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[Abstract]

A systematic literature review was performed to identify international research trends on Squid Game, the most-watched content
on Netflix, which is the world’s largest digital OTT media service. In this study, 148 non-Korean literature related to this series
formed a mainstream discourse in society, video, digital media, and Hallyu research areas. Concepts of games, imperialism,
language, ethics, religion, and education expanded research diversity. Although the series is “Netflix platform content” and
“creative K-drama,” literature has focused on “creative K-drama.” Keywords typically linked “universal aspects” such as social
inequality, “indigenous elements of Korean society” such as temps/debt and North Korean defectors, and “unique flourishes” such
as game activities in huge sets. The results revealed that Hallyu, unlike capitalism-friendly Hollywood, seeks local-based, hybrid,
and alternative globalization. Furthermore, this review proposed some strategies to deepen K-drama discourse, such as digital

popular culture, social media virality, new underdog, and culture-specific concepts.

Molof : Cix|Z BHE WEA 20| AY>, shel 4T S8 HAN 2 N, K-St

Keyword : Digital platform Netflix, Squid Game, International research trends, Systematic literature review, K-Drama

http://dx.doi.org/10.9728/dcs.2023.24.4.713 Received 24 January 2023; Revised 16 February 2023
This is an Open Access article distributed under Accepted 09 March 2023
@ the terms of the Creative Commons Attribution

AL Non-CommercialLicense(http://creativecommons Corresponding Author; Man-Sup Heo
.org/licenses/by-nc/3.0/) which permits unrestricted non-commercial
use, distribution, and reproduction in any medium, provided the Tel: 033-640-2548

original work is properly cited. ! .
E-mail: episteme@gwnu.ac.kr

Copyright (¢©) 2023 The Digital Contents Society 713 http://www.dcs.or.kr  pISSN: 1598-2009 elSSN: 2287-738X


https://crossmark.crossref.org/dialog/?doi=10.9728/dcs.2023.24.4.713&domain=http://journal.dcs.or.kr/&uri_scheme=http:&cm_version=v1.5

C|X ™ 2El &5 =&X|(J. DCS) Vol. 24, No. 4, pp. 713-723, Apr. 2023

o)
il

Y e A Eefeh 93t 58 tAY
=7 AF-eH= OTT(Over-The-Top) m]t]o] AH| 2tk
1Al 7 2 o] A MESTE =4 594
v A2 30%E H-RshaA 1909 FellA 292,300

(202213 99) 2] 7FAE ok
158 2~0] Ao A& 1 FAFAANE g E =
= YEY 2~ A Y Alg]=E o] OTT AlH|2=9] 3
Zelxc) 20213 9€Y FlE <o Ald>L g UE
2 22X Alg] 2 7k FHar Sasto 2 o AZITH 2.
2] 4 9] 19]3,200%F 77 o] Al =E 2%
=), o]+= o] Alg]2<2] Bridgerton(2020)2]
8,200%F 715 dold Bolt) AlAAREL ¢ L
= Hlell 22911,185%F AI7HS: ATk Uolrf, <@ o] AlRI>S
A

Ne

1

iy
rﬂ"

ﬁ
.
—
=

[
ul

v

a:)
N

1

4
P

al

&FE8), F-TACIAAD, AFAZER lF1), AlZta
I, 2R EHEHAAL L2 EATRRIGS W),
=249 17} 3| E(global mega-hit)E 7|=3F Y=~ 9]
A Zel=(killer content, Bgala xpa3}E o] thAE}7]
A= Z59)R1 o] Alg|== EleellA] AT dide] Holgke
A BEr) o] =futel] #3t Sk =ol= Al E3Fe &
ek 27 vk 2 AT BA42 < Ao] Al digk
el AT TS Ao ot 1 ol E ArEhE 3
ojth. ol& sl ‘Al
review)’ o]
FAe] APAF
TH3]. o]l whe} &/dA<1
A HE I TS Fol=
<ol A2 Aot UlEE 0] 7P Wol A
(Netflix's most-watched work)’¢]gl= gFATto 2=
A SHE o} gk B 891 1HE 5 ATH4]
Zlell Aall, AOTTEh= tAE Ate] A2 HAT4 &
2 283 A, Al W o R o A7 oA} X €]
S0 AAG EFS do A, AYHEIR Yol FH-
zkE A el afele] ofe] A=
o] =ajue] Aol LA 2 Zatrh[5]. & A9 o] WES
23 1FE 98 B4 Fhe| E)(categories) el Wk st}
sk A &pzlo] gha w958 EAAIA ShEsle) AL

)

L
.

