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[Abstract]

The purpose of this paper is to present a research model and variables to assess the reception of
«Entanglement (2023)» from the perspective of computational creativity. Through a literature review of
previous studies, our research team developed a research model and variables, which were tested using data
collected from an online survey of 62 visitors. In summary, the hypothesis testing results indicate that
sub-factors of intrinsic motivation and perceived value do not affect the degree of satisfaction. For perceived
experience quality, all sub-factors of interactive media, scenography, and exhibition environment show
significant correlations with the degree of satisfaction. Additionally, as the degrees of immersion (p=0.631,
p<0.01) and difficulty (p=0.328, p<0.01) increase, so does the degree of satisfaction. From both academic
and practical standpoints, this study is meaningful in validating an evaluative methodology for measuring the

reception of exhibitions related to artificial nature, a key theme in the realms of art and aesthetics.

» Key words: Computational Creativity, Artificial Nature, Model for Museum Exhibit User Experience(MEUX),
Convergence of Art and Technology, Visitor Perception and Engagement
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L. Introduction Arzoll AEo] Qe oled 7Hxlet wobA oujof chet
‘o] a7t SA oledit 7R Sl (tef xef
157l s(Artificial Intelligence, 0|5t Alofl o], = myjer & oJu wule spuksiy, WE7Mo] o|2i5t &
ZIAPE AAR, dotd, A S8 AR =T 7] atge sgEle wAlg Baslels shRA] w2o] 97
=8 WA AASY AR 22 el it B = ojo] wel, Al 7]8t o2 ARKR 0] n]&To|u FA|
o8 SAloIY Y] A FOl e SR zitojd A= wpAl Ja)w J8jst 7o) Tl
S BoloMl Fo=A, dlviel AR A A oaA, 4R, QAR vkl ]l gele] thidt Al
He AldeiEn. Eot HlolE A4S Sl 22 $8HS ¢ gu wA wmg Ao gisgw 9ot (6]
sigoz, oartoA AL Yot *HE$ ofo|doiE A olof & ¢ 710] BHC r}eg} Zro] gorel A otk Al
Aol FHILL oA eR, IeAlsE =g 4ol e A, ojaat galo] g3 <s-1161< 023))2] AMAle] T 7
GRS P R L 0%1% =0l. OlUlKl BB Al slg axe 2~ qle Wy HPHE 91 Bal U Holg A
© Ot die7te] dAolut 7S SsaliM ol&A  okst Aol SR, ALRAL x}o:u TR oA Ul o
Qtof] Tt M2 gAoR SLsiAc2]. 27lo] olx|ak AAlo] Tjal] QIx|EH 7}k], I50] olx|3t
FEt ABASY] AT ke, AFAIEH ol 71 Asio] Al MAlo] Tjst o]& HE, X|&A o]] oAl
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72X A2 tERE U, SRl Alhle oler II. Preliminaries
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7180 staet dolElE EEaiA M2 A XSt 1. Related works
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[3]. E3t & 2ol ALRA} QJ2lg 7|wko g ElAEQ} o]u] 1980 ] Syt AT BY' HdE Aoz Atet
no 2

A2 A= ChatGPT(Chat Generative Pre-trained J2]AEm =J&i(Christopher Langton)2 %Y 4=
Transformer).} Midjourney®} 7-& olu]x] A A} HAEA AEsHH Wi&o] opd ZAFHe dv5S &
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(complexity), A}7] ZAldKself-organization), Al3t
(evolution), A-2(adaptation)[13]1} 72 A5 AFH
YugjEor At Ao,

FEe] et Jidel e 2 kR HoH(M.
Bedau)= Q5 P2 T4 WA S350 e} Fe2
#(soft), E&E&i(hard% EoHwet) Al 7] Rz

o rlo

=2
l?]__
g
oAl AF A (life-like)d o¥50] UERLES Sl= &
2 gxrg g0y Alggolds FAshs ol o
st Qg A¥(Hard-A-Life) & A AW 22 AlA
S| steglol 15S YEE Zlojck, 2w A
AT (Wet-A-Life) & AjsterA] 2412 HE] Ah
g5 ddshke ZAolt{ls]. AMY &Y
Halyes)9] 3%, HIchHe-2t fARE Aoz Q1F Ao
+3= Al 72 230 16].

