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Abstract The purpose of this study is to comprehend the trend of digital experience centers' development direction
and to find out the types of experiences, the characteristics of interaction and the attribute of contents by selecting
4 digital experience centers opened from 2008 to 2018. The types of digital experiences are operation, sensibility,
reaction and induction based on precedent studies. The types of interaction are operation, touch and sensor. The
attributes of contents are game, play and education. The result shows that the ratio of operation experiences is
gradually higher. In the types of interaction, the trend is switching to operation and touch. The offer of experience
activities by play type is getting higher. This study is intended to help create an empirical interaction of the content
of the children's digital experience centers that will be deployed in the future.

Key Words : Digital Experience Center, Interection, Experience, Type, Content Characteristics

* Corresponding Author : Jean—Hun Chung(evengates@gmail.com)
Received July 24, 2018 Revised  September 13, 2018
Accepted October 20, 2018 Published October 28, 2018



=

FSATH L.
T QrollA

o] A4 B 7]

°

3]
=

9l

*

e

=

ol gtefA tAE vy

A, BlAd vl

whgro

3]
=

A

%

1=
71€S
5tod o]l o]

°

T
)

L

T

wj 7] =

=

Kol

A

2.1 gAgAg ] Mdat 4o

AT} F1)(2014)

EEREEL
EREEEE

1
3ol 4=

ko
=z
i

ToR
=y

]

T

A

d o
;_'(

2l

b

S

3L
[e)

1. A&

e

N2 A

L]
z

=1

gt tAE S A=A

}

e

S

=
pil

TR YA AT 3] =2 7168 A10
=i
oO]:‘

o 9|

Els
o o
Al
=

=
=
7]

438
21C AR e}
el =

E

)

1.1 A4

v}

P

TRl

Foict web, o

dopr At 5

=

=0
=

3

&

e}
T

)

gl

-

ol

32

e Boh} bl A

#7)e] f2o} o
IeH2), o)A

pil

ke

Ag <]

o] AAAo] 1L

=
=

T

ql

v oA

=
=
7

fe)

R

1(2009)
A 2
EEETES

€]
}

ke
o

0)l2=3
3]

e}

P
w7 =
=

T

o
)

A

s

gs
o]

]_

S

g
=4
4]

e

=

FacH4l. 1A

S

2}

pEOEAS

]

[e)
R8s

3l

Z
~

3} Avle] gare A
4

=]

PN =
T kA %

3]

AT

0

!

0

3} o] AT

[e]

=]

sl o

S

1=

A, B
AA, e AT2e] QlE]

AsEs A

=
=

Jl

e

optz 1 wjAst o
22the] tAg mjrel

BEERS
T

L
T

T4 wt] o} (Digital media)

el

b
il

o

ozl

o

n_mO

_Z#
el

T

8o

B
oF
gl
=

w

5
Tk

8o

B

2]

fe)

4, oA}

3T
L

el

1=}

Hste} A=

“A}

Rus

stats] tAE e A

2 2] tH(Digital Media

=

=
S

=

0]

=

e]o]
2 A9

1=
=

1=
=
L

T

Alliance Florida)

2010 58] 2018\ el

=

Foic
AEEN



[e)
o

i)

S 883 ofdo] fAEAHA] 540 de A7 439

SINE FRAe Ausrrow S48 olr, U
Holg 24 ofdlo] ezl 8 ZueAE A
of A9 PAurh F318 B AL} o2
QTS §YH 0z AFHAN Alsh 452 Aol
A @el} bsaes AgE, ALl e
F85= AT Feol e AAATOIAE TAE A
#8e 2A 249, 449, W3, FEgor ¥l
GeH6l. 24 vk, NRESS B 245
of A ek Feolr Ee 2gdel @ AY, W
G AAe A% AAol I8 g A, P
QY Ao 7142 weke: Ak fdolet @
S Qlth DAEARe BN 55 AHAA 5
g 52 stersb] gistel UAEAY £33 AT
YA ARY, wo1B, mEFoz FRTS) 24 o)
k. Table 1 O 84 #35) 202 442 25
& wolth

