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Z12dF-2H 1 ou)7t vl At

A AA Gl 71 AlAl 98= &

1
—

712 )= Ao|tt (Andre Lemos, 2008; A Lemos, 2009). =73¢

O|

[e]
1

defo o

3

=
2 got Bas} gk, of

Lb) Al

&3] AlA(Story World)

Eddgel

[e]

Sk

O,

1=
-

S
S
K

5o 24A|o] €7 (tagging) 51 W (mapping)
o
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AFRleH] AFAES 2 EH njt| o] 273 w|t]ojof AR H AR o] AMgALE]
=Y (flow) ¥} 79 (experience)oll ofH FFa F=Alof TojA G F2; et AR Ao 2= 2FEH
ujtjo] ggo A (1) 4] @E7Hobject—presence) 8471 AFEAF B¢]of owgt JFS FE=7F; (2)
oA 2RI 7o) AR SR Bl ojwdt IS F=7h 2Pl 3) miH o] AR
AR 2 A B @l oE FFS Tkl s Goti i itk Fgbshd AReleh Ho] A=

I E B o] f0 M AAAEH, 2EET, ARG, AL

ofo
By
i
o
~
o,
)
o
)
Hl
2
e
=l
L
i
N
rr
N
N
2

al

7|1E9] dEs AHEH AMGALS] 292, A ER|Sto] 7t 3 9] Aol 2hd 5] 23t A 9
74 @A el (state of optimal experience) 2 7HE 8kt &, (1) WA EA-& (Privette & Bundrick, 1987), (2)
P Qo) P AFe] eHASH ol (Mannell & Zuzanek & Larson, 1988), (3) = AT} 7|&9] 7=
H]-& (LeFevre, 1988), (4) 7129+ HAIE F-Aotel= 254 €Y (Moorman, Zaltman, & Deshpande,
1992), (5) A, 5, 2714, WA Zn)7t T&H A4 < M2l (Trevion & Webster, 1992), (6) 2H43]
O8N AAH 0 & & 56k HiAdolu A=A ofH Aol Zlo] EF6h= AFEES] A (Lutz &
Guiry,1994), (7) Am|(C&HH$,1998), 2|2 HHHd o2 SA=, AL, AT = (F-84,1998)
SO & Tt AojE Al Sl shA|TE o2 gk theket A ol7t EAsH:, Sl it A7 20 W EA
o] Fo A AT thapi Al o] i FotkAQl A E o &2 <Isf] et i S o] o
ok Sk of AR I A A A FA QI o] & A o] FERF Aot (kA & £8, 2004).
SRt @ ot (Hoffman)¥} k=¥ (Novak)2 &9 9] 442 5 shto] /d& SHoll 7+ ARt =912
Aol dojd o yehh= thefet ZidE& Eoll A AS Akttt (Novak, Hoffman, & Yung, 1997).

Tagv} eoto] Aol BS Latel SAol A ALEAE Y] Yul Aol A WENS olss7] $Igt W)

St HEe (1) 299l Al 79l (experience), (2) AT &2 29 Fdvto] DA
AT a<l(correlates), (3) 71, =4, Ao2-g, 7o 15, 24, Y98 dE (telepresence) I Z-2
=Yo] AEA a9l (4) 3424 ax, FA B9, S 22 549 A4 2<l(consequences)©|eh=
ul 712 g.¢lo] 919 B olF= Fxet AR § 74 847t WAE dug o= S9lof ot
23 AASEATH (Novak, et al., 1997). ©]9} B]&©] Hoffman 7} Novak < (1996, 1997, 1999) &
=49 AR AE ZHd(arousal), =% (challenge), FA17 (control), B4 9] (exploratory behavior),

=

Expunicnee F9]3 % (focused attention),

A& 284 (interactivity), ¥ = (involvement),

dntaradens nrrelstes R A LT N T T 3



) A2} (OSL, Optimal Stimulus Level), A0 (playfulness), @72 744 (positive affect), 7]< (skill),
HAA A (telepresence), AZFRF(time distortion) ¥} o] 13 7)o} -F A ¥iQlo = F/shit (434,

2008).