0] sto]EZ(M. Whitelaw)= 15 Y o= AlE=
7Y A WAE TVIECe R Y 7] fElR 2Rt
Aot AR, ZFE UlolA sidE= FEY s AT o
& AZog ZF AMA(Karl Sims), ABE 23
Rooke), 7l {A TJ2fo] B(Ken Musgrave), Y KHE (Nik
Gaffney), €] 2fd(William Latham), A= EH
eheffrey J. Ventrella) 52| A0l ol°f s ?_FUr =
R, AFEe} o8 27do] A5 AL A AY ol
Agor, FAR et E%  Ulk'=(Christa
Sommerer and Laurent Mignonneau), & "1} &
0]A(Robb Lovell and John Mitchell), EZ0| 0|x-2E
(Troy Innocent), & "I W(John MacCormack), U&
2] A2fu]Al Z(Natalie Jeremijenko) 50| THEAQI of =
BAICE A, 918 Aol 2% gto] Paslo} 4K 371

o Axz Aol gelo] AHEOR, old off 3
(Yve Amu Klein), Al4lA 2]'2%(Kenneth Rinaldo), &
HE3 2o]-"d g{A(Bill Vorn and Louis-Philippe
Demers), Ato]H m|U(Simon Penny) 59] AF&o0] i
=}, oxjgtos, 24 ojujxls ke Felel ¢
AT o4 AFZ o 2L Z 42}2(Paul Brown), A3 &
O] A(Scott Draves) 59| A717}F QIcH10]17].
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Adshe dlevtee AFEH s, /AR dargs,
VR, AR, MR & Gt HIE2XE &8 YA =
ARt dejet A7) 2Ale), Rlgte] 7 dat oleidS Al
o]} QlEf=E|Y MHX]2 ~Leigtct
Table 1. Summary of Related Works on Artificial Life
Topic Content
Christopher Langton defined life as
Concept of information patterns and modeled life
Artificial Life phenomena using computers and
algorithms
First-generation artificial life researchers
‘Life-as-it-co considered life as an interactional
uld-be’ behavior rather than a physical entity,
exploring new possibilities of life
Mark Bedau categorized artificial life into

Classification

Soft, Hard, and Wet-A-Life: computer

of Artificial . )
Life simulation, hardware-based systems, and
biochemical systems
Mitchell Whitelaw classified works into
Types of . )
o . computer-incubated, environmental
Artificial Life | . . ; .
Art interaction, robotic, and abstract image
generation types
Mitchell Whitelaw highlighted how
Significance artificial life art expresses
of Artificial self-organization, evolution, and
Life Art complexity, offering audiences new

aesthetic experiences

1.2 {H&(2023))
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Fig. 1. Images of (Entanglement (2023)) at UAM XR Lab
Site—native immersive video, 16x16x4m projection,
5.1-channel sound, 12'21".

(image source: https://artificialnature.net/)
© Ji Haru & Graham Wakefield

III. The Proposed Scheme

1. Research Questions & Research Scope
(AHA2023))2 &5 BPS FAIZ gl 29d
=UY UHAE B HA|z 2, WA oAl o
xR0l AslS w|Zslth o] AA= AxA nwla), A
4@ Al 8|54, 38 A28 Hortgs &l A=
o, 7]eA dudat oS vigez Al o]
gt %é UH—Er | B QIEREI B ARl thaA] AFgg 27
Bst] HsiMe =2 2589 o5
i*oﬂ gk A|Alo] @~tHct A2 oz
EW%M =Y A9 (H7(2023)0] chet T 7
of tish th2at 22 ZAE A Isic: (B A 2A)
o] MAIE Bksh © Ui 571 wogr?: (
S) o] Q|3 MAJe] FhAlE ROIIZ}Y: (
A) B QIR M) A7 B
3 o) mIAse
7Fu(Fig. 2). et Hds ol& Hi= X HAlo|
Oich A &4 0]-§ oJato]] o FFFE U]R|=71? wd7Ho]
QAR Ao} FA B82 QAR HAIY ZX|of| ofH
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AL ORI 22l B AAIE FAIY B

Abast o 5]
(2023))2 4L WY 2 dAsict Est Wt Aol thgt
ASA FES Yol FAIS 78R (experiential goods)’