Table 1. Digital Experience & Content Characteristics

Sortation Characteristics
Operating  |A type that gives artificial deformation to
(Type A a target through technical manipulation
and response by a keyboard or mouse
Sensibility | Type of feeling experienced by stimulating
Type of | (ap) the senses
digital
experienc|  Reactive t Tmi of s;ensnc]Jrsk that usre iepsolr
e (Type ©) echnology to make a person feel a

reaction

A type that induces correlation with the
surroundings through periodic changes at
regular or time intervals

Inductive type
(Type D)

Game type |The type that stimulates the desire to win

(Type a) by competition
Content Play type | Types of physical activities focused on
Characteri|  (Type b) fun and excitement
stics ;
Educational Types that provide knowledge and
pe learning
(Type ¢)
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Fig. 1. Operatipn Type
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Table 2. Digital Experience Center

Intersection Type

Operatipn Touch Sensor
(Type®@) (Type®) (Type®©)
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Table 3. Digital Experience Center

Digital experience | Year of — Experience
center name opening local situation content

Digital World cup- bookro,

Pavilion 2008 Mapo District, Seoul IT technology
Goryeo celadon Daegu-myeon, Historical
Digital Museum 20t Gangin-gun, learning

o Jeolnam
Nonhyeon-ro, Multi-intelligen
Play Dodo 2016 Gangnam-gu, Seoul ce play
Maseo-myeon, )
Midirium 2018 Seocheon-gun, Ecologlcal
learning
Chungnam
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Primary VR Safety
Education - Experience
virtual riding
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Table 6. Playdodo

Smart Cube

Digital Experiences Type
A B C D
[ )

Forest Concert

Digital Experiences Type
A B C D
[ ) [ )

® | ©

Music Playing Wall

Digital Experiences Type
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Digital Experiences Type | Interaction Type | Content Attributes Operation Sensibility Reaction
A B C D a b c @ | | © A B C D a b c @ | | ©
[ J [ J [ K J [ J [ J [ J [ J




A

]

o]w] %] 3}

]

3}7]