AEZH(Object—presence), ~2E 22 (storytelling) 2] 718, A8/ (Usablity) 7ig 7He] #AIE Am R =

242 @ Holct.

- Hiva Fo At e

AF A Q1 nly oj it ofy e} 7P Ay 22 M HF
" &9 A5FE dEHolA (Human—Commputer

thabiice ¢ interface) o A &= F4H A Q1 o] 20 = A2jujZ]stal

ATH (Lee, 2004). =72 YAAZEZ (telepresence),
7HdAEZ (virtual presence), TH7HH & E7H(mediated presence) ¥t o] thoFst gol2 XAE I Q=
732 Ho|Aut 2 w2t Qtof A= FLsHA ARESHAL Sl T oIt (Lee, 2004). Steuer (1992)=
AETS v e =84 SR aiE o] Aol B7le AR g skl en, Witmer oF
Singer(1998)+ &84 0 & &oQ1A] 942 Aol ol 4 &2 2ol &3 Qlvke T+ Fde=
g oJst3al, Lombard ¢} Ditton (1997)= &&= HIM|7H ] 2|24 2 (the perceptual illusion of
nonmediation) © = 7 2J5t3] 0 W, Lee(2004)= 7Hd o] B o= LobA] Eot= A=A AH 2 Aot

(Lee, 2004). o5 Tl AE42 A2 H o)Al A A A Holl dojupe 2= A7 &3l e

SHARE 2 4@ el it @2 A7 AR E A A @E (Object—presence) ol 2=
gojet 7ig o] SAstATH (Witmer & Singer, 1998). Z4A] @&7rolgt 714 AlAof] AH4lo] 4<% o]
AL =7= Zlo] ofyzh, W7t e ARl AlA 27 Stell 7Y AAIZE EATTAL =)= T
S oJu|gtt} (Stevens, Jerrams—Smith, Heathcote, & Callear, 2002). 2F E] B ujt]o] g0 A=
A AAE FHEE o] 7Y 2 0= ZUShH=E 7HEAIAIZE obd, Aol Q= 4 bl ZHde] AAI7}
S E o s Wt 13t Sl =S ou|she A& T 0] W7t Sl 3l EAsHE
=S dole AR A& Agel o Adsi

TRt AEAS S45H] A 71ES A A EH 2GS 84S

B7ro] (Transportation), 24 &% (Immersion), AA|7H(Realism) 2] 8 A (Lombard & Ditton,

14



19912, &2 584 37 (Physical space), & (Engagement), 2+ (Naturalness) 9] 8 4 (Lessiter at
al.,200D) 2, == 7+4 A=E7(Spatial Presence), 7HdA Ao tigt &5 (Involvement),
AA)’d (Realness) 9] 84 502 (Schubert at al., 2001) F-25tAth (433, 2008).

IS Slater €F Wilbur &= 3HH 9] A SH(vivid), A2Ee] 2F4(extensive), AF&AF2] S5} 74}
Ato] o] -39 A2k (matching)®] 84+ AAAE R 2V A|l-55H7] 919t @42 HWeteh, oFA gt
AFES TSN & o, A2 AAE, A aewi go] AL ol HE 1A a4 FH

7ol o}, AA9] FAFo] A dEAL] Tat 84S A & & vt SRR V£ A&

=

Eeeu} g A, AT ol 4ol ek
220 Fa40] AXA He. B 236 Bult)ol AR Sl FAS HEAgH 0|1

SEAEoln] A A9, 7190 ojEsto] oJn| & Aitetth=s S 7RIt (R <, 2008). o] 2F
FAFSHA Certeau(1984)= F7Hs Bt ol &3t A 9] 7]efo] 92|17t FtA 0 & 4F5H7] 9Jof ARk
AolE 3Rt SHAIth Wb 2 EHA|H oS o] 87t S oA o] ZaHtE olsfistal
A317] A Haol 715k ~E 2 9@ (place—based storytelling) 2-2 37+ tigt 1227} 71m]H
A E o] AEA A oot o7 olelgt AEHH o] At A = FFoll Tt A7t Add = ofofrt
SHAlH
D. A7AE
QlofllA gt A" ArRlet Ao A= 2 doll A4 2R EHA|Hoet ZYof Hitt AFE