=
2 A2k a8 A-H23-24]0f tigh JESIIH
SAGARR]S> HE7 Fdof| oigt A5A A 23] 4t
=9 EZA-IIX]-H4 HA(Quality-Value-Loyalty
Chain in Museums, ©]5} QVL Chain)[25] 23S XA
SI¥ oW o] "o g HA9] E/do] hat HelS A+t
dst9itt YA =7](Intrinsic Motivation)= A, HXA]
g 0]go], Z22]32 MMCA AAJo] tigt AP A we} &
A gtz oz Hojgdtt QAX|H 7HX|(Perceived Value)
+ 7189 AulA, wsA, JolA, 2R THAlo] Haf A
w4 7HX & Zetsto] HRo] HAIE &5l 4| e
ARl deoz AGEdH AAl o8 Eir(Attitude
toward the Exhibition)= HA] H&wet gUrg =4
Z)9lom, o] 9JAHIntention to Use the
Exhibition)s HA] 2 |k, AAlo] ot 54 ol
T3 A 9N ok} 52 mUFoR LIS
FAdoled ey vtol=et Ffojyd Rof gt
AH24]= F.D. Davis®} V. Venkatesh’} A|QIst 7%
28 @ 3(Technology Acceptance Model)[26-27]S 7]
vro g, gx|E Mujart HE A B0 vRle I
= wAsHt. TAMO] £ ®IQIQl QA R84
(Perceived  Usefulness)it QX" o]&  82o|4
(Perceived Ease of Use)2 QVL 2§l 29 WHolut 4
sksto] AMA] AMu]A0] QIX|= J}X|(Perceived Value of
the Exhibition) % OXE AH]A9]
(Perceived Experience Quality of Digital Services)=
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AR ST RIEA o]& QAL tjx]= FFE Hst
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QUL Chain @7 239 @ WS UE §7]
(Intrinsic Motivation), 1A=l 7}X](Perceived Value),
O1x]= 743 ZA(Perceived Experience Quality), 4
T 9AKLoyalty intentions), S§=A 9JAHBehavioral
intention)2 FA4=tH AFElS V. Kirchberg & T,
Martin®] ‘sh2 HXJolxo] et Aedo] st A7 @
OKSummary of Studies of Visitor Experiences in
Museumn Exhibitions)[32]2 &t 2(Fig. 2), AT 9JAF
Qt =R OIS AA| o]8 EjT(Attitude toward the
Exhibition)?}t FAJo]] st A]&A o]& 9JAHIntention
to Use the Exhibition)2 RAMM o=z XoJsitlFig. 3).

2 A7l AFgEIE Wolah Al WS PAOR
gHu e, B0 A FA Q40] Higt Aoz
B 45 = WA 57|(Intrinsic motivation, o]s} IM)2]
A, U, & AR AHE Al AZBRE PR e
F, UEHZ 54 AA"L oeat 5st9] g2, gAE U]
go] 3ol digh W sFu B 5717F ZIEIT o]
A A9 4%, Aoke+12teh goj3H2eo) Al #=
Be, SAA R 0eH(olst UAM) #& 4, A5AlE 7
vko] AA| #E 49 5ol 2]
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Perceived Attitude toward the

Factors of N i . :
actors o Intrinsic Motivation ——  Experience Quality & ——  Exhibition & Intention

Research Model

Table 2. Hypothesis Settings

Perceived Value to Use the Exhibition No. Hypothesis
[ H1 IM is correlated with DOS
Pre-Visit Diiing Visi Post-Visit H2 PV is correlated with DOS
H3 PEQ is correlated with DOS
Falk & Dierking SOC‘Z:XZZZ%‘E:“M& Experiences Leaming H4 DOS is correlated with DOI
- H5 DOS is correlated with DOD
DW;“]B(val;il:ar'k expectation Hé DOS is correlated with DOF
: H7 DOS has a correlation with IUE
De Rojas & Experiences, plem\res

L Expectations &

Camarero state of mind & (dis) confirmation

Servicescape, attributes
of physical environment

Psychological
well-being

[
( Satisfaction
[
[

Packer & Bond [ Satisfying experiences J

& pleasure

Aesthetic (flow)
experiences

Csikszentmihalyi
& Robinson

— —— —— — —

) T C )
) (@ =
| == | )
| )

Iconological competence ] {

& mood level J { Autotelic reward

Fig. 2. Summary of studies of visitor experiences in
museum exhibitions

Attitude toward the
Exhibition (ATE)
-Degree of satisfaction >
-Degree of immersion
iphy & -Degree of fatigue
Environment

Interpreive media

Extemal Variables(EV) Perceived
Intrinsic Motivation(IM) Experience Quality (PEQ)
Previous exhibion —— | - Theme & storytelling ———
experiences (PEE) “Interactive media

Intention to Use the
Exhibition (IUE)
~Revisit the exhibition

~Revisit the museum

-Recommend the
exhibition to others
~Intention to upload photo
image on SNS

Perceived Value (PV)
-Esthetic
~Educational
-Entertainment
“Escapism
-Therapeutic

