfH A>S RE o] &
g ddE 72 Qle w9 Aot Haxor QE]
7] fizol, A HA] S eadt 5059 HEA
oAl HiefH A S3E A&l tigh ARl B2 AlsstH
A AERA] AoE 533t

A ETAMO] 9 WHolut e A Ao At
oM AREIQE AREAR dY w(User Experience
Questionnaire, UEQ)[23]0] ¥1¥E T}t ETAM S+ =
= 7INre R HEMA o]gojrof FZ tlxl= a9l
= Uz Aled A-H191E8F oYzt Al oAl Q44
oA, AlRA, wsA, folA 7)) E E8slA e A
AETTA=E e 4138 A-H26]9F HIEfH 2042 A
|4t Fee te A% AFH27I00M = AREEIIE HER
A PEIAO| YA S 94, 121 ETAMS 93
Qloz ojefa ERIx0] ot A Zaut welE 2g
[19][23]= =3T=]qict.

AE2RATO] E3tofl= 2JAHE 78 Ax(Likert Scale, 1
=019 BIstAl g, T-01S Solahet MY £
o] AFEI9L00], Table 29} Zo] 348502 PAEolct
(Table 2). UERA APEL Ve 2AT} T BHS
N 5 AT SRS W(p-value)2 53l 14

B AWASE B o] TRUS 2 2

b

‘O L
BEEAlY] o2 b ol AW
Correlation Coefficient)2 AAIE|QI 0T, o]& vlE o2
t-2ZE Ailst 7o 50| =55 lthFig b).
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Fig 5. x. Pearson’s Correlation Coefficient
and T-Distribution

Table 2. Components of the Questionnaire

Variable Elements
age, gender, companion, frequency of
Demographic | museum visiting, source of information,
information previous experience with using Metaverse
(n=7) exhibitions, previous experience with
using Metaverse
Content Property of the exhibition/Metaverse,
Property Preference for exhibition zoning,
(n=3) Metaverse value factors
U (n=8)) Usefulness for learning (UFL), Usefulness
for appreciation (UFA)
PEOU (n=4) Intuitiyeness, Interaction, Movement,
Function
_ Degree of satisfaction(DOS), Degree of
ATUM (n=3) immersion(DOI), Degree of fatigue (DOF)
_ Degree of satisfaction(DOS), Degree of
ATUE (n=3) immersion(DOI), Degree of fatigue(DOF)
Intention to reuse the Metaverse,
BIUM (n=3) Intention to recommend the Metaverse to
others, Intention to revisit the MMCA
Intention to revisit the exhibition,
BIUE (n=3) Intention to recommend the exhibition to
others, Intention to revisit the MMCA

3. Results and Discussion

<o) st SR>t <o) Atn] vlepHA>0] A
4292 vl @3t A, AR A0 S2(64.0%)T 294
£24(16.0%)0] ZHH ¥, K= 28(38.0%) L 63
A £2(38.0%)0] AJolE S4(20.0%)0lt A9 =4
(2.0%)oll vlall =7 YEFHITt. SHR|eE <Age] Zhu] S840
oF <o) zhu] e A>0] Al 2Ho] tjgh Aoes 2
5 A 3Rl AR shxet, 42.0%, 46.0%)00
AEEA

AR ATe] <ABQ] Ahu] S871>2} <A8e] Ahu] tEfH
2>0] tfgt o] & E=F vl gt ¥1= FA ZulFig. 6)°
OJstH, o] & H=(UHE X ZUE) I AIEA o8 oAt
(EiQlofl dish &4 A}, e =idtnled A 9
ADOIA <A39] o] SER>] dist 9] sE0] <AgQ] At
0] HlEpHASETE =7 AAE|QIT:. <A32] Zho| tef
2>0] S QO WO = Algitol] Algh glo] AA|

go] 7Hsdt o] 83/d(56.0%), HAlol Thgt oJsf FAI

(40.0%), A7t & Zgof sl 3714 o © JE g
(34.0%)0] =& H7}= E=gict ¥iH vkEA oo ol

wuow

52 53 ZUE WA(320%), Fe o B U oy
(22.0%), otutEle] W2k &5 RA(18.0%) 50] 9 =
9% 20l R /R ARgoE A|MElr

ntenti sit/ re

Degree of satisfaction s Intention to recommend  Intention to revisit MMCA

mExhibition (%) # Metave

Fig. 6. A Comparisons of Attitude and Intention toward
the Exhibition and Metaverse

