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The Introduction and Development of CG in Korean Films
: Historical Context and Cultural Impact in the 1990s
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Abstract

This paper analyzes the initial development process and cultural-technological significance of computer
graphics (CG) technology introduced in Korean films in the late 1990s. The study aims to shed light on
the early development of CG technology in Korean films during this period and its cultural and
technological implications. Through films like The Gingko Bed (1996), Piano Man (1996), and The Contact
(1997), CG established a foundation for technological advancement, successfully enhancing both narrative
depth and visual immersion. Subsequently, with the emergence of CG-specialized companies, works such as
The Soul Guardians (1998) and Ghost in Love (1999) demonstrated the full-fledged development of CG
technology, paving the way for the rise of Korean blockbuster films. This progress marked a turning point
in overcoming the visual and technological limitations of Korean films and stimulated the growth of related
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industries. Focusing on cases from 1996 to 1999, this study examines the impact of CG adoption and
development on the production environment, narrative delivery, and audience experiences in Korean films.
Despite initial challenges and trial-and-error, CG technology evolved to strengthen narrative elements and
visual spectacles, providing audiences with novel cinematic experiences. This research systematically
organizes the changes and achievements in the early stages of CG adoption, offering valuable insights for
the future development of the film and digital content industries.
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[Fig. 6] The Ghost Mutt, 1999
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