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Abstract Unlike the value-oriented tendency of the older generation, the MZ generation, which is
emerging as a new consumer, values individual happiness and satisfaction by recognizing
consumption as a kind of play, and clearly reveals its playful characteristics compared to other
generations. Therefore, this study identified users' needs for interaction elements that can give a
playful stimulus to the music player Ul, a key function of the music streaming app, one of the
universal play activities of the MZ generation. Through previous studies, the concept and
characteristics of microinteraction and gamification that can be used as play elements and the
relationship between play and art as well as playful characteristics of the MZ generation were
summarized. In addition, the current status was identified through case analysis of the existing
music app's music player Ul and user interviews were conducted through contextual inquiry
methods. Afterwards, I was able to identify the positive need to apply playful elements to the music
player Ul through analysis of user behavior patterns, and based on this, I discovered the possibility
of providing an immersive music listening experience through playful interaction.

Key Words : MZ generation, Music streaming, Player Ul, Amusement, Gamification

"Corresponding Author : Jong-Hoon Choe(deadant@ewha.ac.kr)
Received September 11, 2021 Revised November 13, 2021
Accepted December 20, 2021 Published December 28, 2021



178 sl=gelatsl==xl M12# H125

1.1 ¢7 HiE & =5

FT 2o A Q179 {314 BT AntEES]
ggsto] 93 F4 JdHY BHFEY IR doff S5t
APgt MP3 T2 E AJgo] ojof Zof AETY AH|A
o] P FHH o= Aot it 59| {3l M
J4gt PHo] Sl MZAIH7E &MY £5F o|FaL
AH1]. Nielsen-Korean click Mobile 3% to]g
ZAL Ao EH FoF AEZY AB|AE AT
AEAS] 75%F ol&°l AAskAL Slth2]. MZA|H S
2HAEE J1Q1Y AT HES A AER
A 9ol LotA TRk A S4Y AHlET=
7L Qi Ty tivkl] Zof AERY AH|AE
ARl 4710l HoleH Ul 94 223t FHiE
Ho|1 Qith. o]& 7 XA 4B|E AFst= MZ
Al E 78 ARBAS 2R St AHIA YoM F T
E3tE ARA AES AT 9§77 ok & 4= Qi

2 AF= MZAHS f34 A aH E4Z
s, =9 AEY AnlA9] A 75 3o A4
S Alom|mA o] WA 7314 Q4 2o His]
AREANY] YAE mfotstaiat Fict

12 97 WE o el

¥R GOt 2 919 BYH o]§2l 2k 3
=40 det AAde Helshn SO By 2L e
P53} 98]0 BAel thsl DA o) 314 EAo]
e Aol vg) WA SR MzAe] 2E2]Y

ofll

del ot 4 ek AEEY A9 S A
WIS Z45te, A4 T 3o AEY UL
A8sHe MZAY AH8A 691 teR QlERet
WAL WY 0)F AH§A AS vpgos
o Uz=g B9 AoluuAold 4o vlo|az
Ui B THsAS STt

o

bl

2. 0|2X H{E

211, 91719 @
19384 vd@ES] St a3 akeigekjohan
Huizinga)= ‘A7tet7'9} ‘wHE7]'9l t&o] Zgdt

A7) A EAolA A39] 7|52 Eolstr] ol
‘o2 2dA(Homo Ludens)d= A2 EAS #9
SI9cH3]. 32 FdAHomo Ludens)= 2Hgloj& =¥
Z= 29 Ludens'& WA {39 d7Folgt= ulE
Za1 it} Eol= ¥FY B3k ddolH AHE Ts=
o} 7R 29 =2 AAYAE v E Bl
Aot AXE xRty Folgttt. ofo] Bl
4, 250 22 AR AU EA Y AFE 24
Hi AERE Fol7] 93 Ao =42
7]5to] Eof dle 59 7|9to] H7| &k gtH4]. &ol=
Rl FHIAE FAdcke AoRRE A TS
2, AR g5 uigo g A9 APE = (S
Bl ZAgt A7ohEo] tief 1&shA gk 5%t
‘2h(Work-Life Balance)d 72 Alzoj:= 4hat
59 43S Axots Y Fo|nARAS Y5
skl glom o]9} e FE2 Q7Y 412 Hrt T QITt
GA Aotz £ Sl= 95EUE Yueith