olgsto] AHaAtel A A ALg s Fellutet A5 BT @EsHe A2 ARGt 53] (DFFALe
Ol G AR, A, SET 2 @ BAE o] WA (
AALA'O] Zfol 7k ALg AL 2910] Aol 2ol 7hA o Ao QYA AR 7| &t AE A
~EEY 73 23 B0t of B7el A sl FHAAL ol ¢ A BA 2E D o]
A8} B0 Aol Aol A LA QAR DY FEALHET} AR 2] Aol HolE
A QA (423 Br|tolo] AHg4o] A8 B ARl AolS /b4 2=l Tt 74
HolEE @& Aow At
Ch) ojciof ofE F2

25E uiojsl peiste] nlrejolE Bl AFASC] F7E 5 9l AT FAL 2aEE
ofEolt}. rultfo] o= 0] § AR A 7Hs AL T o] Hops AAAIAL FHAAA S
AAAANA ) ARSI A4, el AR 2H] BAS E@H Zo] 2 ol2tt (Meyclopedia). oI
9, MIT = 288 482854 22he dajelstel H2xz stel

ne
=)
<
N
do
i
o
1)
o
N
_O|L
2
T
o,
rlr
=
ol
Flo

)
(o]
>,

ol

3 &7

B/ A1 25 E|H u|tjo]E o]-gsto] 2| Hof theh AFA B, AH, od
T A2 A (Urban TA 2 Ald e o g 914, 174 u|r| o] & o]-85fo] EA
Locative Media Game) 2ol A A

Spatial Annotation Geo— ZFEH vf o] & o]§ot] XS 7| AY, AA 9] 3-8 HEte)
Drawing / Mapping [AR o]§, AHFo] HhY

573 @4 (Augmented reality) 2 E]H 1] SIRS

g3to] ZJojolu} £AI 0] of ] Q4TS T, W

Hug
ZrA % (Art of surveillanc) EA] A 9] thokst ol ma} o] 2(CCTV 5). EA| 87 of| A 2] 4Fe] 24|

Botler €+ Grusin(2000)°] AAISHAL Q= Aui7leh= 71E-2 wrlto]7t o] ] F njtol&
7N £ (refashion)sh= @<= Attt whebA BE vizll= Afvi7i2hal ettt Bolter & Grusin, 1999).
ojd mltjoji} wu|r] ofet Frrjr] o] Ato] o] FA A Azt 4= 17| wiolth. Aol &2 v 7] e}
stolmuj7ljeh= o]F+=2] o] 42 d ot HlmiZlE &2 (immersive) 1T, o] 22 T 1 914

Aol =of mlr oj7t Al g5k AlACl w4571 wiZeltt. BImi7lE o] 84 IAl @E 4 (sense of
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presence)=

HAS W=t (Bolter & Grusin, 1999).

1 9

b= —
£ gAs

H]ul 7R

gt

AE ==
o =M g2 ofA

=
T—

g o]

27} 0|72 27
sho] o2 o] YE9-E Pol Ho]v],

SH
=]

.

ofo]

5

Ol 255 Qe Ho] 2] thef

HAE
1

—1:__
-

| juxtaposition), &

7| e

P
A o] Al H

] (titling), ¥

=

F(interpenetration), A

]

(erase), S %

[e)
=)

{|o]Z] 9] %]
(overlapping), TFg-@Hmultiplication) @] ER7|H o2 $-2]9]

H|mj 7l e} F-ESHAA 2USA A 2R E @

I

ol sl

S

o 7

5

=
T

=

=
o

It

o

oloje

=
=

EE

of e]=717tA]

=1}
=2

T 2ol 2A Azl @] 4-8d 2R E| By of ofE o] Ab| 24

gAlolAd 9] lEH o]
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1

A5
i

ol

o} o} 2

ot

o
.