Fig. 3. Variables of Research Model

Y] AN VYL B3 ASH /KIS olste <
K]l 71x](Perceived Value, ©]3} PV)= KA] A A9
2840 it BIH3elol, AEE 59 AA| 0§ B
U A4 ol § oxfo] Sololgt FEFS ulAlck of Wl
o= B.J. Pine, and J.H. Gilmore(1998)2] ‘A& 744 &
A(4Es:  Esthetics, Education, Entertainment,
Escapism)[34] & A-&stil, T A1E Sl FarEL
= A R]7A 7FR](Therapeutic)[35)7F 57| QAT

7o) AL)-Ale) HEo] et 2R w0z
el X|E E7(Perceived Experience
Quality, ofs} PEQ)2 ol thgh 7Ithe] g3, XA
Uhg-olt}{36]. PEQY] AR Hol2 HA| A & AE2]F

QIEAE Y ojt]o], AA] Az U 2 HA] 2, i
A OiA oz 2 Aol AgsteE 2AKoR AolE]
lony, Z17to] ole AR aloz e ItkFig. 3).

FA] o]2 Ejx(Attitude toward the Exhibition, ©]s}
ATE)9] 79, MAJUFEZ(degree of satisfaction, ©]s}
DOS)2t MA]2A=(degree of immersion, ©|s} DOI),
AT 2 % (degree of fatigue, ©|5t DOF), FA|Ho|=
(degree of difficulty, o]} DOD)&2 & 9ot

33
[Sh=!

Table 3. Components of Questionnaire

Factors Sub-Factors
Level of interest in ecosystems, Level of interest
in Al and systems, Level of interest in art &
M technology, Level of interest in digital media,
Level of interest in exhibitions of Ji Haru &
Graham Wakefield, Level of interest in
exhibitions of UAM
PEQ Theme & Storytelling, Interactive Media,
Scenography & Environment, Interpretive media
Aesthetic, Educational, Entertainment,
PV . .
Escapist, Therapeutic
ATE DOS, DOI, DOF, DOD
IUE IRE, IREO, IRUAM, IRJGE, IEIAE, ISPSNS

kg

A&EA olg AHIUE)E AleY A-H23-24]00A
AAE Q9151 (HA(2023)) HAS] B/ vrgsto] A
o]t AR Cc R, XNA] A SAKIntention to
Revisit the Exhibition, 0|3} IRE), EFQIof|A] MAIS 4
g+ O]AKIntention to Recommend the Exhibition to
Others, ©J3} IREO), SNSof| Apil 2! o A4S /T
OJAHIntention to Share Photos on SNS, ©0]3s}
ISPSNS), A/} U FAlo] ofet ABE ©ME ot
(Intention to Explore the Information about Artist
and Exhibition, o]a} IEIAE), &< UAM A= 9JAt
(Intention to Revisit UAM, o]s} IRUAM), 12]11 S
Astzedate  golame  FAS AEU o
(Intention to Revisit Ji Haru & Graham Wakefield
Exhibitions, ©]s} IRJGE)2 JH/d%ict o]& viEoz, o
YL A7 BAgt AT By AYskL, Wl 7 AT
Wie 24T 4 =S 71 A4 (Table 2] % 427

A7A[Table 3]2 Zls§5tict

ol
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Table 4. Components of the Questionnaire

Factors Sub-Factors Ratio(%)
Level interest in digital Media 53.2
Level of interest in trees, forests,
75.8
and ecosystems
M Level of interest in convergence of 581
art & technology
Level of knowledge in generative Al
visualization, procedural modeling, 38.3
and network dynamic systems
| PEQ_1_1: Exhibition theme and intention 64.5
;Eec;—nt PEQ_1_2: Method of exhibit compc?sition 33.9
28.7 PEQ_1_3: Number of exhibit 8.1
' PEQ_1_4: Size of exhibit 8.1
PEQ_2_1: High-resolution video and 516
sound technology in digital media )
PEQ_2: PEQ_.2_21 Rl,.lnning ti.me of 16.1
_ interactive media
mean= PEQ_2_3: Convergence of art &
31.8 419
technology
PEQ_2_4: Artists’ message inherent 177
in the interactive media )
. PEQ_3_1: Exhibition circulation 3.2
E;Eeci—i PEQ_3_2: Exhibition space scale 48
93 PEQ_3_3: Exhibition environment 21.0
' PEQ_3_4: Exhibit arrangement 8.1
PEQ_4: PEQ_4_1: Interpretive material 8.1
mean= PEQ_4_2: Interpretive program 0.0
5.4 PEQ_4_3: Exhibition-related programs 8.1
Aesthetic 56.5
Educational 3.2
PV Entertainment 9.7
Escapist 8.1
Therapeutic 22.6
Degree of Satisfaction 83.9
Higher level of immersion
- 79.0
compared to other exhibitions
ATE Degree of Immersion 83.9
Degree of Fatigue 58.1
Degree of Difficulty 48.4
Intention to Revisit {Entanglement (2023)) 85.5
Intention to Explore the Information 581
about the Exhibition or Artists '
Intention to Recommend the 677
IUE Exhibition to Others )
Intention to Revisit the UAM 67.7
Intention to Share Photos on SNS 258
Intention to Revisit the Exhibitions
of Ji Haru & Graham Wakefield in 59.7
the near future

