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            초록
          
        

        
          The aim of this study is to analyse the frame of South Korean newspaper editorials dealing with leisure, sports and media. The period of data collection for this study was set up between 2001 to 2020 and morphological analysis function offered by Big Kinds web site was utilized to assess search words. The results were as follows. First, the year of the most editorials on leisure, sports and media was published was revealed 2018 and followed by 2010 and 2002 and the year of the least editorials published was 2007 by harnessing crossover analysis by year. Second, local newspapers accounted for the highest proportion in reporting on the frame characteristics of leisure, sports and media and ‘healthy leisure and online gambling’ and ‘media exposure of sports events’ were the most frequently identified two frames as a result of analyzing frames by the type of newspapers. Third, the main frame concerned with leisure was ‘healthy leisure and online gambling’ and the main frame of sports was ‘media exposure of sports events’ as a result of assessing leisure and sports keyword. Fourth, the digital keyword was the least as a result of analyzing frames on media, online and digital. It is expected that features of the frames presented by year, the type of media and by keyword would suggest an useful linkage between leisure, sports and media.
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