5
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5

Htjo] ofEE 9]
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bz
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)

o

Fe A7 55 o] ol

2+

glAleld 9] IE ol ~E A

_IT_O:I_E.
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24

nJ
XD
&r
__Oﬁ
Ho

<=, 2008). AA= Ashd d4do]

A =iE AALHA

2 7450} 91

7155

o|J
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I B <=, 2008). wakA] 17to]
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=
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AF3]8Y, nlcjofote Be] vt A1WE 4 YRS Bl G, o] S A1 ANE Bk e
ofZ el o] e tlARelskid] gl L Gt
QLAY Ao A SR8 S-S UNESCO 7h A 43 AARS G102 Afaq s
z o] o

BFEES PC 9 AR TARFY Z15 3, 7150 g 08 B WA FHECR(RAL, 2009) ol
Ahgstol QAEISINA AFoke A, oli|e, A%, A8 HEYT A2, B2 S ole] HuIAE A5
% 9low], &of, AL, WEl2, e-book, AW} 2 nltfe] 715 ohfet A 2Tt 2 A4
7% 5 1 8E WP S e BE ol 54 E3 Foluby] mholth7]E, 2009). tlie] 22

SAEE 20tEEZS ti| LCD HA 2349, dskaof 7h|et, Wi-Fi & &9 741 8l Mu|27t

FsstA B A QolE 2 AA, 2% A, ZMEE A4, 2] ARG 2SS AR 9 BAE
olgato] ALgASL CFEt 4B AE 7Hs S BESHA itk whebd A AFe AntEE ) YhEa,
DA )5 o5 BHE, Chope 4 MAE B 4T S AVH K48 Fa) AntEEo]

n2EERY A2 g SHFolet BekshAnt (§412, 2009; AFE, 2010).
QT BA| - (1) AHEAL] AT A Thrzt
ofujso] gt Ao} (2) 2 H Hlrjo] AR o] Zolshs AFA] A4 e} o7t
oz ~EDY] NGY 945 AA PR QDL YL

olFA Aztd TREEI2 EeHy d7E ATA R Tttt ST oA AbelehE BRelA

AR2lerA] oA AR FEAY] 74 24 T AAIF (Realism), A4/ (Naturalness),
A Realness), A (vivid) v} AFGAFE] 53 7HF Afol o] 35 9] A & (matching)= A 22]%

SHAS AlEst7] ARt @aet AudEr dok (H3]3, 2008). ol# 84+= sp/gol UehteE 71419

el E A &4 DR Aol ek, AAC] FGHE T H olu] X7t AR gl HA )
Z e} )7, 1)1 WMo g ee A o] ABS AR BETL FolA Ho] 2o 92
Aol
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- 8 4R
T 979 29
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| | 1 > ana
2010, 5 2019, 11 Zﬂir.ﬁ 2011, 11 2012, 4
& A7 290 AAA YA T o]Fo] F ¥ F ZrIH oz A FAHS 7 AL
QItt. 7V £5% vt Hoat ATUSL o A7E g s 2 e H ] ATAMES A4S

YD TS Yo F ot o] A A4 22 nitjo]o] & gt ol Zact
ujtjo] Zelzof tieh Aujuel A RE StES ot A7 YA ol AshA sEAT AR RE
Zgste] 4E SAtHES ottt A o] A+ Sl A2 ekl s 27 E vt o] 7oA
dojup= F22g3 2R ez o] Al "ieh 45 4 ZolH, A7 Foll ==He e
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AFAES0] FAT o A o) AL ol &5He AFLA SO BTE Fal A I o Foltt. Tt AL5]stA
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2atol A A AEst Aol Configurations of social relations in different media: F2F, email,
A= messenger, mobile phone, and SMS
dH T2 AX () A4 () ska21(0) =5351()
o g AFAYRH0), AHEFATFU()
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This study analyzes the configurations of communication relationships in Korea through face—to—face,
email, instant messaging, mobile phone, and short message service media. Through a web survey, we asked
respondents to identify (1) for each of the five media (2) up to five of their most frequent communication
partners, (3) the partner's social role (including colleagues, family, friends), and (4) their own employment
category. Individual-level and network—level analyses were used to compare variations in communication
relationships and configurations of relationships among social roles overall, within each medium, and for
different employment categories, and to identify configurations of relationships across media. IM, SMS,
and mobile phone are distinctive media for students, mobile phone for homeworkers, and email for
organizational workers. Moreover, mobile phones tend to be used in reinforcing strong social ties, and
text—based CMC media tend to be used in expanding relationships with weak ties. Finally, face—to—face
(FtF) seems to be a universal medium without significant differences across respondents’ employment