Jo on, ok

212, O3t 93
23l9} o] sl charet Hofe] ATASL 153}
&9 §84 E40 AArYA drEE 54
HIOR kol AWsoT Uk FY A7t Ue
ohe 9312 4o UEHOR HetuH, Aze
G 2A e B LA S 7R M2
2 A ofavt 4319 ATS SFCH5L
0|9} o] &L 9zkel BEAR $3) T B St
ole, 3 thost HEO] AY TAE viroE Y244
2788 AT 2% Y WYL AW {8
B350 B 98] BFOE vlekE 4 ArHel. ATAE
Azl RIYE A F BEAOR oA AE
We B3 8o Pl s} WA ATt

i},

¢

2.2 MZMIie| RelH £4

MZAIH9] #3]4 542 e Aldiell vls] F=22=
Holw o] 7] AId e} tiu|Ele AugdFolA Foke
T Ok MZAdE 94 Aneh 42 Mz 48|
e 7ML e, 2HE 4FY] Bol2 AR
o] BEF HE4Z A5 7140l 25 HRERE
F2 29| Auliols oA FARR: VHA S44
&H'E F2 5P, o9t g2 EdE &N =



MZAMItHe| 2HHY ool et Ra1X 2 &

(YOLO), 7Hu] B3} 7ro. Alzol2 &zsha 9lct
MZAIH] aHRREC] AAF TS 2HA = B2
AE|AQ} A|AO)A 29 AH|ZS LAFT Q) o]d
71PTL. o]So] AnAT| g ‘U= 9Jak, ‘Lol 3
2S5 Hﬁi ulAe MEES AT QJTH7]. vl bakATL
XLT‘)‘ I 2= g7 oMEL o3} Felo} xZe 29|

= g0 AEEILS 583t vlo|d upgos
MZ/‘WH 742 ZAA 28] AFS & BIE gEol
AR o]t

O 3

= 1
rol
=
Ho,
>
)
ul
L
:4
0
i
o%
ofN
ofs
ok
9
-0,
>
m
o
=)
(o]

ARl % T 7”\&@] A ow 3
ARHA(2019)9 H2 19 2
ZA WEH 15~19A417F 77.2%% 7P 2h2 HlE®
Fo ZH=F o3kl loH, 20~244 EZE 72.8%=
2 Ol8ES Holil ot Eok 2o A4 Al 20~2441
(85.7%), 15~19M1(72.4%) &2 AEZY AHIAS A=54
o2 Zgokal kL s8],

s Adjelet. 2ot

el = o].& Hl

l_

|

2.4 OIO|3Z2QIE{2Mat AH0|O||A[0|M

2.4.1. DO|F2Q0IHMO| 7|51} &8

34 UIg4AZE mlo|a2Q0HA{AE
A2 E 4 U oA RRIHBAAL 2AFo|g=
fulE 7H ‘micro’?} QIEH AL ol =, QIEfHo] A
oA W= HEHYT HE FSAEES ulgitt
[9]. mfo] AZIE MY I3 AgAA JIE AT,
Y 784 X, AAA FEE AlF, Q1A ISt
A, 4314 84 A 4= JItH10]. & A Hlo]
AZJIHYHAL §A71 QI o|AE AREA ol
U= GFY AFUA N EE2H AR HX%I
g ololE Hio R F&Ho|1 A YA 75
Pt E5] 7|43 Gl vholARRIHHLLS HEHE
e

XA

1—4.1:&

M A 242 Z-83lr} ofE9] AFA5
A2l B8 A7t 45k AREARY] 34l

22 A Y newo Qls AREARY
7Bt 2 7Hde ALt At
RA 02 L7A g} EZE SNS HoflA] mto]
A9 {314 EAo] & Yehdth Twitterd
SIEWE, Facebook? ‘EotQ, shQ 53} 22 AREA}
79l ARFUA A 715l AEHA-S Frlsto] At

