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Abstract This paper was intended to present a way to incorporate Korean content and products of
Korean brands into functional coloring games that color them for the continued development of digital
hallyu at this time of the world's derivation, as shown by the Korean Wave, a word that means more
and more people like Korean culture worldwide. For the development of the Korean digital
convergence functional game industry that can solve users' leisure time, we will compare and analyze
the advanced image cuts provided by coloring games that have been commercialized and serviced, and
seek ways to utilize the image of Hallyu contents that are not provided in existing coloring games. In
the image cuts used in functional coloring games, we will find ways to utilize differentiated Hallyu
content image cuts and study and present the direction of development of aesthetic elements of
coloring games. Research on Korean Wave content, which has made use of our own aesthetic elements,
should continue, and functional games using digital mobile device devices and game content elements
utilizing Korean images in the Korean game industry will help spread Korean pop culture and digital
Hallyu.
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Fig. 1. The Art of Game Design: A Book of
Lens
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Fig. 2. Coloring Game
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Table 1. Coloring Game Title.

No. Coloring Game Title

1 Happy Color

2 Coloring Book — Color by Number & Paint by Number
3 Color Planet

4 Color Fil

5 Coloring Games: Coloring Book, Painting, Glow Draw
6 Paint Book

7 Free Coloring Book For Adults

8 Color by Number — New Coloring Book Free

9 Coloring Fun : Color by Number Games

10 | Anime Color by Number — Anime Coloring Book
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Table 2. Hallyu Image Usage Direction

No. Content Hallyu Image Linear Image

K_
Culture

K -
Drama

K_
Pop

K_
Food
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Fig. 5. Hallyu Image Model

oln] &3 I FAH=E £3}e] OSMU (One
Source Multi Use)Z &3t Ald o2 A3l RS
“41 H‘jr B2 #s5o] Ry AEs Zulxo folu|x] F’

}04 **E}Olulzl% A, ol ske] 7= A
[e2]

=0
= Zﬂ% %f’aﬂéfﬂ A el A R d=s 7sted
ool sl Tod &84e 7RI R Aol

U2 vt A Ak o] d2sht A EAIF 7=
Muls HaL Q= A AdEelA = ARE o A=
oluA] ZUE B vl #Eke} datnEs 28
ato] Al EaL AR 219 EakE Ll As) o
1A 21 shue hof & 7t gldivhs AL v of

A el okd 7} gik.

A} AR ste] BE FHAQ ofulA] Bl



570 yAEgETAT A18H Al12%

wo] Sakshs Aelw el Aol B A}

wskor, Fh R Ao] A AAHRA X ol
o] glzo] Al !
BFD BREAEZS U ol AEE AL
3 485} S Zﬁ*ﬂ*}_ﬁ clol A S
s} SHEAs vy 2
Se)Rre] A Hl= 5l ﬂlol‘ﬂ@r ARLEA 18
]

o A8 g0 R a8 0 dEEs )
A ol gl = Flolt). 1) tolr) @l
w8 @Mot & Aol

REFERENCES

[1] L. Zhang & R. C. Jung. (2012). Korean—wave Star Properties
of the National Brand Image, Preferences Impact Customer
Loyalty. Master's Thesis. Gongju University, Gongju.

[2] H. E. Kim & N. M. Rhee. (2016). A Study on Art
Therapy Effect of Coloring Activity. Master's Thesis.
The Graduate School of Industrial Art Hongik
University, Seoul.

[3] J. H. Lee. (2014). Study on Game Expandability
Pursuant to the Spread of the Korean Wave. Journal
of Korea Game Society, 14(4), 75—86.
DOI : 10.7583/JKGS.2014.14.4.75

[4] H.S.Yim & K. J. Chae. (2014). Analyzing the trends in
the academic studies on the Korean Wave. Korean
Wave Business Research, (1), 31—47.

[5] Jesse Schell. (2010). The Art of Game Design: A Book
of Lens. Seoul : Acorn a publishing house.

[6] J. H. Song & D. H. Choi. (2016). Implementation of a
Coloring Book Application using S Pen. Asia—pacific
Journal of Multimedia Services Convergent with Art,
Humanities, and Sociology, 6(2), 19—26.

DOI : 10.14257/AJMAHS.2016.02.15

[7]1 J. H Lee & H. W. Jung. (2019). A Study on The
Improvement of Mobile Coloring Book Game Interface.
Journal of Korea Game Society, 19(4), 109—118.

DOI : 10.7583/JKGS.2019.19.4.109

[8] Coloring Book — Color by Number & Paint by
Number. (2020). Candy Mobile. Google Play.
https://play.google.com/store/apps/details?id=com.ice
ors.colorbook.release

[9] Happy Color. (2020). x—flow. Google Play.

https://play.google.com/store/apps/details?id=com.pi
xel.art.coloring.color.number

[10] Color Planet. (2020). Games Vessel. Google Play.
https://play.google.com/store/apps/details?id=art.colo
r.planet.paint.by.number.game.puzzle.free

[11] Gyeongbokgung Palace Image.
https://www.agoda.com/ko—kr/travel—guides/south—ko
rea/seoul/gyeongbokgung—palace—tickets—changing—of
—the—guard—hours?cid=1844104

[12] TItaewon Class Image. (2020). Jtbc.
http://tv.jtbc.joins.com/itaewonclass

[13] BTS Value, Unicorn Enterprise Level Success Factors
Image. (2019). The Report.
http://www.thereport.co.kr/news/articleView.html?idx
no=5882

[14] Summer health food Bibimbap. (2019). Bravo.
http://bravo.etoday.co.kr/view/atc_view.php?varAtcld
=9845

[15] Answer The Future of K—Beauty with R&D. (2016).
Segye Ilbo. http://segye.com/view/20160619000843

[16] S. H. Yu. (2012). A Study on Korean Wave of Digital
in Smart Phone Application Markets. Korea Research
Academy of Distribution and Management Review,
15(3), 67—78.

DOI : 10.7583/JKGS.2014.14.4.75

[17] Kingdom Image. (2019). Netflix.
https://www.netflix.com/kr/title/80180171

o] & 3] (Jun—Hee Lee) PRy

- 2007 349 ¢ IS, TFEJIHFE R
Adzef= Ak

-2012d 64 @ A, HEE, fvlol
= A= 2

20184 2¢9 ~ AA) : FEusta o}
A ADEI} WAL

- TRk L AIRIEE, AldTRIRL Al

A gotE

- E—Mail : junedere@kw.ac.kr

Fek]

Vi A9t A

A & 4 (Hyung—Won Jung)
- 20094 24 -
A}, HEAL
<2010 59 : AE
stat sk s
2015 3Y ~ &A : FLhetal oigt
A Aot} by ws
ok AYsIwel, 3587

o

g8

0k

dfeta Welwcol

julsd

)

- E—Mail :

hwjung@kw.ac.kr



