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Fun—centered HCI
Investigating the concept of Fun in Human—Computer Interaction

$A)& Jieun Yoon*, AL Jinwoo Kim#,
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Abstract For many years, the approach taken towards HCI(Human Computer Interaction) has
focused on the wusability of system and technology. Advances in computing and information
technology has shifted the way people use and experience technology from merely using it to
enjoying using it. But, there is a lack of theories to conceptualize fun and user fun
experience, in the HCI. This paper describes an conceptual approach to "fun" and user's ‘fun
experience’in the interaction of technology. This paper defines "fun" as positive psychological
energy which is produced by playing computer. And this paper provides characteristics of 'Fun
experience', which are action mode, random order, free, and activated pleasant. This study
provides insights into factors contributing to and influencing fun experiences and the
relationships between them; symbol, newness, and vividness.
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A 2 od Feh kb AFH A4S Z8(Human
Computer Interaction: HCI) #okollA AREAd(Usability)<
AHE 9% (Intention to use)E AAAE Q4TAM FLQ3
AT FAZE =Hol gk olel HIsiA - AM|(Fun), EA%
(Enjoyment), #2H(Pleasure), T57H(Satisfaction) 5

71%(Joy) ¥ & 11484 (Non—utilitarian) o)™ 31421
(Hedonic) 8452 ¥ $itH1]
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B Q7 Q7 AFEHY AE A4S B IE A
nlgl ALgRte] AuQls Aol g o]l EgiE nu
gzt . 7)E ATES NS B, ZAL, T
W7 SRl v 2l n)ss 240l AdoR 3t
Zato], Aol gisk AZAH ATt HESGLY] wjiolu)
olo] B A gea) e Aule] giE 7|E ATES B
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7 AEd = ](Play) e G849 Al2Elvte] s 24

< 314 7¥(Hedonic experience)ol] izt
AFER %10}9\15}. o] 9o & A A= =4 A

NE 9i3tel o4, 29 9 Y LR i ATES 12
Seic 2 Aol Fu FAES A7 Pof Wz 4o
SHA ofgl <3t 1>3 2t}
¥ 1. 2 9
ATt 20f o 3ol Hs

[3], [2], [7], [8], [9]
Funology [10], 017, [30], [33]
=0 (5], [11], [19], [20], [21]
=(Flow) [25]
Z=(Drive) [14], [15]
£0|(Play), 7Y (Game) [13], [18], [29]
23|™ Z&l(Hedonic experience) [3], [16], [24]
9JAl(Consciousness), ZHA(Arousal) %;23(2)]] (23], [24], [27],
ZH(Emotion), S (Excitement) [22], [25], [26], [31]
A (Imagination) [28]. [32], [33]

9ish o] TokE Rolel TaolA] e Avlsl veld
AdES B A= 9 gonz, B ATE 344

2]
Sl XISFER (Affinity  Diagram)' &
Fgote] WiE AEE e Aske(Affinity) S Helek3i
g Fote], & ?j_:rlb ZH“]O] zgg]glr AnE 4= 4
Azt e
WiE Aowazt

3.1 Amle) 3l

Aol A 3 AR Fske] 7P WA & 5 d9id



AL “Aulet, mole] BAolat 4 olf2A Aol = | Ae oluAek: B & A @ Aotk
ol Eajo] AmAl = AE Bxehs Wolth =, wy
BE Q5S04 AulE 97] JaN molg ALt
[13]. Ylns B Tl o] 858 EaA 4 zxoz | 32 AME 2= A UE
AmAshs BE= oA Al 97 AgelcH13]. ARkE or Aol Aelg A, % “f3 FEol AN Bl
o] Z7sRe Aulzh Tl FolelAle] %ﬁ@l | gemd 9 & sl 34 4 MAE ) ?4
B oA ARkl o) AE ErskeAlel wEld WA | ajiE gk o] Ade] Waskth <lze] vl
Az g U} $8] 50| QA mo] BES Falo] o]F FEA 174
Beglel AlE Freke AL ol mid gy | 1) WU ANE 9 & W) Wl 5 ANE @
MR Aol @ S Qi o of oolge] wgx | ) A R NG B ey TS e
ool AAZ Ho|2 k= Auk Holw HAA & 4 9} BAEE Aolomt gt} wiEA & AoAe AWE de
Sehiller(2004)[141% ol2A Zelglo] Aulg Fyshes | S0el WS ANS] A 2.
WEE H(Forc)d 97kl TR H3 FE(Ludic o Aol Uee x o4 90 759 e 3
drive) o]} ﬂ-ﬂ—a—wc} FES Qo] WHoRRE o | B P4 8AR o|FolTHel B AFon} Auss
W ouAE FESEE 878 Beldod ouAds 85 | AsslteE ow =x o4 x 4 e T e
T I 9171 afo]
& rolzke] urEoRE Hlglo] AN EEekuA sk | CHIEL APl UeS TSR A A a4, 2 o4
872 Bejgor AUE Q) gel] wol BES S | B 74 s A s Aol ARolA o] I
e grolaba ge) @ 4 ok o WA shie K ARS TAIHE]. BEs
o9} e 43 o] e vlkst Ho| FES dlo o2 Aefell, oA AEle A el ZHol dEFgES mA,
2n elpe Fzdow 2adel Audel ojuqe gs | OF <TH 253 ol shiel A4 FUE THsE A
Sl s=dl o2 2 Amleka @ 5 92 Rolek Az | O
gl olg B HEHoR Pg & glov] A
sk HEA9) Bxo)7] Eolth13]. %, okl <19 1>} -
o), 1zke Re] 43 F50 Sl AnlE Fraes
G A1, o1 AT A1 e ) B
oz A A7) Al ArlE P o) o
» of 23

2ol AAgA BS

=4

o mlm o

A
S 7o 4& FozA Y oy
wala 1 AR oAy douxel 2

2o oA Qe s ek Q7

a8 2 439 e e A
7 84

o
rlo
o

4
r> wehd] 4 die el ugs ke A 7 &
v Q 291 B3, o2, #4e vioR, AL AFE} 45
2483 Bsjo] ArlE P FPol tisto] A4 Asina

A} i,

12S Eaol 321 AnE = B9l S

] &5 3 B W& Tshs A WAl 849l B ARAPE

gl ga geja | AEeld ALREE Ao RN HFHoR Ak At

7 ATk oleh e ARE HT WAL AE B 2 | T VA6 ARSAe] S AlsRle] SR oh
e A8E oA FereR dojd 5 Qe wed 2 2 AR 3 s AR TR Sl w47
o] ohd shte] o2 AelFri= Mol 2]e)E At HRd QI S AJARlolRte QA 22 H3EE THA
e AT O e 22 A9s Sl U ARgShE A ofm, R mebd Hite] AL o
Hef, S5 S vl el A= g 5 gloka G v S olek B BaE B3RS 7 gl A2
gkout, o)Al Az zke] f8] FEolA nigte FAAHA | obH, HE flo] ALRE AHRHAM QAL SEE

65



A 4 i vk wEbA ARk A HEsk Bt
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