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A Study on User Experience Design of Fandom Platform Applications in
the Media Entertainment Industry: Focused on Weverse and Universe
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Abstract

This study has purpose on measuring and analyzing two representative types of fandom platform,
Weverse and Universe, in the media entertainment industry from the perspective of user experience. And it
provides a higher user satisfaction experience for online fandom platform in the future. it has purpose on
suggesting direction of improvement measures which should be considered most when using the platform.
As a research method, a survey was conducted based on the principies for each six elements of Stephen P.
Anderson’s Creating Pleasurable Interface. As a result of the survey, both Weverse and Universe formed
high relationship with their artists through applications. The result was found that the fandom platform was
meaningful as a new area of fandom culture, but it needs the protection of fandom and artists against
malicious comments and specific languages. Based on this study, it is hoped to be used as a reference for
improvement measures of the user experience of fandom platform application.
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UHECH [4]. O LIOP7L HEHES SACZ o AYH0| SHI|HA It QI AEZ|(Industry) S X
MZE0{o] HHAEZ|2H= THOJ7F MAGLCE [5]. COVID-19 HEOZ Qlgf He 50| FAL|HAM
71E HOISHH &l AEEQIHE MAOAN HEH ZSSHE OfS2|AH0|MS ZAISIRACt HE ZHE
OfZ2[AH 0|82 Tt WS HZSFE= MH[AOICE TteE29l 24l U OME 52 Mot M A
ALIEl= 22 SEO|L} S R=, 2212 FME § 27| CHE MB{O|A O|[FO{FE Cist A
HAE 4 & UL [6]. E3, oHF 2HX K-E2f0f, K-EO| Q7|5 BHAM o7 HEE: 4%
S| A|ZFSHICH QAo 2H KE HE AY2 8T | oMoz JHGIHA KiE SSHEL Al
Eof Sdotn QT [7). £ MY ZSHE OfE2(A0|M0] M MA oz 72 LotItH, 32
HE0| YU ATt

HHO| MEA STH7| AlRet A2 1980El OfE|AE =FEEO| 2t £ ZGO|RACE. 1990
HO SOMTA MEfX|2t 010|529 SE22 WEHC| HE= CiA| SHH Bk EIA=H, A
EfX|QF OFO|S9 St MA20| S&ct 2 ™SO0l 1 80| ®oidl= HAXIQ 7HX|2E H

SHoZ Ofj#sty| AlZfet Z0[C. J2|1 XSl B & 750511 Yofglds % o £4H
HWE2 MEfX|2t OFO|F 0|2t X2 fIX|QF ojbjoje 2 Seks 7IMEH (8] 2 A1t 1990ALH
FH WYt MAM2R X2 FA E2, Aot el FgHo| Motk It spoEt] o=
CIEHI0] HEERAN, HOT, MAF|A, M3l GOD7t CiRSHHAM WH2 CHEXel WHO| My
Yol SRS, HEY 232 YHEES HACL 200090 L= SYMT| 74 SHSHHM 214
7| HEZIE OIFUL). O|F Ctst 0f0|=0| F=3| SHOIHA OLE|AESf ME AO[0]| &Y
BAE Y3 L7k ACE [9]. 1999EH0] EAE CHEIHHE AR =2 HHILOILE PCOA 0|8
T As =2otel W AHFUEQ] A7t E2ie(BA, FHEe] E44 S8 ARSAIR 7td + As
HD80] K1 HHHQl 2HES S OfE|AEQr ME A0l Zet RUjds =2 & UA UL
[10]. 1 O|F EfIEL} 20J2t0|2 & CiYet S0 SAEA2D, 22U AL O] AEH|S

2 HES AR 2lE, flHL, RUMAT ST A HEO A

M K-POP 7FLIE| SHZF
S Ach FZF O|8At & ERdt QUL =L OfE|AEES HIRY 7 == S8 (New Hope Club),

YAMAX) 5 o9 R OEIAESE QEelD M A7 MEI AScis 229 WY B3Eo
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2 A2 A [11]. flHAE OIS OIE|AEE FFLE[7F 2dets|of A2, fHMA 7HY
Al 911'Z'TLIEI$E1, ZME EIZ, MD EOi, EME AEMA| SRB0M s§2L & ACH [12].
FIHA LOIM= OE|AETL AAZS ZFGotALt Ol 22l= AAZ0 Sz H7I0 it
H AAZLZ HRUAOME & & Us AIZHOIH, OLE|AENH 57|7] 7|52 AAZ0|

of WEHSI 282 = U= MH|A7} OpE0] T

oo A

pas)

2.4 SLHA

QLUHAL A 19 0| 5£8 CHREE 471 2008 7S SHBICE ZARSH Hiof| H2H 2021
H 128 dX 23374=0 AMH|A F0|H HZt 2 0|&Xt= 40Tt FO|D O|F ofjQ O|&X}7t
89%%= AHX|St= A2Z2 LIEIGCH [13]. SLIHA WolM= E2iHol2ts S72t2 Sl OlE|AEQ}
E0| 20[Lt AMRIQ] AHA|2S Y7 SNS 2710 QICt YMAS E5f OjY YN 2HS A}
o QLUIHA QN0 Op2El CHBIAS S8 OFE|AETL &4 ZHM3 HAIXIE WEO0| e % U
71s0ICt [14]. d2|2 MA2 XA 2e[XE 2HEZ FLHANAMT 2 = U= Y,
S0| MSEIC I OfHiEL 7|52 MEO|H MEO0| OfE[AEQ| OFHIEIE O/ XF FAH|C|L
E glel 7|52 B8t EXo| ot

3. it HitH

31 @R U AT oA

2 7L W ZHE ojS2|AH0|M AFRME M| Qo MEXAS EBIQICH WY Za
= OiZ2[AH 0| AL} FLIHAS| ALEAL B0 25t AEX|E HZSZ e, SEHE2 &5t
1 ENBIQICH QI CHARIS WY Z2E AL X0]80| &2 1030042 [HAeE 2022 52 16
ULE s 23UNK| 54 CHAIXIC] M2 SEIS HIEICR Q1 BAMS XISSoIC

HE2Xe EE 742 2EE HEe A AHE0|A 0|20 M2t 7|&d(Functional), M2[d
(Reliable), A2/ (Usable), H2|-d(Convenient), 3=’ (Pleasurable), 2|0]’d(Meaningful) & 6712 2
22 FHSIUCH 67tX[2] FoA BEE oA FESIRUCt Qa8 HT 47kX[= AHEXE0| of
S 0|8E AFESIEHM Lil= ,

Of MY =2to| MZ2 ZE0| 0[X|z= Jgo ot ERE FHSIAULL. HE2 4 37HX|=2

T 187kK HRO= CHg [E 1], [E 2)9 ZCt
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[Table 3] Survey Results for Each Function
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[Fig. 1] Weverse and Universe Survey Results
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