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Abstract

The aim of this research is to analyze Perceived Usefulness(PU) and Perceived Ease of Use(PEOU)

based on Technology Acceptance Model in <Van Gogh Inside: Festival of Light and Music>, and how

viewing experiences and knowledge of motion graphics have an impact on attitude toward using and

behavioral intention to use. Both usability for learning and usability for appreciation in terms of PU have

significant correlations with the degree of satisfaction and immersion, and behavioral intention to use. On

the other hand, PEOU has an influence on degree of exhibition satisfaction and immersion, and onto

behavioral intention to use with the exception of intention to revisiting <Van Gogh Inside>. Unlike PU or

PEOU, previous viewing experiences do not have correlation with attitude toward using and behavioral

intention to use.

Only previous knowledge of motion graphics has a correlation with degree of

satisfaction and immersion, and behavioral intention to use. As the influence on PU and PEOU’s attitude

toward using and and behavioral intention to use has been verified, our findings show that two variables

of TAM enable the prediction of user’s technology acceptance on digital exhibitions and as a result

prove the suitability for TAM as an evaluation model for digital exhibition of remediating the originals.

This study offers a fresh understanding of the importance of motion graphic effects which influence

attitude toward using and behavioral intention to use from the perspective of curating methodology.

» Keyword: digital exhibition, Perceived Usefulness(PU), Perceived Ease of Use(PEQU), attitude toward using, intention to

use, previous experiences and knowledge
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Fig. 1.

Exhibition Zonings of Nuenen’s another sunrise and
Auvers’s Green Wheat field (Source: Media & Art)
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Table 1. Operational definitions of PU and detail factors
factor | detail factors
understanding Gogh and Impressionism
UFL arosal of curiosity and searching for information
fertilizing conversation with companions
artistic value and properties to the originals
UFA authenticity and aura to the originals
interactivity and immersiveness to the originals
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Table 2. Operational definitions of PEOU and detail factors

factor | detail factors
SF 1.new interpretations and approaches

SE SF 2. thematic exhibition circulation
SF 3. dynamic elements
SF 4. interpretative methods
TF 1.interactivity

TF TF 2. motion graphic effects
TF 3. high-resolution film and images
TF 4. sound effects
EF 1. big—sized screen

EF EF 2. curved screens
EF 3. optimal exhibition environment
EF 4. background music

3.2 7tH

Table 3. Hypotheses

no. hypothesis

Previous viewing experiences or knowledge of
motion graphics has a correlation with PU and
PEQU.

Previous viewing experiences or knowledge of
motion graphics has a correlation with degree of
satisfaction and immersion, and behavioral
intention to use.

PU has a correlation with degree of satisfaction
and immersion, and behavioral intention to use.
PEOU has a correlation with degree of
satisfaction and immersion, and behavioral
intention to use.

Technical factors have correlation with fatigues
caused by digital technologies and motion
graphics, and with museum fatigue.

Degree of satisfaction and degree of immersion
have correlation with behavioral intention to use.
Fatigues caused by digital technologies and
motion graphics, and museum fatigue have
correlation with degree of satisfaction, degree
of immersion, and behavioral intention to use.

H1-1.

H1-2.

H2.

H3-1.

H3-2.
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HS5.
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Table 4. Elements of user experience in questionnaire

number of
elements :
question
previous viewing experiences(PVE) and
knowledge of motion graphics, | 4
experiential attribute
PU & PEOU 2
ATUTE(degree of satisfaction(DS), degree 6
of immerison(DI), degree of fatigue(DF))
BITUDE 3
technologies and motion graphics 5

V. Findings

4 1* = e m] HE £4(47.5%)°] ]
Ao =okom WA £4(27.5%)0) AnA £4(15.0%) 5
E} = 373 23(75.0%)°] 73

=, o] PUAA 85 &
84(62.5%) 5t} A 7 Axtel o 1
Tﬁou 78, 43528 EQFHUFA,
Zhe o, 7ol Ao djgh iﬂﬁ 3—1
47.5%)8) G o] =4t

eHFig. 4). PU Al
%ol 7F% =4 H
B A(UFL,

30
M
" . - - -
o

Fig. 4. Perceived Usefulness in terms of UFL and UFA
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7] Wiel, 7HdS AeE 4 §Iti(Table 5-2).
Table 5-1. Correlation between PVE and knowledge, and PU
(* p < 0.01, *» p < 0.05)
PVE with | PVE with digital | knowledge of
the originals | exhibition motion graphics
UFL .079 344~ 151
UFA .021 .084 .150

