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[Abstract]

The importance of cultural arts education utilizing digital tools is increasing in terms of enhancing
tech literacy, self-expression, and developing convergent capabilities. The creation process and evaluation
of innovative multi-modal Al, provides expanded creative audio-visual experiences in users. In particular,
the process of creating music with Al provides innovative experiences in all areas, from musical ideas
to improving lyrics, editing and variations. In this study, we attempted to empirically analyze the
process of performing tasks using an Audio and Music Generative Al platform and discussing with
fellow learners. As a result, 12 services and 10 types of evaluation criteria were collected through
voluntary participation, and divided into usage patterns and purposes. The academic, technological, and

policy implications were presented for Al-powered liberal arts education with learners' perspectives.

» Key words: Prompt-based Learning, Learning Course Design, Adaptive Learning, Education Engineering,
Generative Al Literacy, Creative Thinking
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1.1 Importance of Gen.Al Service UX
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1.2 Objectives of the Gen.Al UX Research
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II. Preliminaries

2.1 Tech Advancements in Generative Al
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2.2 Audio Gen.Al Service Use Cases
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III. Research Design

3.1 Research Subjects
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3.2 Data Collection
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IV. Analysis Results

4.1 Al Service Usage and Evaluation Criteria
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4.2 Pros and Cons of Al Service Analysis
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4.3 User Experience Analysis by AI Usage Type
& Ao R A7HK] AREAL R0l Tt Fig. 2
oAl Bi= vt o] 7} R Aeske FaL Al AH|A
oF ot FAol s UEHt e olsiert =2
AH|A YA FAI2E 2 2R-Eel(Loudly)E 7Y AE
(78.8%)sk= Alz A7JsIRtt. & {0l Table. 2+
7V ol AHH P IEo R ARR/do] UEEEY|, &
S2E W Fde 7lvter #AY ARAEE VM R
Sl Bttt wAsE 5ol =2 "AH|A HlEA FS
&' A EE(Soundful)2 &2 M5(76.6%)5HH CF
UG Vg £ Hoz

Pl AP s Ee] e MulA FAIA 2P e
ARAle] Zgol] oigt &hlo] gl
2| A (Riffusion) M| A S a0 2 of A5(79.8%)5t
o o2 730 vasls o AYARE A8(Processing
7100 AA|

= o 35 A |
P NS M 4 ol

%

EXS WOl

o080 g @2 Al grplEoR 2
A HEYdE AFSEZ(Soundful) AB|AZS 7MY
(82%)5t o, &571E @ Mzw H7PIEed "3
(Accessibility) 0.2 AlZ H7lsH= Hurt EXIAo0]Qic},

0,

100.0%

79.8% 78.8% 82.0%

76.6%

75.0%

50.0%

Soundful
Soundful

Riffusion

250%

0.0%
Service Service Subject Service
Proactive  Experience  Exploratory Critical
Approach Approach Approach Approach

Fig. 3. Compare top Audio Al selections and ratings by
four types



52 Journal of The Korea Society of Computer and Information

Table 2. Comparison of the top 3 evaluation criteria
by four types
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V. Conclusion

5.1 Key Takeaways and Implications
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