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Abstract

The pandemic situation caused by COVID-19 in 2020 has changed the way of cultural consumption to
enjoy artworks. While art museums closed under the government’s quarantine guidelines, they planned
online pulic programs such as Museum challenge. Museum Challenge is a program in which participants
choose their favorite artworks from the museum collection, recreate the artwork, and upload it with
hash-tags on their personal SNS accounts. In order to successfully operate museum participation programs,
programs should be considered as ‘play’. Three challenge programs -Between Art and Quarantine, MMCA
Challenge by National Museum of Modern & Contemporary Art in Korea, and 2020 Korea Art Week
Challenge- has been analyzed using the perspective of Play theory by Roger Caillos especially focusing on
elements of play in each cases. The result concerned that the operational differences in each case affect the
degree of play. This study is significant in the sense that it studied museum particitaption program as play
itself.
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