2. Research Methodology & Data Collection

(A 2(2023))2] T dFol tish A5A o= A6
Yo, IS tifer 412 221 AERAPE AA] 7]
7F (2023.08.01.-08.15)[37] W 2% =9t XIsiw]gloH,
6282 SEAPE Awoll Aojsict. 2R AA P
dutdo g HA| # Fde £75P] Hall ARRElE At
2711 Aol Ax(User Engagement Scale, ©Js}
UES)[38], A+ 2Eo] Z=Q H9I(IM, PV, PEQ, ATE,

>l
dob g 0% kg
1 T Pa N A )

3. Key Finding

3.1 Characteristics of Survey Participants

AAEAIA R FHM G4 BEA9AY] v]&0]
o]/3(32.3%)0l| H]afi oM o= 67.7%2 =2 Hl&2 Al
Algict AEtojate] 61.2%7F MZ Aldiof sigsyon,
45.1%= wetollat HAd Aol FARIH. wRte o]
3(53.3%)°] AR A A B RIE(69] o] 4)7t
=oH, 2laK69.4%)°t YA uje]of(67.7%)] thet
Ao =7b 290t S Mo, 2022-2023'F &2t o
A ultjo] HA|(24.2%)2 ZATAIH O =8 XR FHollA B
A (U= (EEE, 2022))(71.0%)5 H3UCT

U A AN A Tl oM 7Y Fa’t a8t

b

oz FAl FAI87.1%)7 7P =2 HlES AR

o, 7 tfgozl &b @A(53.2%) > O]a% B
(41.9%) > 24 FTH(306%) o2 Uepdeh. T4
HEA ZHOfA, B E wykg o]4fo] MZ Aol sigsh
oL}, MEAlOIAM= SNS(16.1%) Bt AR Ho|an
Zo] x](41.9%)2F A1 L X]Q1(30.6%)0]l ThEt O}
Yo o2 Lot

3.2 Intrinsic Motivation

IMO] 3%, ARt YR, &, ABEiAlo] oigh &
(75.8%) 233 Al A|Z¥shy AxHA ey, YEY
A A|AR0]] TRt ¥4l (38.8%)0lY ol 53t &
off thet ¥Al(58.1%)0] Blsl =SQtcHTable 4]. ¥fgt4: o]
o) AEdolR= gAIE uldolo] thgh Al(53.2%)0]
S8 Alsk+12tet o]3EE R
off tiet o] F=(8.1%)5 7t &3] B HAlo] vs
(U =(BEE, 2022, 71.0%))2} (22 H= gto]E: &
T e (Black and Light: Aldo Tambellini, 2022,
61.3%))ell tict U RI=7t =7 AAE

e 7] WAN EEANAEY Ak o]
F7H32.3%)4 710]7H24.2%)%] 7ol sig3ien, o=
1 Zoto] uH HAI45.2%), HAIZ ulho] ZA|
(37.1%), EI°IEIE thE ZAI(30.6%)0l] tigth Aol 571
2 Agsion, Zlet 7S Sate] o7t Z-(35.5%)l
oieh Agd= oo oigt &% Q9og ceyth

S~

1

U o

(<]



60 Journal of The Korea Society of Computer and Information

61.2%0] A2AfolAt FulTRIAL AAIZ Too)
Ao| BE UPZY95.1%)S 302 olet FAIS B

3.3 Perceived Value & Perceived Experience Quality

ZAlol Tieh QIR 7HR|E F7eh Axh, AR ZHA]
(56.5%)7F 7P SAIgLom, X.9A 7}x](22.6%) > 3]
(9.7%) > BEA(8.1%) > W-575(3.2%) wo=2 A=A
ot AAfof] tiet H9A 48 RJAS(PEQ tieh B3t
2 Yl B, QIEEE njto] £/(M=31.8)at FIA|
FA| 3 ALY (M=28.7)9] Bwto] e F AR
Al dE o AAl F(M=9.3), 3114 TiAll(M=5.4))0l] 8|5}
= AAIE it Table 4]. 28 AIE Q919] ¥l 34 2
WE Hlwsl B9, AA] £A] 2 712 0]&(64.5%), AE
HEJH 0o} £ _L(HAZ ojgo}9] uside I R
AREE 7le, 51.6%), AE £ 3Clent ot 58,
41.9%), HAlE 78 BAI(33.9%) 50l B2 AA =
Bl 388 B7ts 2SSt