El

&2 0|5

u AefA o] Ho AL

=

k2

= A DA 8= A4 #1637 A110

+

kel
o

442

A e
STELr
e El s
.éoﬂllx_l m %
moo_ugewat = = E 8
Qo —_
TR T 2 = £ 2 ©e oW ool N R
ToT Tk 5 5 < 2 ; TRy
T g W OR N = |5 2 = g Mﬁﬂéq%ibol_s B W
X o N = o IS S Q@ 1k byl 100 T = do oF
5T > 8 £ & )T Sy e B A
o H B0 Q Zovxﬂrﬂo i
T o R < W ° © @ wﬁ v o K %ﬁ wjy “ﬂ|| JomA
G 8 e g o 7ahmo_q%%ﬂ@147
—_ juy Orl Gl o) €3] o = <1 ‘_Ir\_yl lﬂ T EE LC
,mvl,oiﬂwaleo_u I m 5 _M v.C o#u%_/ui OTWOCW,N‘HOI
R £ 2 g : s arlam%%oﬁ@ﬂ%
ﬂanHMﬂa 2 L= £ Yy 2|2|® ,uﬂ%wﬁiﬂeqﬂgﬁﬂe
SwESE c . < 2 3 @eyﬁ]ﬂﬂ?ﬂ
ﬂoﬂliﬁ_ﬂo = g a ) B © 2 7yoy1mogjlmr_m‘q_0|
B e ol M s ' &2 g %5@@%%%7%
3 e 70 = & 8 g0 8@%2&}@1%4
= o B & g glo 5 ] = o v S R B8 oo
G ow o P F z g | LR < |8 N < 8P R o m o & W
g E < & e o |5 g |5° 5 lslo nw_cifﬂrmu%@
TR P SR kS w 8 |&le o |8 e s|o|® @.EMW&@]T%%
o O ) 3 = w g |8l g W D s e R oS oo BT
= o (2 2l<|® 3 M rm Sla Wﬂ M_-mﬂmmﬂ@o@Mimo
S«® 3 o HIZoo_]rouﬂl_
- 2 <|® Al GO 5 oF
TraE LEE : - Mﬁﬂ@@z%%ﬂa@
T = ) o OB w8 _ 8 K ® R g0 wy m
% o @%aﬂg%mwmqg Y
wrn ,_.W LA ol wpope T W B = olo ’ m o @ T W o B W B o
;oo‘q_qﬂ/l ﬂ‘mvlﬂ._vﬂ‘l /OM‘urLMﬂLJ;_I 0y .]‘mulLEﬁaul‘Hoi
g = M BN T4 3T s P RmE LT o
Ho_%zmﬂm ﬂﬁge#%%%ouﬁmﬁuvat M%%@lﬂﬂ%duwﬂ%ﬂ ﬂ%%ﬁrﬂgeﬂr
T 5 m T iahﬁkmu%ﬁiﬁmbm% nﬁw%l@%ﬂ&@ﬂ %M%mﬂ@fr
ES A %ﬂﬂm%anﬁz%ﬂﬁﬂ _Eﬁhzedmhztﬁ@]_z T o 2 =m0
TERL a%%@ﬁachji;o I S R I HETTE
I Ny m%_ﬂt@r%%%%Az Qﬂﬂ%&ﬁ?%%%ﬂ %m;m1ww
— o T ] ) tol
momlovmam C = m%izolﬂ%%ﬁ oﬁamﬂeoﬁjﬁ%%m%ﬂﬂmﬁﬂ ﬁ%za%%a
2o ® R m&%%@?%%@cr, %dg_w,@&@%%wm %ﬂumw_cﬂai
o o B3 mq%wx%,amM@ 7mﬂ%uga%amX mawmgim
FAEE ek zfi%mr@n;%aov %@%%Wbﬂ?ﬂﬂmi xﬂw%%@]@og
E O o ia%zﬁ%go:%%ﬁ T X RE BT 5 %ﬂu&z%u%%
of X " .o %6 | k- o =l B o) w iy nooe W oF B = o o __ et B et (G
ﬂﬂmﬂwpﬂ%mmﬁﬁlwfoémawa ﬂﬁm%%ﬁwﬁﬂawcfaﬂ pEEET T oW
%@E_iwma | 0 %Ltn__/uLluﬂ w B mﬂ] Ll@MﬁHMﬂ],iWL}ﬂuué
maauwrﬂsmaio#,%% e 8 & oo vmmﬂ(ioiuﬂw g~ ® 2 o oy
= R o o X w5 o 2l = = T ol = = H o] <] 3 = = N ™ =
x = A o M T W B3Iy urmJMﬁAoM il W T " sz#]A%
o) o oy 2 Mo T B A B oF uo%(ﬂ@J%x%Ec ¥4 ol hdME
e S g R s N S s S = X" = ofn o o I o o o 2K w = o oK .
qgiowowTﬂmw@%@.mﬂ_m_@ ﬂ@am;ommﬁnazoﬁawmﬂ%m@@ﬂwwk
A E T L ERE LS aumow1,ﬂﬂﬂmﬁTaodo7aﬁﬂﬁo 2
- i A Koy n FE ﬂuu%. X R zvm oﬁabﬁuﬂmoﬁw% mm
o ) o TR B PRS-y R
SEFrsirisiicigiist
X ~ = Ol 7 — =
K = o) W 2E %ﬁ M W



A

1=
=

QA7 443
P

}

xel
o

13

pul

7

2

ol

A

o) g

=4

E

=
1=
A

SFATE AREA A3, A

bl
R

pul

S

U

U

I3)