73 B 4 94 1 LRE ZIFE 932 5 Ik

o r‘g = oo 4y 2
(¢]
b
rir

O oXx O
o o

U o)
b d
ro
Mo,

2.4.2. A|0[0|I|AH|0 K (Gamification)
Alolu]m|A o] d(Gamification)o|3t F=2] Y H
osf AAE Ao, AU(game)H ‘~3fol7]
(-fication) 2= 7 ©o1e] gojolnt. ARgARe] 5ol
2 BAS AYH Q4R AlFslo] HAY Holo
orAog 83| AR/} Al tiE] o =97}
SHE L2 & A s #golthll]. 2 AFtds
= A9 293 FIs /314 U1a4al AelH|
Aol 47 9] nlo]aZQlEAAS Hlgro & 3t ARgAL
UzE stelstaatgict.

3.

olo

o AEEIY A THYUIME =4

3.1 I Y AEL|Y MH|A THASHH UIAR|

A Ul 2 mtebg 98] €7t AH|A o84
(MAU) 7]zel whet 3E, E&, A4, Ho]B & ] 749
S 2o AEEY Aulas AYsc AYstEe
3oz AYsie) dolokt 725t get Aol A}m}
J_qcaﬂ ZHAH 9_]-7:] /H;Q_,] ]

3.1.1. TS Ul X

AT 2 2ot AEZY Ho] AYMSFAL H]w st
A3} 3o G/olg AE ¥, Auole, FH, Beolst,
ABAEES Gojo] F27t Sy,

712 ool ot Aolet 75 FHom 74
Solgiek. So W/otelAE W, B ofE, 74, Eefo]
o A AES 9908 35 FES Koy glov,
ololzo] Felot 71 BT §AMIS Hol itk EF
e JEBAL ofo|zo] AF =AY A=
olFolA glow, SO AP BE AF A S
ofol2e] F717} Hot QlE@Ho] Fi M=Me] bt
ujulsieta BeHE Blolut Sjele] SEME(HE
2o 92 5 vlo]AZIE @ o] EASAL SoF
WY e o 4502 A5 2o AP BEL
AFse 8ot 9 Aul2o] 54 WEC] AgAtEe] s
ol SlefERS vl st RS A 5 gl

4. Alo|ojmAIORE HE Al

4.1 =L AEZ|Y MH[AS| AHO[O|T|HOM 4



180 3t=g88istsl=2x M2 H128

4.1.1 #E(Melon)?| 2ldx 2L’

FEO| 2k AJAF2 AR A ofFAES)]
WLEE FoFe AR, oFFAES 3o 44, &
S A2 ol YIe Bl HY 7PIIAE ofF
AEQL AR BAE LT HEIEE AREShAL
ATk IALE=7E 250 w2t goAle ko] wet
W, oA w2 E YR AT F A oA,
B3Rt Wow F oHAlR FEE. 254 FHQ UIE
viow shd W # 7, o8 WY $ARE 5= I
HAF| Forohs oFf| AEQR] FERE BA| fAof izt

5718 Hoigt.

412 Z2(FLO)| HHX

S20 Yo WAL 20204 7o) £ ¥A
AAGOR AGAT A HuAE AGSHAA 53
2AL SS9 ujAE S ALl WS
mort ul 8ot M Aol 4 /1=l thel it
9] WAL Holal £ 875 WA,

413 HOIE(Vive)o| H& S0 4 HIE

wpolEo] Agshle] Gl ShEE
2ohe HT SotoR Mgstt HEO
ofol£2 EA/stHl SHEC] Ho] YA, FHE ofolEe
9% wotet shE ol olHEs FE L,
dlol, B2 oM 5 ofe] FRY oHES} glom, Sol]
we} 23749 oHETL RS M ST SR
olMES} AT volazAYAM B =
ofolze] 7591 “HE 3o AH'E AR A%
1 SHES WTabste 2 F=dt

5. AF8Xt QIER

5.1 QIEF CHA ME 2 AREEA

Y 29 AELY Y9 AL} =2 20t AHEA
68& AAstAtt. AR 6912 AFARANE BE 6
N ol 59 2EY f AH|AE o83 HHo]
Aom, 115 220 370 o9 59 e Aol AR
Sk QA QTER dVdA 4= Jacob Nielsen®] 1+
oA 4 598 tatow AMEA HAEE AP
A9 85%E LAY & lthe 295 v o R A%
SkATH12.