82834 Y7 $ G

o
i,

]
=}

eR

pu.

e Sof| A AtE Feutel] §lok S K-=8hvl=
olro}, f4, HIF 59 T4 ARl o] F
gkt 6], oldl, XY Fdl=, W32, dEEQIHE, 1|
t]o], dlsEs) okl 9Y I A= A Bl
2 3 =gt 8o R ojust EAES
sl skt

1 A3 ) S =k AAIF R FEE = B
(universality), ¥+ AFSlo|A] ALfalA] ASE o] BS54

http://dx.doi.org/10.9728/dcs.2023.24.4.713

714

(indigenousness), 18] A=} o]&E-& 11&= =E3)
A& (unique flourishes)E E3sl= W2

Aol A BAAEES R slo2 gk 7]-[9].
Shar =efulel AAE olg BHES v

thu)E)= FEAzlolAo]A(glocalization- Al AlEkel X3k
o] £8) HAo= Ay=rIx s 10]. = $F =g}
AT o]#s W= F¢ 12 Fhe| el HhedF)
olof, <o) AlA>ell # 39 £Fo] of#g ] A
TY =41 FHsREA, Ul A e oE gES AlA
SR=A7F A o2 AERT Y& 20 gl EeAls
Folo] fRY FYF o7 I ‘FRATeA oA £31
AP 2 B ke o] IioH 1], [12]. YEg 2~ 4
2 ZrI=2] o] Alg|== oW A 93] AYA =A% gk
T 1S AT WHoE ARSSE ATES ¢

HEC]RA =9]) 5 AAstE ol

¢

9
=

ox Mo

HES} frAkgh ‘Aed g
(narrative review) ¥ ‘A A4 12 (systematic review) =
v oH 18], o8] =) =58 ‘narrative review' S ‘H|A| 7
A ad' s Hesd], a9 systematic review' & A€ s}
A g5 W2 o] S T HEE HAAA] A om
AE 4= Qi) AR A Y =S 3] 8-S 4
o7 AdHFE= A & ‘narrative review' 9 FHE Q1AW
A AAAE-AEF 112 (systematic—narrative review) ©]

= 58A 18 1ZE ARKITH19],[20]. old AHES
321E o ‘narrative review & ‘A% 12 olg= THA
Bol 2 ETl= 3lo] A3tel HRlvh A2 g vluldt uf
AAA 22 vjAEof & £3& gAY A ARE
FetA s the T84 258 HE Thede Al

AH 0.2 Fohllo} o] Mg 78 rolela Bk,

2-1 93 24

¢

(
-



2 ATE AAE £ 2] dag EshiA YEY
2 287 AlgIE <o AD>Y 39 ATt 5 TRt o]
S AAstaAt gt

AT o2 o] Alg =Tt UiEE el $7iE 2021d 949
HE 202349 29704 g EEAR|ELQ] Google Scholar
(F-= )ellA] o] A= i AER] Squid Game2.2 3
AL = H|gkao] sk F3log A4t =2 A A
A ARE =72 Faide)] Google Scholargs =3¢
3 HEHEE YeERE 5 Google Scholarye k=714
A A S8 a1 Qi o] Hx A B4
2 % 1,070H]%Th
olof, & A} 2Fol ZA3l, 1,070l gk vijAl<}
o] aglivt, 214 A kel A, <o A> Al
z9} ozl T2 Al Al 7, A 71aL, Bar
A, 282l AXE, aSFAHL A3t o]o, o] Alg|=9}
A#E £ 7hu TA A = (2] AN =2 2
3h, oA st I =, fmol 2 2 e Akt sk

i, A Sh=A] A (chapter) T BT}, o] 502 HAlg
S SRk Ay

2 A= 89 AT 5 sete] HAo|m R o] AlH
2507 HAAE | g SR =it sk B
HiAG) o, gkl AxprE 9] Aol AlAgE =,
oA g ALY =2 At oles Ags
&3l 20191 9] EAE AE gL 869305 wiAIFTh

o] Alg]=7t g% F Squid Game®leh= 8= ol
oA ‘HES 7 AYES AAE 3 dAE] b AY
(Death Game) Z29] HAF 7} 9t} Squid Game?] 1A
A3 Folxlnh o]of we} o] Alg]=e] wWet) Fyte}
Al golvk e AMESh= a9 AT ER AL T3 Ulg
A A ZpdollA, 2019 EES HES], Bl o] =
ghutol mebd e AR e EHS Foldlh dE
£, o] Algl=e] A9t A AZAEA] &= g Ao
et A= Squid Games AHEAY. Squid Games A&