T

[
=]
=

L

A
3}

stelom tA
= sk

olglo] tAd
o 2]

&

L

T

1

Lus

}

xe)
o
s

A]
5]

=R A

£
=
=13
21

s &

EE

]

1

[e)
Content
Attributes

Interaction Type

Type
B

Digital Experiences

A

Classifi
cation
Type
Digital

Pavilion
Digital
Museu

Play
Dodo
Midiriu

Table 8. Analysis Table

m»ouuoﬁumommmﬂﬂew%%&%@ﬂ%%ﬂw%%%ﬂ
BB R B o= TN T oo ™ N ow o —
R SR T = I TR S IR A T B T
=0 A ]Wﬂluxtmwﬁemﬂ]o Mﬂﬂon;ﬂﬂc,e
hﬁﬂ_Eﬂlﬂo o = ,UEW,B‘LEUI;%TO#QI Be
A OB oo Moo ST gy % ol W RO X ok
I e L o = R = 7 X
L BN Ty g Ry M N T e Koy
o}wﬂMiﬂogﬂwﬂ}%ﬂ#W%E%drwr%%wﬂ%dr,
et =3 . a)
@meﬂwﬂ_mqﬂgﬂ%ﬁ#k%ﬁ%%%ﬂ%ﬂ
— X ) =) =< TR ' T
@r%ﬂﬂr%immoo»moEMT_maiL%@l@_caleisf/
c.lO O%‘Iyl o 7o % ‘mﬂlra
o — Moy OB P 5 X9 o
o R S RN Ko I e COl - x
P oy mo En o G o g ot 3 ~ o= M RCoop o
L_.o:_ﬁwqﬂeﬂo_uﬂgn ﬁnowaqwd.]ﬁliiﬁlﬂ%wu
G - S = B, G T SRRt K "
"B RT T S B g e RO N
1 K = o] B ﬂ@ e of ®W o~ W = o T
W%%Uiﬂﬂ@ﬂﬂﬁmaov%ﬁwxﬂﬁww%:’mﬂ:’
R AR R el g e P e T W
ﬂ.iﬁlo#dr%]woﬂqmﬂi%ﬂw%ﬁ%7 o
EEJIL yﬂMiiu&ooo LC‘HOI‘IJ_‘L‘IQ‘IFZ_IHOJJI_E‘_HVIEﬂ
T OB T e NN N B D g
%%mﬁﬂrﬂﬂ%@%?%% %ﬂ}ﬂﬂ%ﬂr%%ﬂ
@1@05E%@o@mamﬂ#iﬂﬂﬂu%%%%:’urmwﬁa
BFE PP T g oy T T Ty o
oM NN EMTHR AT GO T O
jﬂ%% mﬁﬂj mo%wﬂ%m. oF ) T %
o o B o r@moo oo iy B o
uulcr,%mﬂ L FE BeTaa Eldd
No E ) oS = . = mo oy OF W
xR = B ooy < B w ™
o PRTE ®wdT Poay T XEAT
[ 0 o 3% © N SO T B oo
"R oW B A oy o g o X oy
- B = o B o Lo 3 &a o| o N o|
‘UFO#OZLWE ﬂﬂloﬂ&d _— EO;OONU _L,.ﬂo‘.w
o FLmZTod wm®S S pwNL OB
tytRR XET &Bag N T EE
sz%7ao R Ao o N
oE#ﬂLﬂao %%o#mﬁ@ov%ﬂﬁ mmwh.ﬂzﬁ
ap P g BX o o Y Wy fy e EH
REER® o b o TRy s x5
° %%%H%%ﬁ%%%ﬂﬂ&ﬁﬁiwuu%di
HAE N DG ATEE L IR oy
HPm o md o X d i DR e oo oom o
m X aoov%}éﬁ%%&7p|_z_ﬂgﬂﬁﬂﬂ
X0 IO o ) 3 ﬂ_w_mo do ol e o R8 ° T B i T N = o
TEZ g TR R T ABRW T oo
zﬂmﬂﬂziﬂov%%@ﬁovﬁiﬂﬂﬁ@
ol OW® XTT®T <o ® T o B B FE N

(2013). A Study on the Contemporary

REFERENCES
Digital Experience System using Interactive Media

(11 Y. M. Ghoi.

