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ABSTRACT

Main purpose of this research is to discuss relationship between digital art works and
audience by expansion of Body Schema from Maurice Merleau Ponty’s viewpoint, and
artistic value of digital art works also became discussed in this research, based on
Heidgger's concept called ‘Defamiliarization’. We found this ‘Defamiliarization’ became an
important role of digital art works caused by interaction between arts and audience. And
we also discussed audience’s role as a poet, being-in-between in between the earth and
the world, gods and mortals called Heidegger's ‘fourfold. As a conclusion, this unique
experience compared to other works is called “A shamanic experience”, as an artistic
value in interactive digital art works.
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[Fig. 1] Marcel Duchamp’s ‘Fountain’
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digital art works

Sign Interaction
Digital . Violate
Viol.
Art work iolate Customs Customs
. Mixed with Mixed with
Audience
works works

AR, OAD E&2FS AAY =4 EAA
£ 2 <l EAATIEME B4 ddd dE

24
(Transforming) =#2~¢] & ot} #AAL 9ito]
Phs A AbEel Aol weh Wk 4w
A Alel A el| gk el vhEgE)

=4, vAE detEe

AE o) SluEs Ao R Wego s )

oA BRI HETdS AFdch 53] [Fig. 4]
Aol ol AT AYolEdAM AEHE BT A
iRl (Abusive Game Design)S ZH 22l 3
= B3 s AYTta, Zoelodl v 7|uky}
&9, A7 &3 AbEH EAE 5 aAedA 9
= |

kbl

[Fig. 4] Abusive game ‘Everyday the same dream’

&WH OAE o &HES B ANG FEY E
gow golow de mad EAEAY 94
dozd Ba Baz masAg. ud, 0

Journal of Korea Game Society JKGS | 9



— BEY P B UAY d&e] TH AY —

9 o &HES AFol WM A AR
st % AFel A/MHACR WA
g, Bl @98 e B4 A A
ARozA A BAZ gAsA o714
#Ae AFE S| wAow Ro¥ ZxsHE 2
e dAsE AEg 24 AW Fdst)
H Aol

stolelA= deEs F3 AR WA
oad uw g, F EA o] 1 EAREHR
cedota Rl aElm 2R B4 9
-%‘ g A7 NAEE SfeldAE (), S
H(Ort)gt F&rH9. o] He EAAE &3 &
ZH-’] 4, 52 Hgrt = F2 505 9V
é}i Ao stoluANA M P o] F
Abol &= H|F = EA9 2l Ho|t} o]& uhA|
a]ooko]% EAATE LTt obd dEF dE A
Alo] olgtheS =yulE T 2k uehbA gt
A EARRRE EA O o] T dE 52
A= AIA"E Hl " A7 HoiAa Q=
Atolell vt setE = Aot} astold A= F(f) A
couls &A1Y 5A4& 10 ae2odl e,
| el o] o (aletheia) 2= AfollA] 7HA =T,
deelols 2 IdE H-2HAAE ondth
‘H]*"Eﬂ”'*"— 29 FAVE dojggits o
Ay A5k, el Ho]ok(a-letheia) 2] ool F
F ‘a-"7F 23 (letheia)e] AAE S8t dlA
& F %o, Hl-2HAL> 2ol UEEE
om7}t olm] WAlE AFS HAAFTHI0L ThA
DA FATME FolAs] 7] fAsME Eelaat g
qxjojof ap, weba e upE 2zt
Aslazt gto] Mr FEIH dHskE
W sgtdrtE Aojth Bl H(Or) o &
of Mgt EA1Y dleo] & F e %
X3 A v-2dde] AR gigsh
T QU= Abel’l Floltt gfolulAE o] &9

oA F2a R-2H4s AA'R 2l

EJZ___

m& JIN

A dEdEe]l F(HE FHIT fA5] 99

AR BiAe FAL &

TolqE estn nESIA s Ao &4
%

S(2)ole FEn edie
o =]

% AAs UAt FESE 73S olFa
Apolgh mhE gt o} o] BES
Yol FEsh: Aelsh Bow, ol E ()W

()] =& ovlst

AE &Y, 27 SE)A ARG EAA
E =l Wele FE) AR &4 Ayl o
wolth stolHZ oAl HAE Z]Eolgh 2He &
299 713 oy £ #HE FumEa, ZP‘J
o] Ao EolhlE, & HHGe stel )= &2
AlA EAAE 287 22 FEoR HEAAd vt
TS M gioHi2]. fl¢ 22 stoldAe A
=

O
ol
o
jn)
L)
2
X

N
=

n o
s
i
_12*4
-0,

Alol2 Aol A AUEE) A
AR ddofol e4qse] Q= o] A

oJuithd Ao ThA] ~x2 EAE i
Zrsiet, thA] wallA] Aol Ql7to] WElE Ao
olJel s Wtk zea slolH A A ol
222 @ AU Aojel 9Fd Swala 2l

B2 WY Aol melss A7 mE A

mlo
-
a
>
o
b

10| Journal of Korea Game Society 2018 Apr; 18(2): 5-14



— A Shamanic Experience in Digital Art by Expansion of Body Schema —

(%J\)"J RoltH13], =2 3teld A A A
1= 27 ofd gk 2] well & AAlS

gFs At A steld A=
AlRLE A3 Q1zre] Fxtoll AA Ao JxefE
& Apo]-FAR Erp =
A Adojrh Age] AAURE) S
2 FUmstE w, Avlde 4l

g3t £A9 0 mee B Hoix

aL o] FAZE HolA= Abol, AlAISE tiA = A
2 FAse Ak njeHe 14 73S o
Tt a8l a2 BA Alolgr Aojrt 2w @
S Ade Ao Aaeed 28w, o]F wo}
AAeE Az A st A7F wEE AIRIQL A

ot} stolul A= o
2 L EJ(Ort) to =2 o] 7kxe] EA A}
5 2 3sd % AU AP =L 2AUp B

Abolel] EAje] o] Eojudria =
2 AMH(U 4 : The Fourfold)[Fig.