Table 5-2. Correlation between PVE and knowledge, and

PEOU (* p < 0.01, ** p < 0.05)

TF1 TF2 TF3 TF4

) n -.070 | -.046 125 163
:;’rﬁb‘i’tvi';:sd'g”a' SF1 | sF2 SF3 SF4
139 .365* -.188 .044

EF1 EF2 EF3 EF4

.287 .355* 174 .298

TF1 TF2 TF3 TF4
PVE with - .080 .138 125 -.128
exhibition of the SF1 SF2 SF3 SF4
. —-.209 .000 -.037 -.140

originals

EF1 EF2 EF3 EF4

.021 -.099 .071 .069

TF1 TF2 TF3 TF4

. .198 498 * .292 .219
.288 .180 .283 77

EF1 EF2 EF3 EF4

264 .282 .043 .256
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Table 6. Correlation between PVEs and knowledge, and

Table 8-1. Correlation between detail factors of PEOU, and
DOS, DOI and BITUDE(* p < 0.01, ** p < 0.05)
ATUTE BITUDE
DOS DOI RGE1 RDE RGE2
TF1 .588x* 415%% .324% 460 4245 %
TF2 .369% 534x* .323* 557 x* A419% %
TF3 549 x 624 %% 351 467 x* 482%*
TF4 556** 508 * 597 x* .633** 539 % *
SF1 461 xx 509 .599* * 550 .590* *
SF2 425% 437 xx 429 % * .387* .387*
SF3 659 .560** .314 705 A439% *
SF4 561 ** 579%* .532x* .500* * .626* *
EF1 660 664x* RIRES: 552 * .B665* *
EF2 485 * 565+ * B514xx .535** B576**
EF3 .352% 482xx 246 .333% .349*
EF4 667 ** 550 .390* 549 484 % *

DOS, DOI, BITUDE (» p < 0.01, ** p < 0.05)
ATUTE BITUDE

DOS DOI RGE1 | RDE RGE2
PVE with dioltal |\ gag | 144 | 156 | .144 | 147
exhibitions
PVE with the
exhibition of the | .161 —-.138 | —.252 | —.144 | —.147
originals
Previous
knowledge of | .372% | .363* 323% | 361+ | .316+*

motion graphics
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Table 7-1. Correlation between UFL detail factors and UFA
detail factors, and DOS and DOI(*» p < 0.01, ** p < 0.05)
UFL detail factors and
UFA detail factors DoE el
understanding Gogh and Impressionism 620+ * 377
grosal .of curiosity and searching for 594« 645
information
fertilizing conversation with companions 497 % AT *x
arps.Uc value and properties to the 533 % 410%*
originals
authenticity and aura to the originals A415% % 535*x*
interactivity and immersion to the originals 361 ** 739*x

Table 7-2. Correlation between UFL and UFA, and DOS,

DOl and BITUDE(* p < 0.01, ** p < 0.05)
UFL UFA
DOS .655%* 661 x*
ATUTE DOI 706 * T72%%
RGE1 569+ % .509* %
BITUDE RDE 559 * 629 %
RGE2 634 * .619x*
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Table 8-2. Correlation between detail factors of PEOU and

fatigue factors (» p < 0.01, ** p < 0.05)
DTF MGF MF

TF1 .201 L429% .139

TF2 -.110 .228 -.073

TF3 .096 .288 219

TF4 146 .230 -.036
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Table 9. Correlation between DOS and BITUDE, and DOI

and BITUDE (* p < 0.01, ** p < 0.05)
BITUDE
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DOS .607 %= 678+ = 667 *
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Table 10. Correlation between fatigues and BITUDE(x» p <
0.01, = p < 0.05)

BITUDE
RGE1 RDE RGE2
MGF .393* 372+ .489%
DTF .201 -.040 79
MF .082 .120 .098

jincs

>
g
0

gL A=9} p < 0.01 gl A4BdA
AN OB E(Table 11), 7Hde Q&= 5

A7+ AAE BAS Ay B agE o= g g2
ORI 7|2 Q3 I 2(471)9} vEF 3] Z(.450%)2}
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A" 7R I3 R(3680)3 A agFor g vw
(.561xx)ell, Awtjole] o84 3 2932 2 a9y

T35
o2 Qg FZ(429%)9] 77t S wH T

4

Table 11. Correlation between fatigue factors, and DOS and
DOI(* p < 0.01, *x p < 0.05)

MGF DTF MF
DOS .367 %% .219 122
DOI .543xx 123 A72

V. Conclusions
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