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Study summary:

Television drama and Internet drama play a major role in conveying reality by
relying on the aesthetics of visual language.

In this context, our study came to search for representations of violence in the
Korean TV drama, and the extent to which the representations of violence
included in the "Squid game™ series and the image conveyed to us by the Korean
drama match, by analyzing six scenes from the nine episodes of the series.

In order to answer the problem posed, we divided the main question into a set of
guestions that search for the iconic and linguistic connotations of the
representations of violence included in the Korean series "Squid Game", as well
as the search for the contributions of the directorial elements employed in
perpetuating violence in this series.

We chose this topic based on several reasons, the most important of which are:
Personal interest in semiological analysis and research in this field.

The media controversy that the series received and the viewership it achieved.

- The novelty of the subject and the lack of studies within the limits of access,
especially the subject of our study represented in representations of violence in
Korean drama.

To go further, the objectives of our study were as follows:

-Revealing the iconic connotations of the Korean serie Squid game

- Learn about the linguistic semantics that represent the Korean serie Squid
game.

- Knowing the contributions of the directing elements in perpetuating violence

in the Korean serie Squid game.
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In order to reach these goals, we relied on the semiological analysis method, and
the study sample was intentionally, that is, we chose episodes 01, 02, 03, 04, 05,
09, and chose 06 scenes that serve our study, using the semiological analysis
tool of the Roland Barth network to collect information. Where, at the specific
level, we analyzed and at the implicit level, we analyzed and searched for
various indications and symbols. As for the technical segmentation, it was based
on the “Christian Metz” network.

Keywords: Drama, Korean drama, representations, violence, semiology.
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