U= FHME <A tho] SEA>0] <AY9] Ao
HEfA>0f vlol = v =2 =7 FIHE S Pt of
Ue} e} AARCE 2RI (66.0%)7} =9ITh <o) &ho] S
Ha>at A9 T et ASO] Oist 2% &S Bl
& 2w, gEAoR U AR EAE gloj(Total
immersion, 38.0% vs. 30.0%) > A|719] $E2 L7|A]
Z3Hengrossment, 70.0% vs. 34.0%) > AF= ZFAtof| A
Z(engagement, 82.0% vs. 38.0%) > =02 ALY
A, BE FEA AR 2} 50l HIER AT =9F
C}. BFH <AJo] o] HERH A(20.0%)>9] 7d-%-oll= <239
Zra] EEA1(16.0%)>00 vlsl A& 7 Bt B w7t
o] dgtoll A5she B0l oa =AUtk

e mre ZHoM s <42 ] HERH A>T} <AE9]
At S8R0 vlsh ==, ol2 <lsl HEfHA o]&-
AQAIZH8ET|TE  32.0%, 9-18%: 36.0%, 19-30+:
32.0%)0] L4 QAIZH30=20]9k 44.0%, 30-60&0]gk
56.0%)°1 vlsll oA oz et A9 fhu] e A>
o] 2o £ dRlozE 3D 31 o]zojut ot
ZFAIO 2 Qlgh AAA EH(38.0%), olHI¥ W52 &
SAE F45(36.0%), AHEAT BIZISHA] QIE{H|0]A(26.0%),
ot} A1) £5(24.0%), ALY sU/dog Qlst
A £3H24.0%) 50| 2= qlct.

<AJo] o] tefA>0] PU Qolof st vle A 2
75 A Re(Fig. 7), 3HaA S-8-4(68.0%)0] LA &
874(54.0%)0] Hlsll =2 B7IE UL, AR QM= &
st At =2l 5N {84 SN E Al

of Eﬂa olsl], A7} A AFZof| tiet 2714 2 X o]
F7AE] the} SAlEnt =QIE Y, A {8
;\ﬂ QoloA= AFaANR o] AA|Q}F ZQls} o&Al 7}

A, A4 2 otee} SHrt £A| Brrelolh
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Fig. 7. Ratios of Detailed Factors of PU

ATy, eRbg, BI. 715 59 A 8l
02 4% 0§ §olY(PEOU)I CIet HIE 24 27} of

A 7} Q918 WA ul L Z(Table 3), 71530l
Ko} olEdo] TV e Ul HEIUCE wisio] AL
291 S04 7V 22 W71 g 292 AN 4

l_. (o] = %
. g Aol Ya
-O 11

T

& uole] YaArgold
o A 291 Jhed] Y we W7t BS3C,

Table 3. Ratios of Detailed Factors of PEOU

Factors Detailed Factors Ratio(%)
Avatar creation 50.0
Intuitiveness User interface 64.0
(m=55.3) Metaverse Platform
- 52.0
accessibility
Interaction with objects 64.0
Interaction Interaction with other users 440
(m=59.3) Interaction with information
70.0
about artworks
Movement Spatial movement 66.0
(m=62) Control of viewing speed 58.0
. Taking and sharing photos 60.0
Function —
(m=54.6) Automatic viewing 56.0
' Additional function 48.0

4. Hypothesis validation

HI. gd78o] IRt <o) Tu] 841> <Ajo] i
DlERH A>0] 7HA| S5tk Table 40]A] B ule} 2
o], u]F <o Ahu] HlEfH A>T} <A§o Ao EHA>S
TR0z AoIsiA FALE, R B WA, Aeate
WAle] S S Ao, ARAtAE e <o) Aol
oltsl2>7h <o) Ato] SEAbel St TR oo
(32.0%)5 AlYaL QIA] ¢47] thiwoll, o =422 tEA
7} RALS HRlE 4 gick76.0%) HoNsich SUE o
2ollAf, <] o] v A>E= Sydtio]sd WEo
SolsbA] ke AARN WA 983 theo]

v
(68.0%), H12 A=) <] 23ict.