W gk o8} =72 o] A2 FIEES] Sus 1
o] Zgstel Hlg) Q1A19] Thol|Ale] A Alaze) ¢F
Hrg Ag 23], o]d AFEE2 AEANA Al

15}
=

2 b

o

=
i
=]
pLn

|

_‘—'——_
5

yad

-1
B

o
~ [ME

o x> X 2
¥ R no
NN

715

LB EU = <20 Alel>2f s 2| AT Sk AMAN 28 uE

Data Extraction via Google Scholar
Extracting Keywords: “Squid Game”
Period: Sep. 2021 — Jan. 2023
Literature (n=1,070)
8- -
Format Screening Checking
Excluded Works (n=869) ‘ Titles and
Journal Articles Abstracts
Dissertations
Scholarly Books
Screening Literature (n=201)
e
Content Screening
Excluded Works (n=41) ‘ Checking
Related Context Bodies
Literature (n=160)
8- et
Confirmation of Literature
Selsctinig Excluded Works (n=12)
Independent reviews by two coders
Literature (n=148)

a8 1. o7 28 MY Hxt
Fig. 1. Procedure for selecting research literature

ol2]g .82 M-S T 4179 #3S wjAg) B
16032} ol tishx, A=} £l mtjo]A A0} A8}
AE et 3 o] A, 2= RE 58 SYHor 7
B3} F 7o S8 AR AAE RS wEs)
WA, <A ADE T2 A A &4 = 135
A, A4 39, 74 =) =i 89, 39 g9l
27 5 14899 £33 AP} I8 1& B AT
N XY AT &

il

F

2-3 24 75 2e|

Ad>E
ez 2021 E3 o] =k} i F3lo] v|Fe
A HE 4 T 12.1%(18H) 2 At} 2023d £9] 2€
74 - B3 HAA 2] 6.8%(103) 0] AT} 2022341 7}
B 81.1%(120) 2] F-&o] vkl

o] mehu} T FAA AFoA] Pz H AT njF
77.0%(114H) 2 9k}, 5do], Zafro] ~uele], o]
gofo], 2jrjelo], AR olE|oto], E7]o], lEUAlote] 5 Tt}
2 9f5to] 2 e A7 23.0%(343) Tk

‘A Wb W<l (variable) S AA A} 92 A 1
125 Tk A7uEy) Bs), ofe) AYATrt ek =

vhe] FHEE S 0R AE WA, B, B
7h JRlell Z3HET). 9 =t AlA, A9, A
o] B 4L EFNS WEIE BA HE UEe 4

http://www.dcs.or.kr



=etuil <o) AY>E A7
grh AzpE Ao A dsta
B AT UEY
o ERFE AT} o] ofgA FA}
wpebaf o] Ezfute] lfg ikl
b £ mEete] g qiE #4e =t
T Gejolrk gt mehule] g e 8
of A 74 FEAR FEEo] AT o AL 5
GAF WQlel] Wkt o] 67) Wl Aol 2 B 1~2

P}
el
1«
[>

53 wjebat Stell gick. olefd

M

m

o,

e,

4z
A e
12 1

o 341 7
12 o) B 2099) A AEACH26).

o 74& Bal Lhe o] Eetuke] WA Wele AR
Fo, EL, MY, ALY, 9 AelmelE TR,

colle] @wH ELH Q4% HoFL B wele

Rl

885

WA/ A, R, R, AR, R A Eol
Bl om AR B WS AUE AY AEA,

A Z7 &, oY, ‘TS, (9l JHH el 2 e
o AT F We #3lo] ojudt g ellA <A
o Ad>E ¥4
AR, AT, SR, (9
‘Ao, ‘wE, AY FhE R ek o], 73 a1z
ANE FAZ 7Yg 5 3G A o5 29 3, IHOE A
Alght}, o] #Z¢loll= IBM SPSS Statistics 28 Z =135
A3t}

