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Abstract

As online comic reading continues to grow in Taiwan, online platforms have become important sites for
both comic consumption and discovery. This exploratory study examines genre-labeling practices on
three major online comic platforms in Taiwan. We collected genre terms from the platforms’ Traditional
Chinese and English interfaces and generated a list of 35 unique English genre terms. These terms
were then mapped onto a facet framework drawn from previous literature. Our preliminary findings
show that platform genre labels function as multidimensional access points rather than simple genre
categories, representing aspects such as setting, mood, plot or narrative, and production context. Cross-
platform differences in labeling granularity and cross-language differences in semantic scope were also
observed. The findings may inform the development of more consistent and user-friendly genre labels
for digital comic environments.

1. Research background

Comic books have become a popular form of pleasure reading. According to a market
analysis published in 2023, the global comic book market is estimated to grow from
USD 19.05 billion in 2025 to USD 37.15 billion in 2033 [1]. Particularly, Asia Pacific
is identified as the largest regional market. In Taiwan, comics are highly visible among
young readers. A 2021 survey reported that around 70% of Taiwan’s Generation Z
is accustomed to reading comic books [2]. These reports show that comics are no
longer a niche habit, but an increasingly important part of contemporary reading
culture and media consumption. Traditionally, comics were serialized in magazines and
later compiled into bound volumes. In recent decades, the reading environment has
expanded access beyond print and made online reading platforms an important site for
readers’ discovery and consumption [3]. Online comic reading platforms do not simply
distribute works; they also organize works through metadata, categories, and browsing

structures that shape how readers encounter and interpret content [4], [5].

Existing research on comic description has focused primarily on metadata integration
and cross-linking between established records and external resources. For example,
Kiryakos and Sugimoto [6] proposed a linked data aggregation model for Japanese
manga that incorporates bibliographic data from multiple provider types, including
libraries, organizational databases, and fan web resources. These sources differ in
authority, granularity, and descriptive emphasis. Generally speaking, metadata con-
tributed by institutions usually include more authoritative records, whereas data from
fan communities and organizational databases offer richer content-level details, such as
plot summaries, character information, and volume-specific data. More recent studies

have extended this line of inquiry by examining the use of online community data for
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metadata analytics [7] and the application of Linked Open Data (LOD) models to enrich

the semantic representation of comic narrative structures [8].

Other studies have also explored integrated bibliographic models and descriptive
frameworks. Qishi et al. [9] used linked open data to develop a dataset of comic books,
anime, and video games. Nomura et al. [10] integrated the Functional Requirements
for Bibliographic Records (FRBR), Wikipedia, and film/television content standards.
They then created an interpretive data model that presents bibliographic information
and the internal content of comic books. Similarly, Kodaira et al. [11] analyzed 3,421
subcategories under "Category: Comics" in Japanese DBpedia and summarized these
subcategories using the FRBR model, finding that "Characters" accounted for the highest
proportion, followed by "Series" and "Music." Since DBpedia’s category structure directly
incorporates information from the original Wikipedia data, these categories may reflect

users’ real information needs.

Beyond basic descriptive information, readers also rely on subject categorization, such
as genre, when searching for pleasure reading materials in online platforms. Lin [12]
found that existing appeal factor frameworks often fail to differentiate adequately
between genres. Moreover, readers of different genres may have different expectations
of a work. This issue has also been noted in studies on the segmentation of comic
book readers. To provide a more comprehensive representation of comic book content,
Akiyama and Yamanishi [13] combined topic models and large language models to
generate attribute descriptions at a detailed level between genre labels and work
summaries. Still, the issue of whether single genre labels are insufficient to represent the
multidimensional nature of comics and related media remains unresolved. Addressing
this limitation, Cho et al. [14] collected 1,597 terms from 36 online English-language
animation databases and websites and then applied inductive and card-sorting methods
to analyze and organize them. Their analysis revealed that anime genre terms encom-
pass a wide range of informational features and extend far beyond simple single-label
categories. Finally, Cho et al. identified 153 foci (e.g., thriller, drama) and further
categorized them into nine major genre facets: audience, setting, mood, character, plot/

narrative, subjects, association with other works, feature, and production.

Despite these developments, comics remain relatively underexamined within knowl-
edge organization research, especially in terms of how online comic platforms opera-
tionalize genre categories for user access. This gap is particularly notable in Taiwan,
where online comic reading is widespread. Accordingly, this exploratory study aims
to compare genre-labeling approaches across the most popular online comic platforms
in Taiwan. Specifically, we focused on the categorization practices in the user-facing
navigation bars and investigated the genre labeling issues from the perspective of

information architecture.
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2. Method

We identified three of the most popular platforms in Taiwan based on website traffic
rankings in 2025 [15]: LINE Webtoon (Webtoon, https://www.webtoons.com), MO-
JOIN (https://mojoin.com/comics), and CCC Webcomics (CCC, https://www.creative-
comic.tw). Webtoon and MOJOIN are commercial platforms. By contrast, CCC has a
distinct institutional background. Originally launched as the Creative Comic Collection,
CCC began as a print comic publishing project funded by the National Science Council
Digital Archives Program of Academia Sinica in Taiwan. The project aimed to support
local comic creators and promote authentic Taiwanese story topics through the print
comic format. In 2020, it transitioned to an online platform format and was later re-
named CCC Webcomics. It is now operated by the quasi-governmental Taiwan Creative
Content Agency. Accordingly, the genre labels presented on these three platforms reflect
not only the interests of readers and content creators but also the representation of

topics considered culturally and socially distinctive to Taiwan.

