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A Survey on Future Webtoon Using Virtual Reality Technology

o

|&f=h
Sang-Hwa Lee'

2 9

20000 =gF ITE=0IME FYE g2 tS OIRTA Ciptll=2 o
Li2tofl Blef QIE{AESE SEtRL 1 S0 St A= 0l 1 22 18H0| x| @54, o
=0 gE2 Y=o Yriet OHE AT MAUIAIZN EUEE MESi= Of0[Eez g7y
SIUCE O|EF F2 AlZH QMO HAAES MY & UAE O|RM= F 7HK|7h QUL Stits, &Y
Ttol SMYO| 7551 OIF HEez @Yl O|C|ojetdo] 1550 ARU7| WEOlCt ThE ikt
=, 71E2 =T USAIFO| SaStE Al7|0] 22 CigtezM HEC| ST 7IES| AIF
CIE XMa Bl0] 988 = ANk Holot 2istrt jcjofe] #ato] W2 H3s7ts oiM2ts
= OIS, MEA STots HA==A0 7|t D|Cjojetyo] Mty AEHez Helshy &
A0[2t= HE Olde & Ao MM 2 =22 9NN 7|a2 SHe= Ustol DS Ao,
ABIE 2A5HY 28t

L

o QB 7|80 7jzaH

r

%

o7 A Jleg UEAL 4 A DY BES onsoRM 22 AES
MEg 4 QI K] WEo| 7120l Alelg et} st
shAof ; BiSf, YIS, JHRAL M £ ojpl2

Abstract

In the early 2000s, Korea gained fame as an IT powerhouse and achieved Internet-based technology
development, one of which was a ‘webtoon’ that grew compared to other countries. Eighteen years later,
Korean webtoons are emerging as a leading item in the global cartoon market compared to Japanese
comics. There are two reasons why we were able to lead the world market in such a short time. One is
that a state-of-the-art communication network has been built and a web-based media environment has been
built on it. On the other hand, webtoons emerged as a new alternative as the existing publishing cartoon
market collapsed, allowing them to grow without much resistance to the existing market. Considering that
comics are a medium that adapts quickly to media changes, continuous changes can be expected depending
on the technology-based media environment. Therefore, this paper aims to study the future of comics based
on innovative technologies, analyze research cases, and study futuristic webtoons that can satisfy sensitivity
and technology to study next-generation webtoons that will lead the global market.
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[Fig. 1] Scale of sales and exports of the Webtoon industry
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(& 1] 22 EE SAZ2 HEY 72 8 (201549)
[Table 1] Estimation of sales volume of portal-type webtoon platforms (2015)
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[Fig. 2] Movieization of Webtoon (Along with the Gods)
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[Fig. 3] Partial pay for webtoons (DAUM webtoons)
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[Table 2] Size and outlook of Korean digital cartoon market (2011-2020 / unit: $1 million, %)
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[Fig. 4] Scale and growth rate of Korean digital cartoon market (2011-2020)

449



A Survey on Future Webtoon Using Virtual Reality Technology

U HE ANYERE=E /9 [ 4ME 2020E7HX| & 1=H

[
$0
\J_CE:U
5
N
|-II“H>

Ef CIXIE2H =0l A % osMU 272 90| 4% 28 S M22 A=
£ 8o dEiA B-0 7|02 Aoz OYEoAH JiHez FYHSE Ertt HE MY Yl
= Jhdeidi 3YY 4%, MEHY NEE EEY ¢ US A2z HHEL

2015 MIA CIXE BHtAEE ofzfo] (& 3143 MUECHH| 15.6% 37F 79 300
EJUCt A EA| 0| ADLEED CIXE 7|7|2 |8&e W7t 3 7132l 0

2
url
=]
i
N

= el (2
2 sj9t 20| o WEE ADIERS S8 Yoz SEE7| ARSUA SHOL 932 ooz
L CRIE RSAIRO] HR Sjo] TS 2oi¥n YTk BE MA CIXZ BRAIEE offo

lo o
Hu
rx
o3
o

=
8 6)at 20| 2020 7K 10.8%2 MEES 2O|H 119 7,7002 =2{of| O|F A

T

[ 3] MA CIX[E 22E 72 2 HZ(2011~2020 / TR« HBIER], %)
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[Fig. 6] Scale and growth rate of the global digital cartoon market (2011-2020)
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[Fig. 7] VR Theme Park
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[Fig. 8] VR TOON
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[Fig. 9] VRToon's flagship platform currently in service (Comix V / Spear Toon)
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[Fig. 11] Speech bubble plot from an existing cartoon(Left), Freedom of sight in VR webtoons(Middle)2D image
placement in 360 background image(Right)

[ 12] VR EE Z&3X AP

[Fig. 12] VR Webtoon ‘The Supernatural Woman’

ol [ [ [ [ S

[ 13] VR HE ‘59 7Y v
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[Fig. 14] An example of VR TOON's recent popular webtoon
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[Fig. 15] VR webtoon (left) explained by VR COMIC / VR webtoon (right) by Funfunny Brothers
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