ZF

A

Zat

3-1 (Y0 Aol HHY, ELY, 2712

http://dx.doi.org/10.9728/dcs.2023.24.4.713

716

ol

E 1. <0 Ag>o| BEA 54 27{2| 2 o7
Table 1. Frequency of research on the universality,

indigenousness, and flourishes of Squid Game

Universality

Categories Freqg. | Percent Model Cases
Neoliberalism 50 33.8 Dunn & Young (2022)
(Death) Game 18 12.2 Jans et al. (2022)
Humanity 12 8.1 Kim & Park (2022)
Violence 8 5.4 Widodo (2021)
None 60 40.5
Total 148 100.0

Indigenousness
Categories Freq. | Percent
Temps/Debt 39 26.4 | Mehreen & Sherazi (2021)
N. Korean Defectors 7 4.7 Kim & Jung (2022)
Korean Food 4 2.7 Siregar et al. (2021)
Gganbu 9 6.1 Stekl (2022)
Korean Games 25 16.9 Chonnia & Izzah (2022)
Korean 6 4.1 Aisyah & Prihatini (2022)
None 58 39.2
Total 148 100.0

Flourishes

Categories Freq. | Percent
Game Sets 13 8.8 Keskin et al. (2022)
Game Activities 62 41.9| Laffier & Westley (2022)
Costume 3 2.0 Wang & Weng (2022)
City Culture 7 4.7 Correia et al. (2022)
None 63 42.6
Total 148 100.0
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Table 2. Areas of non-Korean literature on Squid Game

Areas (148)

Authors (Year, Keywords)

Society (43)

Afrizal (2022, social values), Akin (2022, polarization), Akyildiz & Sesen (2022, violence), Allen et al. (2021, Hobbesian theory),
Athes (2021, dystopia), Babujee & Varghese (2021, unknown citizens), Boonpienpol (2022, social penetration theory), Borchard
(2022, holocaust and Nazism), Bovalino (2021, catastrophe of capitalism), Campillo et al. (2021, systemic contradictions), Ch.
& Sherazi (2022, Marxism), Chowdhury (2022, economics of debt), Duhita (2022, social inequality), Elyta et al. (2022, Hobbes’
political thoughts), Firdaus & Simatupang (2022, politeness), Gegimli (2022, reproduction of inequality), Gerhold (2022, criminal
norms), Hout (2022, surveillance), Jatmiko (2022, social class), Johannessen (2022, everyday dystopia), Jurisi¢ et al. (2022,
master/slave relationship), Kaltefleiter et al. (2022, debt resistance), Keskin (2021, Korean food and culture), Kim & Jung (2022,
gender, global political economy), Kurtulus (2022, neoliberalism), Kusumayanti et al. (2022, hegemony), Lee, Kim, & Swan
(2022, Korean multiculturalism), Lee & Proffitt (2022, neoliberalism), Mahal (2022, the oppressors and oppressed), Matic (2022,
competitiveness and capitalism), Molisso (2022), Paganini (2021, media ethics), Pdtzsch (2022, micro—dystopia), Rana (2022,
untangling capitalism), Rémer (2022, violence), Rybalskaya et al. (2022, modern capitalist system), Stekl (2022, the global
village), Tuna (2022, horror and violence), Tutar (2022, social Darwinism), Vladimirovna & Aleksandrovich (2022, neoliberalism),
Widodo (2022, verbal violence), Witera et al. (2021, Hobbesian theory), Wright (2022, N. Korean defectors)

Visual
Content (26)

Amirah et al. (2022, stair sets), Ahn (2022, Korean digital and popular culture), An (2022, Korean soap operas), Gelik & Kose
(2022, space and symbols), Choe (2022, melos in the K-Drama) Enrico et al. (2022, square and triangles from the game icons),
Godulla (2022, social fiction), Hong & Yang (2022, global trend of television), Jin (2022, transnational proximity and university),
Jones (2022, the context of digital and globalized world), Keast (2022, country—specific content), Kim (2023, visual content of
survival game), Laugier (2022, TV series), Lee (2022, TV series), Lee & Lee (2022, Korean food in video contents), Linando et al.
(2022, lighting), McKenzie et al. (2022, Netflix's viewing metrics), Mill (2021, amazing facts), Novitasari et al. (2022, subscriber
loyalty), Parc & Messerlin (2022, Korean film industry), Payzin & Tuncer (2022, folk culture), Sinem & Akgun (2022, fear among
the language of cinema), Tingir & Tarlakazan (2022, fashion and design), Varma el al. (2021, Dalgona candy), Wang (2022,
character image), Zhang et al. (2022, empathy between viewers and digital content)

