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[Abstract]

Since the characteristics of digital fashion content vary depending on the type of game, identifying the type and recognizing
each feature is an important indicator for understanding the game industry and developing content. This study presents a new
classification of existing game types according to the concept of digital fashion content and analyzes the types and characteristics
appearing by game type. In the convergency development process of the cultural content industry, a comprehensive theoretical
framework is necessary. This study is significant in that it can provide a theoretical background that can be simultaneously applied
to the game and fashion industries, and can practically participate in development of digital fashion content.
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Table 2. Summary of result

Visual expressive

type Functional contents contents

— Users are not involved

— Contents are affected in contents and can
by game progress only select from

- Contents are provided provided contents
and supplied by game | — Contents depend on
producers one sidedly users choice on

- Contents change provided contents, so
through continuous each has visually
up—date by game sensual characteristic
producers that stands out

— Options are limited

— Users get more
freedom of choosing
and combining
contents

— Contents are used as
a means for users to
express identity,

Selective
Game

— Contents are affected
by game users

— Users are directly
involved in contents
and actively intervene

Participatory in development

Game — Contents can be tendency, or self
changed by user’s conscious, so
needs in various ways contents are visual
including strengthening | and also symbolic
or combining — Contents can vary
from user to user
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