3.4 Attitude toward the Exhibition & Intention to
Use the Exhibition

ATES] AT Amusl ANGEE(ls) DOS,
83.9%)2} MAlZU=(0]s} DOL, 83.9%)& Ul-¢- =2 &
o 748 B/12 ASPHTable 4]. FATU=S 475
= 573 83.9%), =Y
(engagement, 72.5%), @%{(engrossment, 64.5%), &
X =U(total immersion, 71.0%) 5 v|2A EF KA]0]
vls 29 &0 =04t sYst ®
o] & ZAlof| vls] U7t =T SEI HlEE
79.0%%2 = AAI==, L
% 2 s, 64.4%)7F 28 QRlog WaFh

Ui, ok F o] AEAtoAbs AA] = 7oA
Al 2 =(o]s} DOF, 58.1%)2} ZAIHo]=(o]s} DOD,
18.4%)2 ZAF3C). 53] DODY] A, o} Zstol o
shAA| 7 (53.6%) > A710] ZAo] chst maH(32.1%)
> W] Tl ZAle] 2AR(28.6%) > o4 ujRle] Awe
B5 (286%) 50| 52 9902 WalAC

B4 SA10) S9g ARY, B of4e] Bl
A U] 9:5(48.4%) St 7H0] $3(27.4%) WAle] 5
Mg olgglon, 1/350] Merlelrts AHEo| chbt
AE ABS QOUN A A 5 0l SIL33.9%) B
AR 02 QAL EH33.9%)3 B, LM A] SRk &}
922 ZPPNU5N)S HEPT HETolAt 5 AA

g AN ARRIE 2T H]2(83.9%)2 drife=

=

21 AlS{focusing,

ok
el

S

re o

Uj9. =Qb|gt, 258%ato] SNSOf oln|xlE F 9.
(121(2023))0] That K| o] & OJAKIUE)o] that ¥
B Aubs W, FA) AR OJA58.1%), FA
A7bol] chat 8 S OJAK61.2%), BRI Tt FA
A OIAH67.7%), &3 UAM RIS OJAH67.7%) L 3
5 xjskeo dgolg] glojTmeo] AA] Aue ol
(59.7%) So| 25 2HH STS HEYrHTable 4l

or P Lo 1

4. Hypothesis Testing
MRS 5] 478 HolES ugoR Aujojgt A
A4 (Spearman Correlation Coefficient, Fig. 4)F &
o] ARNA(Point-Biserial Correlation Coefficient,
Fig. 5} At&stil, {9 £&(0.01, 0.05) ¥ /Y =&
(p-value)Z 7|E 02 JHIAE A5sIit). Auke A
Algs 3ol -101A 1 Alo] 2 AFEE|Qlon, o] Zlo] W 7t
9] g UeRd). A EAlS 3ol 1o 7PheaE AR
¥ g, -10l 7eaSE AR 29 AlE
ojustt, 00l 7Pk a2 A dol A9 gle= Hehdct
A oM = 7 Hao] Hojy Bt Al 255 1
sto] Algheh e RS sl o, ol R
A2 HolEE olal Heket
Python 718t &7 2fo]¥
E3ko] ZHAI9] 80% o3 I a9 At AlE]

2 A5 8l Alelalct

-

P

il

ML

i}

ox mY rlo

Y x-x(v-v
0= — —
I x-x" (v

Fig. 4. Spearman Correlation Coefficient
Calculation Formula

- Y (X—X)(Yy—-Y)
Y (x-X)(v—-v)

Fig. 5. Point—Biserial Correlation
Coefficient Calculation Formula

HL WA S719h FAUE=TE A2l IMap DOSZE
Anjojl JRAAS ZA 2, U, & ARl A3
g Al AlZfeh ZRHY Ry, YEYI 34 AlAF, 9

SOl tieh w AEERE ofe} AshR+2ke o]l 28
Co] HA] B ol & DOSOll F-2]ujgt HgF2 07|
Al gotenz, Hls Af=d 4 Qif{Table 5].