MO

Table 4. Ratios of Factors of Metaverse Value

Detailed Factors Ratio(%)
The exhibition and the metaverse have the 20
same value and meaning ’
The exhibition and the metaverse provide
o 60.0
visitors the same artworks
The way of viewing of the exhibition and 400
the metaverse is the same '
The way of interaction of the exhibition
. 38.0
and the metaverse is the same
The metaverse technologically remediates
o 52.0
the exhibition
The Metaverse is only useful for potential 8.0
visitors who cannot visit the exhibition ’
The metaverse can replace the exhibition 240

H2. HEpH A Ao ek AR Zdgat <A3o] Ko) o
Bt A>0] ohgh QrEmoto] AJHUA: Table oA =
ufe} o], T A FAfof] dieh AP o] 239 K]
dEf A>0f ot Risof o)fl JgHS Fder At

= 7FR19] ojEfe 20 TRt APY ZJA(HERH A& E2H
ot AP 73 R ollE A AAofl gieh AFY <)
520 IF= vRIA] Zelenz, FAapHoz Hie
EA] 38l o] Aute oleAlE 71| AR AA9
et AP e Z3(28], VR ofEejAlol o] tgt AHgd
7ol ok AH29] 59 A% Aol 7]zl Tt A
A 7do] SR tieh PR} FWHAIS A ok

9 et $UT BoA ol 5 Yok

op
oL
Y,

op uH
s
(LSRR

. o

2
)

Table 5. The Correlation between DOS and EVs

Correlation to the DOS

Detailed Factors (* p < .05 = p < 01)

Previous experience of

Metaverse platforms 0.088

Previous experience of 0.153

Metaverse exhibitions

H3. <] %ho] ojEpeA>0] QlxlEl 48
° Al DﬂEJrﬂiiwﬂ ot eEwelo] A

2 Qolo] gEE Lo 0]Al Jgrzle B 4

L}(Table 6) PUQ| A& Q91 7120 <Aj9] Ato] EHA>

I U YBREI P REA0] R g

S njjong, H3S Z|7tElet,
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Table 6. Ratios of Detailed Factors of PU

Correlation to
. the DOS
Detailed Factors of PU (* p < .05, +* p
< .01)
Promoting undt.er.st.andlng toward 0.082
exhibition
Evoking interest and curiosity in
) 0.103
artists and artworks
Fertilizing convgrsatlon with 0.081
companions
Usefulness for learning 0.268
The same artl.st!c. value as the 0.207
exhibition
The same authenticity and aura as 0.261
the exhibition )
The same |nt§r.a.ct|V|ty as the 0341+
exhibition
Usefulness for appreciation 0.337*

H4. <o) &) ojefe] 2>0] QIx]g o] §-§ol4(PEOU)
3} <o) 5] ojefe] 5o chet BhEEete] A 9
A olg-gol’de] A aglo] Emo] ujAl JEUL
243 ZaHTable 7), PEOUS] Al 91 74, AHRA}
Qo) B AFEAI}S] YBALE, MR A= £,
7 71500 SN p < 059 9O SF0IN FTHUAL
VRouR, Hax AEEA] 23k

P

e

Table 7. Ratios of Detailed Factors of PEOU

Detailed Factors of PEOU CereEn (o i S
(* p < .05)
Avatar creation 0.148
User interface 0.313*
Metaverse .P.Ia.tform 0.127
accessibility
Interaction with objects 0.085
Interaction with other users 0.347%
Interaction with information
0.213
about artworks
Spatial movement 0.242
Control of viewing speed 0.322x
Taking and sharing photos 0.12
Automatic viewing 0.141
Additional function 0.289%

H5. Bi74e] o § E|=(ATUM)?} <] 3o ujeky
259 A48 BE o] A =BUMT] AT 2B
3] Wep 20 BT} £242 BEEE Z7RIO
U D2t e 29N gYRi-03799% nlEt
(Table 8). E3t YHEL ABo] fto] jeps| 2> o Aol
8 9 Ejolo] Ofet 34, PF FYAYILT YR &

ojolat Y2 olFone, H5: Al

Table 8. Correlations between DOS and DOI, DOF,

and BIUM
Detailed Factors of ATUM Comrelziton 5 POS
(* p < .05)
DOI 0.642x
DOF -0.379=
Detailed Factors of BIUM Comrelziton 5 POS
(* p < .05)
Intention to Reuse the 0.471+
Metaverse
Intention to Recommend the 0.422+
Metaverse
Intention to Revisit MMCA 0.357%

ol9jo] YT AI4H BF o]§ ool AR 2
3} o] AL JPLO(Table 9), M2t A
o] sefi2>o) Aol L Efele] gt FHoet gojo]

