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Abstract Teddy bear is a typical rag doll which has been loved by people all over the world for more than
100 years based on its cute and friendly image. In addition, as it has been together for a long time with us, it
is considered as a friend of people with memories of all ages and sexes, not just animal doll. Teddy bear has
been developing its appearance and character continually playing a role as the symbol of society and issues of
an era beyond toys, however it still remains in the image of stuffed toys. Therefore, more advanced teddy bear
characters should be created in line with the current environment and market conditions that are undergoing
major changes based on the Internet and smart phones. Thus, the concept of the character and the recent
development of the market were reflected and the meaning and current image of teddy bears were analyzed to
develop new teddy bear stories, worldviews, and characters through design process. And it was created 3D
characters, videos, and SNS channels through the developed 3D character design and motion design.
Furthermore, we want to take a look at the direction in which Korea's character business can develop in
accordance with global changes and suggest the possibility of entering as a character powerhouse.
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Figure 16. Teddy bear and friends idea sketch - Clubby

J& 14, HCl#o{et ZF7E ofo|C|of A% - HIC|
Figure 14. Teddy bear and friends idea sketch — Teddy 21 17, EClHole ATRS ofociof AHE - 23]
Figure 17. Teddy bear and friends idea sketch — Muncky
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Figure 15. Teddy bear and friends idea sketch - Pandora a2l 18, ElClHojet AIFE ofo|C|o] AHK| - B{A|

Figure 18. Teddy bear and friends idea sketch - Lushy
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Figure 19. Teddy bear and friends idea sketch — Birdy a2l 22 ECit|olet XTE MA DD AER| MY
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Figure 22. Teddy bear and friends Worldview and story
development
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a2 20. HiC|Ho{et XIS ofo|C|of AH K| - AAZZ Figure 23. Teddy bear and friends worldview
Figure 20. Teddy bear and friends idea sketch — Xplo.

O 24, HClHofet 275 AE2| 01
Figure 24. Teddy bear and friends story 01

ag 21, Hcldofet 2IF7E ofolClo]f AH Xl - Se{x|
Figure 21. Teddy bear and friends idea sketch - Pluffy
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Figure 25. Teddy bear and friends story 02 m

a2l 28, HolHofet Z7E 3D Y - EEe2}
Figure 28. Teddy bear and friends 3D development — Pandora

Feidd

a8 26. HCl#o{et Z7E AE2| 03
Figure 26. Teddy bear and friends story 03

4. 788 ¥ 3D tA}21(3D design)
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a2l 29, HolHofer TS 3D e - 24|
Figure 29. Teddy bear and friends 3D development — Lushy

gl 27. Elcidojet #7E 3D i - EC]

Figure 27. Teddy bear and friends 3D development - Teddy ) -
g 30. HEl#ojet ZFE 3D e - ST

Figure 30. Teddy bear and friends 3D development — Muncky
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Figure 31. Teddy bear and friends 3D development - Figure 34. Teddy bear and friends 3D development
Clubby - Pluffy

5. 18 E] SNS TAIRI(SNS design)
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gl 35. Hodoiel 27 Instagram 70 e
Figure 35. Teddy bear and friends Instagram development
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Figure 32. Teddy bear and friends 3D development
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% 36. HElH {2t ZFE Youtube 7HE,
Figure 36. Teddy bear and friends Youtube development
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Figure 33. Teddy bear and friends 3D development AT} 7|40 Sl wee guol 7)4e] Wastol
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