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[Abstract]

This study explores how LLM-based systems acquire ontological status as perceived characters in media art. A
multidimensional model comprising linguistic, performative, and relational dimensions is proposed, and four case studies are
analyzed. First, results show that LLM-based characterhood exists on a continuum between ‘predetermined representational’ and
‘accumulated emergent’ types. Second, characterhood is defined as a ‘performative status’ and an ‘open subject’ generated through
relations rather than a fixed object. Third, perception of an intelligent other relies on relational design and the performativity of
thought enabled by real-time feedback. Fourth, LLM-based creation is characterized by boundary design that treats indeterminacy
as a medium-specific condition. Ultimately, by shifting the discourse from representation to perception, this research expands
aesthetic possibilities for human-Al coexistence as co-subjects.
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Table 1. Analysis model of perceived characterhood in LLM-based media art

TSl @7 ofo] olefi Mol Sax]

Analytical Dimension

Type A: Representational Characterhood

Type B: Emergent Characterhood

Identity Congruence

Subjective Agency

Linguistic
Dimension

Proof of presence through consistent representation of
pre—established persona

Perception of an intelligent entity through real-time
generation and contextual coherence

Performative

Simulation (Acting)

Presence (Being)

Dimension Gaining trust by sophisticatedly executing human Intuitive perception of sentience through
social norms & predetermined scripts non-deterministic responses & temporal rhythm
) Cognitive Projection Intersubjective Event
Relational - - - — - —— — - -
Dimension Forming stable relationships within audience’s existing Evolution into unique relational 'Other' through

cognitive schemas & roles

accumulation of mutual interactions

Cognitive Engagement

Narrative Immersion

Ontological Immersion

(State : How to engage?)

Assimilation into Designed World & Personified Entity

Psychological synchronization with substantial subject

Ontological Status

Attributed Personhood

Ontological Agency

(Conclusion:
How is it perceived?)

The substantiation of identity granted by external
design & projection

The establishment of self-generating agency through
internal, emergent processes
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Table 2. Overview and characteristics of analyzed artworks

Title of Work
Ask Dali

The Dream
Within Huang
Long Cave

The
Unknowable
Reason

The Models

Creative Entity Year Audience Input Artwork Output Type
GS&P 2024 Real—time voice interaction Real—-time responses replicating Dali’s A
(USA) via ‘Lobster Phone’ persona and voice, text, audio—visuals

Jiayang Huang Voice dialogue and selection Voice responses, text, 3D Metahuman
et al. 2024 of virtual props animation (character ‘YELL’) A
(China) prop

Yang Minha Real-time voice interaction Philosophical text, Voice,
2025 . . C ) . B
(Korea) via microphone audio—visuals, Light, robotic movement
dmstfctn 2024 Select masks/props/ Improvised theatrical dialogue and B
(Italy) feedback via smartphone character performance generated by Al

“<The Unknowable Reason> includes Korean text as originally presented
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