categories.
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2atol A A AEst Aol Comparing academic hyperlink structures with journal publishing in
A= Korea: A social network analysis. Science Communication,
dA 2 AX () A4 () ska21(0) =5351()
o & AFHJAZHO), detE-F5ATA0)
A Frofzr 1980 2%(0)3%80) 4505140

This article describes the structure of academic hyperlinks embedded in universities” Web sites hosted in
Korea and examines the relationship between the structure of this hyperlink network and the journal
publishing of universities. Studying the two phenomena together helps in understanding the changing
process of communication created and sustained through traditional and emerging communication media.
Four groups with distinctive features were identified. One group (A) was composed of members who had
the highest efficiency in terms of the structural whole concept, and they had received the highest number of
hyperlinks with other universities. The first group (A) showed high numbers of out-links toward two other
groups (C and D). However, one group (C) had a relatively significant number of links to other members
in the same group (within—group links), while the other group (D) did not. Analysis confirmed that
hyperlink creation and reception correlate with authorship, indicating that expanding one’s research

identity via hyper—links might be an indicator of the productiveness of researchers and research institutes.
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Counter—Storytelling: Competitive Ethos of Norman Mailer's The

xﬂ]—%—' . Armies of The Night
R HA() A () 84(0) 42E31()
o 3 ALY AHO), TATFATA()
AT ol 17(0) 290 380 450 5 5ol

This paper explores the flip—side of the discussion of The Armies of the Night, and examines how Norman

Mailer tried to do things with other journalistic stories. By bringing up the argumentative ethos of his

news—story, the paper foregrounds the reporter—novelist who purports to argue about ‘reality’ with a story

and to influence and change the world the story is addressing. The purpose of highlighting the

argumentative aspect of The Armies of the Night is to relocate the discussion from the issue of referentiality

to the practices of textual engagement, in which Mailer analyzes, interprets, and examines competing

stories in order to argue for his own version of the reality——a practice which I would like to conceptualize

as "counter—storytelling."
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A A A= ()
EaimaN(0)

2241 A Al AEet A4 Rhetoric of Fact, Fiction, and Faction:
A= Interdiscursive Dynamic in In Cold Blood

FA & AA () 9A() et&2](0) L=E5E351(0)

g AFHJAZHO), g5 ATA0)
A Zrof =4 15O 2%0)390)4780) 513 0)

With the strategic focus on the textual and language—mediated nature of stories, postmodernist critics have
long problematized the boundaries between fiction and nonfiction, and preferred to highlight the process of
linguistic construction and fictionalization in faction—writing. To clarify what a faction—writer does with
text, this paper explicates the story—making process of faction with Truman Capote’s In Cold Blood, and
argues that faction should be understood as a specific type of discursive act rather than being lumped

together under the category of fiction.
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22kl A A AEE AL Narrative Turn and Beyond: Law, Literature, and the
A= Borders of Discourse in Charles Reznikoff's Testimony
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Considering this recent valorization of stories and storytelling in the wake of the so—called "narrative turn"

in the humanities and social scienc

discourse—specific contexts. For th

es, there has been little discussion on the various uses of stories in

e illustration of using a story in various discursive contexts or retelling it

in a different way, I compare and scrutinize two narrative discourses: first, Charles Reznikoff’s Testimony

and secondly, the legalistic stories from which Reznikoff composed Testimony. While the study of narrative

has tended to validate stories in terms of their fundamentality and ubiquity across disciplines, equally

important is the discursive contexts where each story is constructed and transacted.
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ZE(abstract) = QoFR

