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[Abstract]

This study analyzes the dystopian spatial characteristics of the renowned Korean OTT original series “Squid Game.” Through
previous research, the concept and features of the dystopian genre and spatial elements were examined. This study categorized and
analyzed the spaces in “Squid Game,” and identified everyday and non-everyday spaces, including a distinct game space. The
non-everyday spaces were further categorized as participant and host areas. Additionally, while the everyday spaces emphasized
realism, the non-everyday spaces symbolized elements. In terms of dystopian genre characteristics, both everyday and
non-everyday spaces demonstrated relatively low levels of destructiveness. “Squid Game” stands out by deviating from traditional
dystopian genres that focus on science and technology, and depicting the threat to humanity posed by a capitalist society as a
destructive element. This study highlights how spatial characteristics differentiate “Squid Game” as a unique Korean-style dystopia,

capturing the darker aspects of modern society.
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Table 3. Space type - Non-ordinary spaces
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Non-ordinary Spaces

P —— - —
| " ™
o o ol o Mo
: ke
Place Red light, Green light Place Waiting Room
Episode 1 Participant Episode 4,6,7
Space 3
Place Sugar honeycomb toffee Place Maze
Episode 3,5 Episode 1,83,4,6,8
Place Tug—of-war Place VIP Room
Game Space Episode Episode 7,9
Place Place Host Lodging
Episode Episode 3,4
Host Space
Place Glass stepping stones Place Crematory
Episode 7 Episode 2,4,5
| £ O
Place Squid Game Place Front Man Room
Episode Episode 1,5,6,7,8
Participant
Space
Place Place Monitor Room
Episode 1~9 Episode 1,3,4,5,6,9
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Table 5. Space analysis model of <Squid Game>

Episode
Space image
Symbolism
Space Realism

characteristics

Decorativeness

oppression / control
poverty / wealth monopoly
Social structure class structure
loss of human dignity
violence / crime

Elements of dystopia structural inversion of power
alienation of human beings

Scientific standardization
civilization threat to identity / humanity

resource / environmental problems
nuclear / war

Characteristics of Uniformity Verticality Closedness Destructiveness
Dystopian Genre
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Table 6. Non-ordinary spaces - Red light, green light
Red light, green light
Episode 1

Space image e E

This artwork portrays the housing of working—class Koreans during
Symbolism [ ] industrialization, symbolizing the era, and features 'Younghee' robots in
a dirt playground, symbolizing Korean children's play culture.

The appearance of Plate Gate's old houses and dirt—floor playgrounds
Realism U reproduces the image of Korea as a developing country during the
industrialization era.

The green plate gates and uniforms of the participants resembling
prisoners, along with the placement of "Yeong—hui" robots and
personnel reminiscent of surveillance cameras, evoke the image of a
massive prison.

space characteristics

Decorativeness U

oppression / control O
poverty / wealth monopoly O
Social structure class structure ©
loss of human dignity ©
violence / crime ©
Elements of dystopia structural inversion of power ©)
alienation of human beings ©
Scientific civilization standardization )
threat to identity / humanity O
resource / environmental problems -
nuclear / war -
Characteristics of Uniformity Verticality Closedness Destructiveness
Dystopian Genre ® ® O] [

E 7. 8Y8 B2 - 44
Table 7. Non-ordinary spaces - Lodging

Lodging
Episode
Space image =
t,- - -
Symbolism ® The bed depicted as a ;ales counter !n a stlolre and the piggy bank
hanging from the high ceiling.
Space characteristics Realism O Depicted as a large warehouse-like structure
. A uniform color scheme in monotone colors and a bed depicted with
Decorativeness () ) o
metal materials like iron bars.
oppression / control ©
poverty / wealth monopoly -
Social structure class structure ©
loss of human dignity ©
violence / crime ©
Elements of dystopia structural inversion of power -
alienation of human beings ©
Scientific civilization standardization ©
threat to identity / humanity @)
resource / environmental problems -
nuclear / war -
Characteristics of Uniformity Verticality Closedness Destructiveness
Dystopian Genre ® () [ ] [
wolx| gk=th. 3T Aol Aol we} S A7t 3) ¥8.VIP § 32
APFEZFHA, o] AEA v GA HAS o vjE2A4 VIP(Very Important Person) & &7+ 423} 32 &
Yol 187 HE o] Ao = e A "ok ol& T o] 1 B Ao EES] Hixlet gMEe A% TS
Adde] FlIA 7] fl8l Jws 1 7 Hold 3t &l ofBte] 55 ke e Zo] v ARHAIT ¥
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¥ 8 HYM SU-VIP E