dl
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Table 5. Correlation Matrix of IM and DQOS
(*.p<.05, ** p<.01)
varl var2 p
Level of interest in digital media -0.203
Level of |nte.re.s.t in Al based 0.156
exhibitions
Level of interest in trees, forests, 20193
and ecosystems ’
Level of interest in convergence of DOS -0.034
art & technology '
Level of knowledge in generative Al
visualization, procedural modeling, -0.144
and network dynamic systems
Previous experiences with exhibitions -0.011
of Ji Haru & Graham Wakefields '

H2. A 71x|QF AARHE =7t AR o
-85t PVe] A5 @21t DOS 7He] Aol AR 24 At
PVO] OfAl 71A] Al 291 %= DOSS} -2 DlﬁJ A

2 YERJA] egko o 2[Table 6-1], H2- 712}
Ao g o]AlHEre A5t PVo] Al @ Qlat DOI M S
A A ZAah 53R 71X DOLE &(-)2] il
(p. < 0.05, — 0.247*)2 B A} Table 6-2]. o] A= &
_]7(4 7}7(]7} l.—_o}xl/\i DOIL 71-;\01.q% % JUIOHZ}

=]
|t
o

Y gole DOSete] AwEAIA 9oldo] Eajtx] o
9rom @[Table 7], H3L WA o2ut Aj=Y 4 9ick

Table 7. Correlation Matrix of PEQ and DOS
(*.p<.05, ** p<.01)
varl var2 p
PEQ_1_1: Exhibition theme and intention 0.816**
PEQ_1_2: Method of exhibit composition 0.684**
PEQ_1_3: Number of exhibit 0.638**
PEQ_1_4: Size of exhibit 0.516**
PEQ_2_1: High-resolution video and 0.524% *
sound technology in digital media
PEQ_2_2: Runnlrr;ge:ir;e of interactive 0.435%*
PEQ_2_3: Convergence of art &
o technology DOS 0.526™*
PEQ_2_4: Artists’ message inherent in 5
the interactive media 0-696
PEQ_3_1: Exhibition circulation 0.514**
PEQ_3_2: Exhibition space scale 0.650**
PEQ_3_3: Exhibition environment 0.626**
PEQ_3_4: Exhibit arrangement 0.535**
PEQ_4_1: Interpretive material 0.613**
PEQ_4_2: Interpretive program 0.209
PEQ_4_3: Exhibition-related programs 0.238

Table 8. Correlation Matrix of DOI and DOS (*.p<.05,
*x p<.01)

Table 6-1. Correlation Matrix of PV and DOS — var2 0
* p<.05, =x p<.01
(p P ) DOI 0.631**
varil var2 o Focusing 0.706**
Entertainment -0.083 Engagement 0.675**
Aesthetic 0.118 Engrossment 0.707**
Educational DOS 0.019 Total immersion DOS | 0.654**
Escapist -0.053 Higher level of immersion compared 0.750+ *
Therapeutic -0.053 to other exhibitions )
DOF -0.192
Table 6-2. Correlation Matrix of PV and DOI DOD 0.328**
(*.p<.05, == p<.01)
- var2 0 H4. RAARFEEeF HAlSY =3 A7 DOSeE DOI
Entertainment — 0.247* Z_].- 0 171]% _ﬁ_}O_}—f;]»j] ‘?46.]1 i]'q 01‘?_. }\O}J_\% %}ﬂl% _/'\_8(])4
Aesthetic 0.207 st Ayt DOSE DOIRF 748t QH+)9] oA (p<0.01,
Educational DOI 0.076 xx\o] T
CajLk | moja A B A
Escapist 0177 0.631**)0] 1 CHTable 8]. EgF moj At 24 2
Therapeutic 0.014 Ttof] 9J5tH, F9)%&(focusing), Frod(engagement), &

H3. QA" g &2 FAIUSE AJBEA! oAl
Hghs 285k PEQ % DOSY| Aol At 24 ZAat, A
AFA 3 AERY(PEQD), UHHER
PEQ 2), AA] AZ Y R WAl F(PEQ3)E A7 &
Q2 p<0.019] FolA DOSS A o2 Qolujgt A}
WHAE 7P &, sliA oiRI(PEQ_4)9] 4 siiA o

AEE, B2p0], 2o]2)E Alelet HHA] & 7HK| 2 A

—_

_

%(engrossment), A =Ql(total immersion) = DOICQ]
S5 R Yl 7HA] AR 21% p<0.012] ~Eof|A
DOSe} EAKoz gojulst AnwS one, 2
502 Hi A 4 ook

H5. FAISHEE} HAGOlE7 AR DOSe)
DOD 7t AFRAE F35b7] SIsh Aujolgt 4t 42

oot ZnH{Table 8], DOS= DOD9} f-2ujgt oo 4
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FAp=03287, p<0.01}S ZHAILH: AP0l UBHY
002 Hoe AJEE 4 k.