Table 1. About interviewees

User Age Ni?s:rygz r:suesm Frequently Used App
U1 22 3 Melon
U2 23 2 Genie
U3 26 1 Vive
U4 25 4 Melon
us 21 1 FLO
uUé 27 1 Melon
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Table 2. Stem questions for evaluating the usability
of music player Ul

The fit of the Inconvenience with Ul components

features
Usefulness ided b
provided Dy Accessibility to the music player Ul
the service
Ease of manipulating functions related to
Usability Efficiency in playing music

using services
9 Usability of the music player Ul

Purpose of Listening to Music

Emotions to

Affordance
system usage |Emotional desire for the music player Ul

Define new

Scalability semantics for |Expand the meaning of the music player
the Music Ul with game elements
Player Ul
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Table 3. Purpose of Listening to Music

Purpose of listening to music

When | drive for a long time or spend extra time, | listen to

U1 it to solve my boredom.

When | spend my free time or want to relieve stress,
U2 | usually listen to it and sometimes listen to the artist's
music with a supporting heart.

U3 | When | feel depressed than usual, | listen to it for a change.

Sometimes | want to amplify my current feelings. Happy
U4 music when I'm happy, sad music when I'm sad, and it
amplifies my mood.

Ub When it's boring, | listen to it to relieve boredom.

When studying or working, | listen to music to increase
concentration by blocking noise around them.
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Ul U2 U3 U4 U5 U6
L) . .
Intuition of icons. Low @ e oo @® Hgh
Stability of screen layout ~ Low @ emec® High
Activeness of interaction  Passive ©@®® & ® Active
Efficiency of functioning ~ Low @ e o *00 High
Difficulty level of functioning ~ Easy €®ees ® ® Difficult
Appropriateness of interaction ~ Low @ ® ® < ® o ® High
Frequency of screen manipulation  Low @~ @ ° o ®® High
Usability Low @ oo oo oo High

Fig. 1. User's behavioral patterns about usability
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Table 4. Evaluation of interaction on the music
player Ul

Interaction Adequacy on the music player Ul

There is no difficulty in controlling music, but | think it provides

u2 boring interaction for a service that provides music content.

U1 | don't watch the screen well, so | think it's appropriate for
listening to music.

U4 Interaction is adequate when it comes to reading lyrics.

| think it's appropriate, but sometimes when using drag
U6 | gestures, visual feedback is omitted and | check it several
times to see if it works properly.

Activeness of interaction in the music player Ul

Most interactions are static because it is not used well after

U5 } ;
playing music.

Without screen manipulation, there seems to be no special

U1 interaction other than moving the lyrics.

AR&AREC] ARBSIAL e 2o o] AEs oA



182 sl=gelatsl==xl M12# H125

PAY 5 Ak ANBAY Q4L B 37
ofStE FL Holw, AHHHL B 7L 43
sp7lo] A8 HolAw AFHS Tt Ae W,
ool @) He S0z 431 Wolgk S

=W B A2 99 ARGRE LR

£
5

ARl &

7HA A5 ARLo| T URE _u].o]-o]— 99},

Table 5. Playful Interaction in the music player Ul

Utilization of Playful Interaction in the music player Ul

The music player Ul is already imprinted as a familiar
U1 | interface, but | am willing to use it if it is an attempt at a
new experience.

As much as | listen to music in my free time, it would be
nice to have a way to relieve stress by concentrating
completely at that moment due to playful stimuli like

enjoying a hobby.

u2

The interaction in the (preferred music) button keeps
U3 | focused on the screen. I'm curious about how it relates to
the music that listening to now.

| hope to add an interaction to create a sense of immersion

U4 : S : )

in the lyrics in listening to music.

Us Collective content, such as achievements, is already known,
but the process of achieving the goal is simply labor.
Listening to music is not simply because of the deep

U6 interest and knowledge of music, but because it is fun to

enjoy the melody and share it with acquaintances. If | can
share this experience, | think | will actively use it.
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