71714l

1=
=

o7

fe)

e

b glon) Aelze]

S

-

3
[e)

ted A

0



444

AL AAS N =EA A167 A105

(2]

(3]

(4]

(5]

(6]

(7]

(8]

(9]

[10]

[11]

[12]

[13]

[14]

[15]
[16]

Master’'s  degree Ewha Women's
University, Seoul.

S. H. An & S. M. Song. (2008). Edutainment Contents’s
type & development view. The Korea Contents
Association, 6(3), 72-86.

S. H. Im. (2009). The Measurement of the Subjective

Experience Based on Flow Theory: Focusing on the

claim  paper.

Interactive Exhibit Contents. Doctor’'s degree claim
paper. Sungkyunkwan University. Seoul.

E. H Jung. (2010). A study on the Emotional Space
Centered on the
Master’s degree
claim paper. Kookmin University, Seoul.

H. S. Kim & B. M. Park. (2006). A Study on the Status
of Experiential Exhibition Facilities in Exhibition Space.
Korean Society of Design Science, 19(5), 293-302.

S. Y. Sim & J. M. Mun. (2012). A Study on the
Characteristics of Interaction Using Digital Media in a
Children's Hands-on Program Center. The Korea
Society of Design Guiture, 20(1), 371-331.

S. Y. Lee & J. J. Na. (2012). A Study on the Use of
Interactive Media Art in Hands-on Experience Design:

Expression applying Digital Media -
Experience of a Cognitive Process .

focused on exhibition contents about children's cognitive
development. Korea Society of Basic Design & Art,
13(4), 245-254.

I K Kim. (2015). (AnJanalysis on the media art painting
of interative color field using LED grid : focused on
calm land  Doctor’'s degree claim paper. Sogang
University, Seoul.

S. K Kwon. (2010). A Typological Approach of the
Digital Interactive  Exhibition pavilion applying
Ubiquitous Concept. The Korea Digital Design
Association, 10(2), 371-331.

J. L Lee. (2011). AA Present Condition Study on the
Science Exhibition Interactive Media. The Korea Society
o Design Gulture, 17(4), 495-509.

Digital Pavilion(Online). http.//www.digitalpavilion.kr
Goryeo Celadon Museum( Online).
http://www.celadon.go.kr/

Howard.Gardner. (2006). Multiple Intelligences: New
Horizons. USA : Basic Books Publishing.

Playdodo( Online). http://playdodo.co.kr/
NAVER(Online). http://blog.nie.re.kr/221322990915
National Institute Ecology(Online).
http://www.nie.re.kr/

o] #] &(Lee, Tae Eun)

- 19954 29 A2 dEr|s gt
A 217K BA)

-20009 8¢ @ Fo gt JEA
Hojshe] At (MFA)

- 2000 29 @ T Oigtal g
ghel HEjmo]of it WAl R

Aok VR, Computer Graphic, Visual Design, ¥
3lo& ojo|Felx AP = 5

+ E-Mail : silen007@naver.com

4

%4 % #(Chung, Jean Hun) [43l<]

- 1992 29 oo stal vjE e
A AR18HHBFA)

<1999 11€ : 7]=r Academy of
Art University Computer Arts
(MFA)

2001 39 ~ @A -

daietel Weln oot} me

ok : VR, Contents Design, A4, 3D

Computer Graphic, Computer Animation, Visual
Effects &

- E-Mail :

F st

evengates@gmail.com