!
JFS oA,

oa

oL

Table 9. Correlation between DOI and BIUM, and
correlation between DOF and BIUM

Correlation to the DOI

Detailed Factors of BIUM (* p < 05, * p < .01)

Intention to reuse the

0.655*
metaverse
Intention to recommend the
0.629*x
metaverse to others
Intention to revisit the MMCA 0.440%x

Correlation to the DOF

Detailed Factors of BIUM (* p < .05, * p < 01)

Intention to reuse the

-0.446%x
metaverse
Intention to recommend the
-0.312%
metaverse to others
Intention to revisit the MMCA -0.247

IV. Conclusions

<o) Ao ves Aol Cfe AL 3 ALSAt AL
AYHOR A B AL ETAMS 7[dto2 iy 7}
Ao] JVae AFAL F2 AUS YHEY, of§ He
(@EE L 2YR) UL ASH 0§ oA <ge] 3]
defel 2ot <ge] Fo] Swabo] & o FAAo=
BiEoit. 5] 3D F29 o502 WEHE AAA
U, letlx SRE 40 U, vIAeH ALEA
Qlefmol 2, HA|2fe] N SUYoR gt AT 5
of gAoR oI <ol ol olefeAso MR}
<Ayo] Ato] SER>ECE ko0, el Ao veke >
o A[gO2RE| WPH W2 T SHEERI ofz} of
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ER 2 Aol & 2 Efelo] ot A ojs) 2R oz At
Bk ¥ <o) Ao tEpA>0) REEE BQlE,
Aol g o EfQlo] ofgt SAo] Sojujet Qare nlAlc
ghE o] 3o ujefAso] PUS) Al 20l Jhed]
A AT HEALGI YA 984, 123 PEOU
of A% 091 5 AMEAL QlEfmlo| A, B} AbgAIlO] AE
g, B AT A, 2o} 7l5o] BEEe] Sojojat
ol3ie}. 5] PUGY chet £4 ZulolA & 7] 5
e ShaA g840] 2R £-840] w5l

=R | o T

—“E—‘?_ oflzt, sh5A [-8/dol tEt A
HA19] BEE = F Fojulgt A EAIE Z= Aot o] A
= PR FL/d(pictorial sameness)' > EAIIAITE
THI=O AgRA Eder sl tley E94
(aesthetic sameness)'o] BZAEA] 2£30H[30, 31] ol
A2 ARk AoZieh 9AIE AAl28, 32]4 VR o0&
AlolA[29, 33Jat AH o] ASY AALeh UX[eih
<230 Ato] B A>0] 9., AR HAIE st 1
5h7] $foll Al & S20E-2 ARERE 71E9] TEf A A
o= Aol UAE EY JEiz AAEIAILE, 3D 7t
Aol BRI AAle <439 o] EEA>] oA 7t
Ay 27741} ofeet 5 oletA Fode BAAZE ¢t
AS AR ettt olfz s, AR HEHA
AAPZE @mello) HMAIS iRl 4~ AR oledt A

y L.
ol e WO S15H 284 AT 2 U A

A2 YAfsh Qloks Aol ol=3itt.

AzU 19 g&eg <lsf v|giH o] S,
HEpH A SSiEat 2RIx 220 W Au]A7} whad
STt ot 2ofe] A%, AT ofyet 3 &
ofofA = HEfHA F3E0] HEE T glon], X et
HA KXAl= NFT(Non-Fungible Token)yte 715t
A WAL gk vlE HEMA HAZE AAP|=AL ols
7, A9, IR 55 AN ARl JeAE-E o]
=ojUial Qlout, HEMHA A A F= HERH A
FollAfe] Aol oish oA 4ol ojujof] et g2
gol o5t ot o2t WA P A=
sz A Aol D] el s> 18R ARG O
2 A7 dea AAle) mabgollt ojolg B o
"ogh 97 2y U W, AL8AL oM oA
Al tiet ZAE R 7 A & 9 HE A RA]
o] &stkE At 28 AlAES AlssiFch=d 99
£ = 4 Atk 59] & AFolN AR ETAMS] §iQl=
AHEATS] HIEFH A HAJQ] 7] -8of Tigt ol 5= 7t
7l don, & A5 &9l dlerEer /dd HAE

= O

o

o, o
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