H6. AHA|2HS =0} FIAJW 2 £2F A DOSel DOF
2 TS Aujoldl AT B4 A Al Table 8],
Sojujat BARE =EElx] Qotone, Hes 7|7Ec

Table 9. Correlation Matrix of ATE and IUE
(*.p<.05, ** p<.01)
varl var2 p
Intention to revisit the exhibition 0.415**
Intention to e.xplore the ir.1fc.>r.mation 0.508* *
about artists and exhibition DOS
Intention to Revisit UAM Exhibitions 0.404**
Intention to Rev.isit Ji H.ar.u. and 0.596**
Graham Wakefield Exhibitions
Intention to Share Photos on SNS 0.114

H7. MAIRHS =9} A|47] o]§ AR 4T DOS
o IUE A% 891 2 Aol 4T BAHS a3t 2
SNSOll AP L B HF 35 JAHISPSNS)E Aelat
IUES] A% 29150] p<0.01e] 2F0fA DOSE EA
o2 gojujgt Y(+)o] YU HPOUR, HTE ¥
Moz AEE 4 It Table 9].

£

IV. Conclusions

© A7 2023 SAAB0led XR oA EY (FH
=3 HlolE) FAollA B (H=(2023))2 HREO]

A2 gold wdA BEEe] AAl 8ol dis =4
Mot (A(2023))2 AN A, Azt Y GAE
sl=0, UgZo] 2% & S04 AEHFEE njofe}

—1ToaZ o = e o o ’
ste A st Ee o] AF2 AR Ve &9
e BAYE Aldetstal, 2 FolMe AAIY
A2 AS 2YTe=N, dg7Ho] ATAE R AEA
ofe] BAVdE DA eR AAHOoR wWARSHH, Ajlat

o

A9 WE B4 Ane FU6 8

IM &olA, S3folut chaba|a] g uck el of
B 5712 AH8CD], 80% olgo] A

S 55l A0A ixIe AGA THRlE 2

)

2 o g

CRIZVR 29} 3T AR Al 27

A e 2UPI UG AolK JHxIE AL ol
ATE9] 7%, DOS9} DOl =& £%(83.9%)9) 24H
H712 2SS Bt ofjzt, g FIA1o] vls) DOLE 94
s Uepdcy. A 2atoixle] 54| olg ej=o] thet 37
A Qgie eflo] ozt A 24 oAleh UAM Ape

oA} 59| A4 ol & Ef=(UE)IH = Aklslolrt.

P 2% UgS a0, Mz} PV 22k] Ay 8¢l
e g, PEQY] QIEfE|s. 0]Ciol(PEQ_2)e} FIA] %
% 9 S(PEQYY 2E AR 912 p<0.019] 270
A DOSOl EAMo2 gojujgt §FL ol DOSE
DOIS} 743t 9] #712 7HA]ol, DOIS) A% QoS 2
DODS}= 9ojujgt JaeAS 710U, DOFeR: ¥
e 2 AolA Uil e,

¥ A0l FA2EIE Ak DOD} DOSY B
olck. ERoixte] 51.6%% (AA(2023)0] DOD7} &ct
o gk, of 49 FAUFESL p < 0.01 2F
Qolulat ofe] FTTA} SIEolck SUa Hetol,
DOD7} bl 208 42jofxl DOSe} DOV} 9k
2 ot ofUjat MA| e olAfet Efelo] ohet Al &
A OAE $A UeRith 423 2t (55 4]
(202202 A7 PFOR HUR A% A7e ARIsHEY
(23], ¥70] DOD7} &4 =71 1), DOS7} ot
C AR B 48R 20l WEE ¥l ok
S9, AR dolwr} e AES 0 oujet
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deole aEddolade] & FAlo] vsh HA 713To]
(07.04~08.15) g o= o oS ERF ofet 24
olgts Aardom s A A4uH20,781%) = - Sk
7] fi2ofl d2 2A 22(n=60)] =7} AlefA o]l

© A9 staA AFoIA dle 3 ojst JoM 28

A2 gRolA L Qs AT PSS e Y dE= A
Al 8 BEM 58T 4 e FhgRE A 2
g IS AltstaL, BRI EY AREe 4EH
=0 AulE & 4 ok EeF AFA ApdoflA= Al 7Rt
9 dladites SR ¢ A 7= tigt »a i1
AR, AHEAE dE e oIS 4 s Al it o8
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