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[Abstract]

This study sheds light on the viewing experiences with <Game Society(2023)> through literature
review and quantitative methodology to analyze the perceived value, the perceived experience quality,
the attitude toward the exhibition, and the intentions to use of the exhibition. Survey participants
demonstrate a tendency to rate the entertainment value higher than the esthetic and educational values.
The aforementioned hedonic value shows a significant positive correlation with the degree of
satisfaction, while educational and esthetic values exhibit negative corr)elations. Regarding the perceived
experience quality, the attractiveness of the exhibition themes significantly influences the degree of
satisfaction. Hypothesis testing results indicate that the five detailed factors related to the intention to
use of the exhibition are significantly positively correlated with both the degree of satisfaction and the

degree of immersion.

» Key words: Game Society, Quality-Value-Loyalty Chain in Museums, Viewing experience in an art museum,
Survey, User Engagement Scale
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I. Introduction
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Fig. 1. Global gaming market size from 2021 to 2026
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II. Preliminaries

1. Related works

1.1 Game and Art
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1.2 <Game Society> Exhibition
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III. The Proposed Scheme

1. Research questions and research scope
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Fig. 2. Research model
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Table 1. Factors and detailed factors
Factor Detailed Factors Ratio(%)
Level interest in games 30.2
Level interest in digital media 61.6
Level interest in MMCA exhibitions 62.6
M Exploration of exhibition related videos 25.5
Exploration of exhibition reviews on SNS 26.1
Searching for information about artists 26.3
esthetic 48.0
educational 29.9
PV entertainment 59.6
escapist 23.2
healing 9.8
Attracting power of the exhibition theme 413
Excellence in oversea collections 30.1
PEQ Credibility for the MMCA exhibitions 53.4
Enthusiasm for gaming and heavy usage 28.4
Suitability for spending leisure time 463
ATE Degree of satisfaction (DOS) 48.2
Degree of immersion (DOI) 48.2
Intention to revisit the exhibition 19.5
Intention to recommend the exhibition
37.4
to others
Intention to search for the information 394
ITUE about artworks or artists )
Intention to visit game exhibitions at 575
MMCA in the future )
Intention to visit other museums or
. o 52.7
galleries for game-related exhibitions

Table 2. Hypothesis Settings

No. Hypothesis

H1 Visitors perceive the ae§thetic value of the exhibition
as the most prominent among its values.

H2 IM is associated with DOS

H3 PV is associated with DOS

H4 PEQ is associated with DOS

H5 ATE has a correlation with ITUE

3. Questionnaire development and data collection
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4. Key Findings
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2/ Table 4. Correlations between IM factors and DOS,
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Table 6. Correlations between PV and DOS

Table 8. Correlations between ATE(DOI) and DOS

Detailed Factors correlation to the DOS P-value
aesthetic 0.04 0.30
educational -0.06 0.18
entertainment 0.14 0.0011
escapist 0.05 0.21
healing 0.03 0.41

H5. ATE(DOS)e} ITUE 7t ARiAIE A%t 21, A
Al Al ©JAK0.17, p=4.3x10"(-5)), A& Z A7to] o
&t A5 =AR 0JAK0.45, p=0.0), EIQlo] Ti5t AA] A
9JAK0.53, p=0.0), T AL T MMCA FA] H& 9
Alcorr = 0.59, p = =0.0), &} Bh2380|4 ulae] Al

T MA] B OJAHcorr = 0.57, p = =0.0) 2% 59
ogh ARV} EaEglone, Hek A 4 ot
(Table 7).

Table 7. Correlations between ATE(DOS) and DOS

correlation to

the DOS P-value

Detailed Factors

Intention to revisit the 017 430
exhibition : (-5)

Intention to search for
information about the
artworks or artists

0.45 =0.0

Intention to recommend

the exhibition to others 0.53 =00

Intention to visit game
exhibitions at MMCA in the
future

0.59 =0.0

Intention to visit other
museums or galleries for
game-related exhibitions

0.57 =0.0

H5. ATE(DOI®} ITUE 1t ZiAE 249t At
Al A= QJAHcorr 0.21, p = 3.68x107(-7)), A= &
7tof] tist A\ & oJAHcorr = 0.49, p = =0.0),

of thigh HAl 34 9AHcorr = 0.55, p = =0.0)]| A
= AP =250 £S5 MMCAO|U B BHa &
+ U= Al #= Ao dist #3 9JAk= DOl

mh‘ S 2o

=0 AMA(corr = 0.62, p = =0.0)0] YZE|Qlouz,
H52 RjEl=l 4~ 9lc}{Table 8).

. correlation to
Detailed Factors the DOS P-value
Intention t.o.r.eV|S|t the 0.21 3.68°10(-7)
exhibition
Intention to search for
information about the 0.49 =0.0
artworks or artists
Intention to recommend .
the exhibition to others 0.55 =00
Intention to visit game
exhibitions at MMCA in 0.62 =0.0
the future
Intention to visit other
museums /galleries for 0.62 =0.0
game-related exhibitions

IV. Conclusions
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