SR BE Y RS =23

Journal of The Korea Society of Computer and Information
Vol. 29 No. 4, pp. 47-54, April 2024
https://doi.org/10.9708/jksci.2024.29.04.047

Audio Generative Al Usage Pattern Analysis by the Exploratory Study
on the Participatory Assessment Process

Hanjin Lee*, Yeeun Lee**

*Professor, School of Creative Convergence Education, Handong Global University, Pohang, Korea
+*RA School of Global Entrepreneurship and ICT, Handong Global University, Pohang, Korea

[Abstract]

The importance of cultural arts education utilizing digital tools is increasing in terms of enhancing
tech literacy, self-expression, and developing convergent capabilities. The creation process and evaluation
of innovative multi-modal Al, provides expanded creative audio-visual experiences in users. In particular,
the process of creating music with Al provides innovative experiences in all areas, from musical ideas
to improving lyrics, editing and variations. In this study, we attempted to empirically analyze the
process of performing tasks using an Audio and Music Generative Al platform and discussing with
fellow learners. As a result, 12 services and 10 types of evaluation criteria were collected through
voluntary participation, and divided into usage patterns and purposes. The academic, technological, and

policy implications were presented for Al-powered liberal arts education with learners' perspectives.

» Key words: Prompt-based Learning, Learning Course Design, Adaptive Learning, Education Engineering,
Generative Al Literacy, Creative Thinking
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1.1 Importance of Gen.Al Service UX
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1.2 Objectives of the Gen.Al UX Research
£ o] AAREE WG Al Au|A0] Chofst ALgat
Q¥ mofsti, So] orle Y Al Au|A9)
£ PPIEe YAk Zolch g9 52 g9
Al AREATNA 23 7359 7125 AlssiH,
AXKR) oA ALgAL RIS ES £ 4 9]
Q3 Raolc} o] gt ALgAISo] 3o A
g ol Z@et el st 212 o
o2 Al 7129 ulef Wt ARAPERA(UX) 27
Q3t OJUA|E & Zolt}. Eot A g Al AH|A7}
”‘U Oﬂ EHOJ &= AAlst, H
7tssted el

X oX mE

méi
l

‘1—‘6‘
=

o l‘l[‘ o

)

1o ol = rr 2 oz Jm oX
N

oix "

II. Preliminaries

2.1 Tech Advancements in Generative Al
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2.2 Audio Gen.Al Service Use Cases
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III. Research Design

3.1 Research Subjects
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3.2 Data Collection
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IV. Analysis Results

4.1 Al Service Usage and Evaluation Criteria
941 Fig. 114 ©T1Q A Al Au|2 ALgHIE 2
I}, "ARZEZ(Soundful)’ o] & 3832 AFEANS Afo]oflA]
AHBYILET} 7P Bhe 2102 UERdL). o] ALBALS Afol
oM AAIE AV Al M| AS 5 AR Meert 7}
A} £8(24.1%)2 LERICE o]o] ‘2ko-52)(Loudly) ot &
o]A @ E(Voicemod) 7} 217} 19.0%, 18.4%= ATjA o=

=2 ARYIEE Bolnh. 1 9o 2] FA(Riffusion), H]
E(Veed.io), 517J0o]A(o]st Hugging Face), Ho|Al}o]
(Voicify) 50| AF8El 7102 FANEQIL) QI LEARA &
Jofl Wet ALRUI =S B R, Fehige AlgAdo] 71t
g ARREE(32.1%), 218(24.5%), 2H-52](21.3%)2
7V tlo] ZRoMc} w2 ofdiio] H QoL Sobx AElIS

29 2 2 Qe 29-52I(34.7%) 5 71 ol AME:

31, 7 }S0 2 ARSEE(25.4%), Ho| AR T(22.6%)7}
A= ATk

® Soundful (24 1%)

® Loudly (19.0%)
Voicemod (19.0%)

@ Riffusion (15.2%)

® Veedio (13.3%)

@ Hugaging face (3 2%)

@ Voicify (2.5%)

@ MusicGen (0.6%)
Popcon.ai (0.6%)

2 34

Music Gen.Al Service Usage (S H48¥H Al A 8HI L)
- i
|

Soundful

Veed.io .

Riffusion

Fig. 1. Music Gen.Al Service Popular Usage

g, Fig. 20 29 H7P|& ARl = A A o)A
+ 4(Quality) 7} 298] 2 7P w2 W& ARSH F
72 YT ol AREARZO] AV Al AfH| A0
Atz S 7MY 2as%t 24 of7|iL g5 9ot
ot 2oz  'TjA(Diversity)'  15.8%, 'AREA
(Usability)'2 14.3% H|&0=2 ¥l EIE Ho|u 99
o}, o ARGAROIAl Au]A AR&of Qlof Thokeh
AE7t 551, g3 l‘igh} HEFLE O‘ﬂKMCﬂ
2)9] dEt Arg/do] I faTe &
Qo= AAGARE 2R B4, A3, 7
9 f4a7 FEEQE, ol AgdolA dad 7]
SA 40 tigh Hrisat Afolg HITH20].

mol'
4
%9,
i)

|

Quality

Diversity
Usability
Processing Time
Prompt Enginesrning
Musicality
Accassibility
Convenience
Price

Features

Other

Evaluation Criterion

Frequency

Fig. 2. Evaluation Criteria



Audio Generative Al Usage Pattern Analysis by the Exploratory Study on the Participatory Assessment Process

51

4.2 Pros and Cons of Al Service Analysis
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4.3 User Experience Analysis by AI Usage Type
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Table 2. Comparison of the top 3 evaluation criteria
by four types
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V. Conclusion

5.1 Key Takeaways and Implications
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