Table 8. Non-ordinary spaces - VIP room

VIP Room

Episode

7,9

Space image

Symbolism ® The individuals painted with body paint are arranged like furniture
Space characteristics Realism O Represented as luxury furniture, similar to a hotel suite room.
Decorativeness ® Reproducing the shapes of plants and animals with artificial materials and figures.
oppression / control O
poverty / wealth monopoly @)
Social structure class structure ©)
loss of human dignity ©
violence / crime -
Elements of dystopia structural inversion of power -
alienation of human beings ©
Scientific civilization standardization ©)
threat to identity / humanity ©
resource / environmental problems -
nuclear / war -
Characteristics of Uniformity Verticality Closedness Destructiveness
Dystopian Genre ® (] [ ]

E9 dd3t-7le

Table 9. Ordinary spaces - Kihoon's house

Kihoon's House

Episode

Space image

Depiction of living spaces that cannot be separated in a confined environment

Symbolism
Space characteristics Realism Depicting the living space of Ki—hoon, a m_enjber of the lower class, as an old
run—down building.
Decorativeness Coexistence of living space and working space, with limited view.
oppression / control -
poverty / wealth monopoly ©)
Social structure class structure ©)
loss of human dignity ©)
violence / crime -
Elements of dystopia structural inversion of power -
alienation of human beings -
Scientific civilization standardization _
threat to identity / humanity
resource / environmental problems -
nuclear / war -
Characteristics of Uniformity Verticality Closedness Destructiveness
Dystopian Genre O (] O O
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Table 10. Comprehensive results of non-ordinary spaces analysis
Non-ordinary Spaces
Space characteristics
Place Symbolism Realism Decorativeness
Red light, green light [ J D U
sugar honeycomb toffee [ J [ [ J
tug—of-war ® O [ J
Game Space marbles game [ J [ U
Glass stepping stones ® O (]
Squid game ® [ D
. lodging ® O D
Participant —
Space waiting room ® - [ ]
Maze ® - ®
Front man room [ ] [ ] [ ]
VIP room ® O ®
Host Space Host lodging [ ) () O
Crematory ® O D
Monitor room [ J O ®
Sum 50 21 38
Characteristics of Dystopian Genre
Place Uniformity Verticality Closedness Destructiveness
Red light, green light ® O] ® [
sugar honeycomb toffee ® [ ] [ ] [
Game Space tug—of-war ® [ ] [ ] [
marbles game ® [ J [ ] »
Glass stepping stones ® [ [ ] [
Squid game ® [ [ [
- lodging ® [ [ J D
Pasrtpl)calseant waiting room O] [ ) [ ] O
Maze ® [ ) ® O
Front man room O [ [ ] O
VIP room ® [ ] O] [
Host Space Host lodging ® [ J [ J O
Crematory ® @) [ [
Monitor room ® U [ ] O
Sum 53 38 45 23
568 B @4 @3 28 O 18 -: 08
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Table 11. Comprehensiv

(0]

results of ordinary spaces analysis

Ordinary Spaces

Space characteristics

Place Symbolism Realism Decorativeness
Racetrack [ J ® O
Game Space Subway J O] O
Sky Building ® D D
Arcade [ ] ® [ ]
Kihoon's house [ O] D
Fish shop [ O] D
Sum 18 22 11

Realism

Symbolism Decorativeness

Characteristics of Dystopian Genre

Place Uniformity Verticality Closedness Destructiveness
Racetrack [ J ® O D
Game Space Sk?ué)L\JAi/I?i/ng C.' 8 C_) ?
Arcade - O - -
Kihoon's house [ o O D
Fish shop - Y _ _
Sum 10 16 3 6
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S 83l Ao B o]2o] o) HMEFE B Table 12. Comprehensive result comparison
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