Digital Media
(21)

Ahmed et al. (2022, social media virality), Ahn (2022, generation Z and OTT), Atwood (2022, branding and marketing), Correia
et al. (2022, viral marketing), Deng & Chen (2022, Netflix's innovation), Evdokimova (2021, reaction of social media users),
Feriansyah (2022, Instagram and popular culture), Hong et al. (2022, multiple channels), Kim (2022, black twitter), Loureiro et al.
(2022, twitter), Love & Meng et al. (2022, business and profitability of Netflix), Mustafa & Bostan (2022, consumption culture and
digital content), Ortega (2021, audiovisual streaming), Putra et al. (2022, the sustainability of the Netflix’s business), Sari & Irena
(2022, marketing communication for social media engagement), Sparks (2021, expansive social media presence), Wang &
Weng (2022, globalization, Netflix), Wiart (2022, Netflix's financial strategy), Wu & Chiu (2022, memes), Yuting (2022, TikTok),
Zhou et al. (2023, Netflix's growth ceiling)

Korean Wave
(19)

Bhatti et al. (2022, consumption of Korean content in Pakistan), Ciancia & Mariani (2022, cultural diffusion), Ekstrém (2022,
Squid Game in tourism, images of South Korea among Finnish young adults), Gudkova (2022, the popularization of Korean
cinema on the example of Squid Game), Hsueh et al. (2022, Taiwanese audience and Korean drama), Huang (2022, Korean soft
power, Squid Game, Parasite, BTS), Jagan & Kalyan (2022, influence of Korean wave on youth), Jang et al. (2022, the popularity
of K—=drama on a global OTT platform), Jin (2023, theorizing the Korean wave), Joinau (2022, Hallyu and us), Kamon (2022, the
Hallyu policies), Khendun—Burgoine & Kiaer (2022, Korean wave in world English), Kim (2023, K—culture without K), Steven Kim
(2022, aiming for mainstream status in India and South Asia), Piola (2022, Korean Wave in Portuguese Magazines), Raha (2021,
socio—economic development), Santos et al. (2022, South Korea’s creative economy), Sebastian et al. (2022, attitude toward
Korean dramas), Siregar et al. (2021, the cultural effect of popular Korean drama)

Game (10)

Bali¢ (2022, Homo Ludens), Boland (2023, dystopian game), Geerling et al. (2022, Using Squid Game to teach game theory),
Jans et al. (2022, gambling—related beliefs), Johansen (2022, media—inspired play), Keskin et al. (2022, gaming paradigm), Kim
& Park (2022, competition and cooperation), Lee (2022, children’s games at the edge of life and death), Reiland (2022, lusory
attitude), Zagarrio (2021, video game aspects in television series)

Imperialism

(9)

Dunn & Young (2022, passive spectators), Fedorenko (2022, sub—imperialism), Kim (2023, minor-scale imperialism), Mazur &
Meimaridis (2022, platform imperialism), Oh (2022, Squid game’s overseas reception, hegemonic power), Park et al. (2022, Netflix
and platform imperialism), Ra (2022, imperialist mode of story—telling), Wang (2022, exacerbating cultural differences), Yoon (2023,
trans/nationalism)

Language

(8)

Aisyah & Prihatini (2022, learning Korean using online platform), Cho (2021, subtitle), Giustini (2022, language industry), Kiaer &
Cagan (2022, translation), Millenia (2022, translation), Sari (2022, semiotic analysis), Sofiane (2023, audiovisual translation),
Suheri & Millenia (2023, translation)

Ethics/
Religion (7)

Alpita et al. (2022, moral conflicts), Arkananta et al. (2021, ethics of life), Bosman (2022, Christianity in Squid Game),
Femandez & Berkman (2022, ethics and privacy), Muhammad (2022, axiology, generation Z), Rositama & Furaida (2022, Seong
Gi—hoon'’s religiosity), Woo (2022, identity)

Education

(5)

Bergstrom & Sandberg (2022, after—school center), Chonnia & |zzah (2022, Squid Game simulation for vocabulary mastery), Laffier
& Westley (2022, trauma), Mukarromah et al. (2022, generation Z, social issues), Yustina & Yahfizham (2023, learning mathematics)

(number)=frequency
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