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Abstract The development of various media and technologies as a digital paradigm brought about
a change in perception of the times along with the culture and art industry, and the innovative
influence of new media accelerated the change in the environment for experiencing art.
Technological and art converge and emerge due to changes in the digital environment, and New
Media Art centered on interaction and participation enables two-way communication. As research
on the interaction between domestic and foreign digital paradigms and New Media Art continues,
this study also focused on this. In this study, the elements of experience in New Media Art were
defined and their effects on motivation to use them were verified. In New Media Art, based on the
theoretical basis of the existing experience factors and applying and analyzing the factors of
motivation, it was verified that the factors of experience were applied as very useful variables, and
it was confirmed that they actually affect usage motivation. The conclusion and significance of this
study were discussed in that it was an early study that was used as a path on the use motives of
experienced users according to the interaction characteristics in New Media Art.
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Table 1. Definition of experiential factors

Experiential . o
perientia Prior research definition
Factors
Sense Stimulate the five senses
Feel Enhance mood, emotion
Think Stimulate intellectual desire to provide creative
thinking and observational experiences
Act Occurs through interaction, creating an active
change in lifestyle, interaction

2o olz# AL thiwe] AUALES XY
s, 42 AT WA ol A AAA
ane g8sl Qo iz AT Ages
B8 A7 A4 Basit,

2.3 0|2%7|(Motivation)

&7](Motivation)= FZcteh= Qul] a}glo]
‘Movere & o]¥2o& o]%9 =& XY™ Dann? At
ZRE AZste] el 8102 X theFshA AE L
Atk 1980 AH|At PEol2oA B FE= &
TFote HEE 9 WA (innerstate) = A=Y
1, 879 Yol gt w7 E -2 -Ql A} gt
Z7+o 7 AolgqitH14]. 1990 o= F7|7} wE e
o JFE HHhE A7t olFojF oy, 571 WA
991 Alejol#t 7HQ19] e ol AHEoE o]
th. 20104 S7oME B71e EFH o= 285t

o]
o]
A
Aoz BHYE o 7iRl T i wAow Ho

[ >



282 =8 eE=EX H13H M4S

=901, Esfo] that o} 85712 thHol 2 g3l
HA] Bolol 4 A7} o] Fojgict. ZTolE HAIoA
o} 85719} W] Awao] Balo] A7t A&ET
9UTH15)

AHATFE o AWE ol §57|0] Tajo] 24
5791 449] 74 3191291 Table 20 Halsioich.
T3 2 AToIAE 371 o857 89S mEl]
A5H, Uy, FAHOE HESO] Table 302 4

oletsict.

1o

Table 2. Comparison of sub-factors of motivation

Socialization |  Escape Novelty Information
e . .
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Table 3. Redefinition of motivation sub—factors

Motivation detailed definition
Socialization Promote social exchange and culturally enjoy and
share
Escape from reality and immerse in a new space
Escape to experience a sense of leisure and provide
entertainment
Expectation to discover new things with curiosity
Novelty and participation in exhibitions in new places and
methods
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Fig. 1. Research model
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Table 4. Measurement of study variables

Variables Measurement
Sense Sensory feeling, interest, image, element, technique
Feel Emotional feeling/direction/image/message/technique
Experiential factors
Think Intellectual interest, stimulation, benefit, understanding, perception
Act Behavior stimulation, interest, influence, recognition, and application
Socialization Emotion exchange, empathy formation, experience sharing, togetherness, solidarity
Motivation Escape Leisure effect, stress relief, relaxation, reality escape, vitality
Novelty Stimulation of curiosity, ideas, experience possibility, unusual effect, newness
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Table 5. Demographic characteristics

Characteristics Category N(%)
Sex F 117(60.3)

M 77(39.7)

Under 20 21(10.8)

20’s 84(43.3)

Age 30's 44(22.7)
40's 27(13.9)

Over 50 18(9.2)

Student 88(45.4)

QOccupation General 78(40.2)
Professional 28(14.4)

Less than high school 3(1.6)
Education College / University 132(68.0)
Graduate school 59(30.4)

Less than 1 million 76(39.2)

1~less than 2 million 29(14.9)

Income(won) 2~less than 3 million 35(18.0)
3~less than 4 million 13(6.7)

Over 400 million 41(21.1)
. Y 133(68.6)
Engaged in art N 61314)
Total 194(100)
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Table 6. Results of multiple regression(—Socialization)

Dependent variable(Socialization)
'”fiﬁiﬁfiim B B | tvalue | Sig. VIF
(constant) 995 3.722 | .000***
Sense 392 381 5.969 .000*** 1.433
Feel 153 162 2.453 .015* 1.526
Think .038 .045 676 500 1.558
Act 205 258 3.699 .000%*** 1.810
Adi. R2 451
F-value 40.691
Sig. 0.000%**

* p(0.05, ** p(0.01, ** p¢0.001

Table 7. Results of multiple regression(—Escape)

Dependent variable(Escape)
'”fiﬁiﬁfiim B B | tvalue | Sig. VIF
(constant) 772 2.265 .025*
Sense 199 163 2.373 .019% 1.433
Feel 292 216 3.671 .000*** 1.5626
Think .050 .050 .698 486 1.558
Act 270 .288 3.726 .000*** 1.810
Adj. R2 361
F-value 28.289
Sig. 0.000%**

* p¢0.05, ** p¢0.01, *** p<0.001
o]EHHo]] u];‘(]J:_ Oﬂ‘éc}_g Table 7ﬂ 71—9_11] Z:l é
P29 t7to] 3.671(p=.000), 3.726(p=.000)E FFS
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Table 8. Results of multiple regression(—Novelty)

Dependent variable(Novelty)
'”gjgsgl‘i‘:”t B g | t-value | Sig. VIF
(constant) 841 2.811 .005**
Sense 375 337 5.106 .000*** 1.433
Feel .280 273 4.009 | .000*** 1.5626
Think .024 .026 .380 704 1.558
Act 146 A7 2.299 .023* 1.810
Adj. R2 412
F-value 34.779
Sig. 0.00%**

* p<0.05, ** p<0.01, *** p<0.001
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