This research argues about visual effects patterns by genre and narrative events. Previous researches were
categorized with narrative and technical methods at the same time. For this paper, the patterns are
sequentially analyzed by technical methods from event which are found in narrative elements in genre
analysis. Action—adventure, Disaster, Epic and Spectacle, Horror, and Science Fiction are made up with
narrative elements which are naturally related with use of visual effects and representing the significant 13
films contributed to visual effects. In those films, we could find narrative categories; time and space,
violence and action, computing images, humanized creatures and body transformation, Grenzsituation, and
illusion and magic. From there it goes to compromise with visual effects technologies and those results
lead 14 patterns of visual effects aspects. These aspects will become a fundamental basis of research on the

priority order for visual effect technology.

keywords: Visual effects technology, Genre, Narrative events
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ZE(abstract) = QoFR

Brain—Computer Interface (BCI) is a way to control computers by using human brain waves. As the
technology has improved, BCI devices have become smaller and cheaper, making it possible for more
individuals to buy them. This allows BCI to be applied to new fields outside of pure research, including
entertainment. We examine whether BCI devices can be used as a new gaming device, approaching it from
a game design perspective. We propose game play elements that can effectively utilize BCI devices and
present a game prototype that demonstrates several of these game play elements. Next, we use statistical
data analysis to show that using a BCI device as well as keyboard and mouse interfaces makes the game’s
control clearer and more efficient than using the traditional input devices. The results offer guidelines for

effective game design methodology for making BCI based games.

o] 1 BCIL, Game Design, Intuitive, Gameplay
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keywords: virtual world, revenue model, online game, social virtual world
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ZE(abstract) = QoFR

In this paper, we introduce a novel framework that allows users to synthesize the expression of a 3D
character by providing a intuitive set of parametric controls. Assuming that human face movements
are formed by a set of basis actuation, we analyze a set of real expressions to extract this set together
with skin deformation due to the actuation of face. To do this, we first decompose the movement of
each marker into a set of distinctive movements. Independent component analysis technique is then
adopted to find a independent set of actuations. Our simple and efficient skin deformation model are
learned to reproduce the realistic movements of facial parts due to the actuations. In this framework,
users can animate characters' faces by controlling the amount actuation or by directly manipulating
the face geometry. In addition, the proposed method can be applied to expression transfer which
reproduces one character's expression in another character's face. Experimental results demonstrate

that our method can produce realistic expression efficiently.
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ZE(abstract) = QoFR

This paper presents an automatic method for producing stipple renderings from photographs,
following the style of professional hedcut illustrations. For effective depiction of image features, we
introduce a novel dot placement algorithm which adapts stipple dots to the local shapes. The core
idea is to guide the dot placement along 'feature flow' extracted from the feature lines, resulting in a
dot distribution that conforms to feature shapes. The sizes of dots are adaptively determined from the
input image for proper tone representation. Experimental results show that such feature—guided

stippling leads to the production of stylistic and feature—emphasizing dot illustrations.
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ZE(abstract) = QoFRE

We describe a GPU—-based algorithm for rendering a 3D model as a line drawing, based on the
insight that a line drawing can be understood as an abstraction of a shaded image. We thus render
lines along tone boundaries or thin dark areas in the shaded image. We extend this notion to the
dual: we render highlight lines along thin bright areas and tone boundaries. We combine the lines

with toon shading to capture broad regions of tone.

The resulting line drawings effectively convey both shape and material cues. The lines produced by
the method can include silhouettes. creases, and ridges, along with a generalization of suggestive
contours that responds to lighting as well as viewing changes. The method supports automatic level
of abstraction, where the size of depicted shape features adjusts appropriately as the camera zooms in
or out. Animated models can be rendered in real time because costly mesh curvature calculations are

not needed.
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