L2 3E o] EAA7F F(4)3)

TOOL
Zubandenbert de
concealed Ei

“SUBSTANTIAL™

[Fig. 5] Heidegger's Fourfold

(=) Abel(1)elA Aol grege wdshs 2

OolEA, E3 Ae] wdg B o(A), HE

FYR Aotk $evt OAY o &aE
2

o o

4 FDHAT, A
AE AN, 1 Aol
A9 AojE & Bom A

Aol wtz AlQl, = g A

pid sas gus g

shHA Aol FE & H fﬂ*ﬂl@r AMOL A7

bl
o Aojupe A1l dl&H ARS APEA Ak
x

& Fol(John Dewey)= X148 o4 HEL2 7]

& AEAH AFA JAA dxHoZ AES

ﬂ}a‘ri.ﬂ A}Tr'a}— e %3‘01, Axe] FEA Fo
A}

v
©

53"3% ‘qL IR el ZFE(A Experience

w2 B RelTHI6]
4.8 B

UAE el &2E Skl BAo] A2, Fe wg

omA AF EAANA el Ao Fan

F2 FE TORE AP 2ARY FUHE 2

549 AAzAe] Hr) #Ao] BT EARE

QAN Eel o TS Aol v W

H24 ZZe A

Journal of Korea Game Society JKGS | 11



— BES #32 BF UAY A& FWE A —

E ooz sy AEg A AP AL
B Ao] AETe] A £5L wajals A9
of 7] welth o}7lA FHom =odop &
HRe tAY qeaElA AAsh dAe) #Pe
ofw elulz fAdlol shestelth wes A
gede Huss U049 J%2 A48k, g4
g opdzam A4adw, Ads dAe #Re
gA9s ohgae] A4 Sgol 13 Zlolt.
ey AAE AE) &zﬂzﬁ w0557 9%
olg, e, EAle ed WHoE AN, o
A8 AEH B9 QB HILEE A o
# A A4, =g eqom weEthy, o
Aol UAD ool weh Agd A g7
v we

ACKNOWLEDGMENTS

This work was supported by the National
Research Foundation of Korea Grant funded by
the Korean
Government(NRF-2014S1A5A2A01014898)

REFERENCES

[1] Park YoungWon, “Design Semiotics”, ChungJu
University press, pp213, 2001
[2] Kim Seul-ong, “A Study of Context as

Content of Korean Language Education”,
Dongguk University, ppl51, 2010
[3] Han Daesuk, “Yet Another Study of

Wittgenstein's Picture Theory of Meaning”,
Korean Philosophical Association, ppl17, 2012

[4] Elena Oxman, “Sensing the Image: Roland
Barthes and the Affect of the Visual’,
SubStance, Vol.39, No.2, pp75-79, 2010

[5] Jim McGuigan, “Modernity and Postmodern
Culture”, Open university press, pp59, 2006

[6] Timothy Clark, “Martin Heidegger”, Routledge,
pp43, 2002

[7] Lee Jong-Gwan, “Temptation of cyber
culture and art”, Munea press, ppl21, 2003

[8] Uyanga Ganbold, Hui-Beom Yu, Jung-Hwan
Sung “Abusive Game Deisgn and Introspect

Game play through Goffman’s frame
analysis”, Journal of Korea Game Society,
ppd3, 2017

[9] Jeff Malpas, “Heidegger and the Thinking of
Place”, MIT Press, pp292, 2012

[10] Timothy Clark, “Martin
Routledge, pp22, 2002

[11] Sung Jung-Hwan,
Shamanic Experience in Interactive Art”,
Chung-Ang University press, pp38, 2014

[12] Richard  Rojcewizy, “The Gods  And
Technology: A Reading Of Heidegger’, State
University of New York, pp84-85, 2006

[13] Kim Dongkyu, “Heidegger and Inter-Artistic
Theory”, Greenbi press, pp289, 2009

[14] Graham Harman, “Tool-Being, Heidegger and
the  Metaphysics of  Objects”,  Carus
Publishing Company, pp203, 2002

[15] Roy Ascott, “Telematic Embrace: Visionary
Theories of Art, Technology, and

Heidegger”,

“Nothingness and

Consciousness”,  University of California
Press, 2003

[16] John Dewey, “Art as Experience”, A Perrigee
Book, 1959

12| Journal of Korea Game Society 2018 Apr; 18(2): 5-14



— A Shamanic Experience in Digital Art by Expansion of Body Schema —

A & #(Sung, Jung Hwan)

oF 7 : 2006- ST FRvITe g we

A R-oF ¢ Game Art, VR/AR, Interaction Design

A 3| 2Sung, Hee Won)

ok
=|
lo

o) - 2~
e wge

A]&-oF : Fashion Marketing

iy

Journal of Korea Game Society JKGS | 13



14 | Journal of Korea Game Society 2018 Apr; 18(2): 5-14



