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E-sports Potential of Hwatu (Go-Stop): A Comparative Analysis
of Dou Dizhu and the JJ Dou Dizhu Tournament
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Abstract

This study explores the e-sports potential of the traditional Korean board game Hwatu (Go-Stop), using
the Chinese card game Dou Dizhu (Z}7F) and its tournament, the JJ Dou Dizhu Championship Cup
(JIDC), as primary comparative cases. Although East Asian traditional card games possess deep cultural
foundations and broad popularity, discussion of their conversion into standardized digital competitive content
remains scarce. This study compares the origins, rule systems, and cultural similarities of Dou Dizhu and
Hwatu, and examines how Dou Dizhu achieved its e-sports transition through rule standardization, doubles
formats, and league development. Building on this, it diagnoses Hwatu's current e-sportization and proposes
a Korean model centered on four principles: rule standardization to eliminate gambling associations, cultural
identity preservation, a functional model for an aging society, and folk-heritage preservation. The study
suggests that Hwatu's e-sportization signifies not merely game industry expansion but a cultural and policy
experiment for the moderm reproduction of traditional culture and the expansion of K-content.
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E-sports Potential of Hwatu (Go-Stop): A Comparative Analysis of Dou Dizhu and the JJ Dou Dizhu Tournament
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E-sports Potential of Hwatu (Go-Stop): A Comparative Analysis of Dou Dizhu and the JJ Dou Dizhu Tournament
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[Table 1] Dou Dizhu gameplay format

cH L&
1 oo (54 2Hh, 3 2%
2 M o= (18 /28 /38 =)
3 X 298 & FpAt + 2% 3% 25
4 Z0 A XIF M)
5 A TS (HRAA ek S0 e Ofy)
6 e 2% (BH, o] S Hlm)
7 o HOo| WE 2F A7
8 S8 W RIF E= s 8 52)

22 B152| 7|@at T Uy

StFEE E=9| OILI2CHAEAL, Hanafuda)OlA 7| RSt S0|2A, SILIRCHE 16A17] 2 Z28
Z Jour duAsel nRE S =0 Hetel ZE2FE9 FIEEKcarta) M FEiE A2
M AL O=CIF) AlCHof| O[22 =8rg0| &2 7E==0|7F SX|=IA oo et HlaT}
EE(XEHILE) S EF 7I=S0|7F BEEY 59| StLREZ ZTSHILE [10].
19M|7] =HOIM 20M17] =, StLt=Che E=df ot 7Ho| 23t nRE S Mo iR
2 o=9| 50| Z=tet Z2gote st 2 EASIE|QIC [10]. 2lF = HIFE 22 29oM 7|J-

7tE AYOIX|Z, =0 =RE O|F 2 AZH S¢ SiX|=t IFYE 7N ot= 1wl U
otz FAS tHEHO Ao|Tt 9] 2tRe FtEQ mo(@Ef)t =0 HA0M ot=Y deky

| =
Aot ZA7E HAEBEA Bt 282 g0, EIH0|D SN 29t 2T = X2 TR

r



Vol.13 No.2 June (2026)

Journal of Digital Art Engineering & Multimedia

i

tH, MICH 28 n7et SSH|

.
[e]

—

=}

xgo| gz 7|

=]

ol
ofl

EH 270

ol
=

(e]¥e)
A —

485802 M E|0f

OFCH 40| 7tE7t BiEE|0f RUCE 2 7H=0f

LSk, L]

=
o

E{O]

L 3
C o

ol
AR

=
=

=

=

HA

of, ol

o o
Usrxioz

2) M9

AFX]

=
o

At
(]

—

o
) EE 2E

o

2

=

20 7t
g
0] G0y & 2ESw0p) HES S B2

F

—

.
[}

{XI7TER
Al <A

—

F

C
=

-
O

£

k), R0, wfy, m|Em))

VE J24 o, “B(B)-Z3FE)y e
oo 2t A

1 L7801 1

=

(=)

‘D AF(Go-Stop)’ L&,
-

3t

2

|

2
=

o

o

Tl

= Hl e YO mfE) =4

KO

ol
xd

<

IHT
<l

[H9| ~

AL
(=]

bzt
20|

-
o
—

Ct &=
= WA
Go / Stop

3

-
()
—

[Table 2] Hwatu gameplay format
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