We applied a card-sorting technique to compare genre labels across platforms. This
technique enables researchers to examine different data structures, assess whether
equivalent meanings are represented consistently across platforms, and evaluate the
effectiveness of the underlying information architecture [16]. Our analysis focused on
platform-level rather than work-level genre labels. Accordingly, we manually extracted
genre terms from navigation bars of the three platforms, and individual tags assigned
to specific comic works were excluded from the scope of this study. Additionally, the
three platforms differ in their available language versions (i.e., Webtoon offers seven
language versions, including Traditional Chinese, Korean, and English; MOJOIN is
available only in Traditional Chinese; and CCC provides both Traditional Chinese and
English versions). For this reason, genre terms collected for this study were primarily
in Traditional Chinese and English. During February and March 2026, we collected 22,
18, and 12 Traditional Chinese terms from Webtoon, MOJOIN, and CCC, respectively,
as well as 22 and 12 English terms from Webtoon and CCC. All collected terms were
entered into a shared Google Sheet for collaborative sorting and review by the research

team.

We then grouped identical terms, synonyms, and near-synonyms into the same row
in both languages, consulting the online Cambridge Dictionary when clarification
was needed. For combined terms (e.g., Horror/Thriller), we created separate rows
and placed them near the corresponding single-genre terms (e.g., Horror). Because
Webtoon’s Traditional Chinese and English interfaces did not always align, we used URL
path names to determine English equivalents for Chinese-only labels. After sorting and
translation, we collected 35 unique genre terms across the three platforms. Given that
comic-specific databases usually integrate richer metadata schemes [6], we adopted
Cho et al.’s [14] Anime Genre Facets Framework, which was developed using genre
terms extracted from anime databases and websites, for our analysis. Since this frame-
work was originally developed for anime, we modified the operational definitions of

two facets (i.e., Association with Other Works; and Production) to better align with
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comics. We also consulted Cho et al.’s list of 153 foci and followed their original facet

assignments whenever a term in our dataset appeared in that list.

3. Result

As of March 2026, Webtoon’s Traditional Chinese version (Webtoon_C) includes the
largest number of genre labels (n = 22), followed by MOJOIN (n = 18), Webtoon’s
English version (Webtoon E) (n = 17), and CCC (n = 11). In terms of the unique
genres in the nine facets, Plot/Narrative exhibits the greatest diversity with 9 unique
genres, followed by Setting (n=7), Subject (n=6), Production (n=5), Mood (n=4) and
Audience (n=2). The rest of the facets (i.e., Character, Association with Other Works,
and Feature) include only one genre. A detailed breakdown of these genres across the

platforms is presented in Table 1.

3.1. Audience, Mood, Character

Regarding genre usage across the platforms, the Audience and Character facets reveal
differences while the Mood facet shows similarities. Within the Audience facet, genres
are defined by the target demographic of the work. In this category, Webtoon C
distinguishes between two demographic groups: "adults" and "shonen (boys)," whereas
MOJOIN exclusively features the "adult" group. For the Character facet which addresses
figure-related concepts in anime, "superhero" appears exclusively in Webtoon_E, while

other platforms recorded no terms under this category.

On the other hand, the Mood facet categorizes genres by the emotional responses that
works elicit. Webtoon_C and Webtoon_E exhibit the highest diversity with four genres
each: "comedy," "heartwarming," "horror," and "thriller." By contrast, CCC and MOJOIN
both feature three genres, though their classifications differ: CCC consolidates "horror"
and "thriller" into a single category, whereas MOJOIN maintains "horror" as a single
genre. Notably, both Webtoon interfaces differentiate between "horror" and "thriller," a
distinction not shared by CCC and MOJOIN. As of March 10, 2026, our analysis revealed
a significant discrepancy in work counts: in Webtoon_C, thriller titles (n=152) nearly
tripled horror titles (n=59). A similar trend was observed in Webtoon_ E (189 thrillers
vs. 72 horror works). Despite the lack of explicit definitions, a thematic divergence was
observed that "thrillers" predominantly feature relatable urban legends and stalking

crimes, while "horror" is used for gore and violence.

3.2. Setting, Plot/Narrative, Subjects, Feature

As for the Setting, Plot/Narrative, Subjects, and Feature facets, the platforms exhibit
varying levels of genre diversity, reflecting different assumptions about user preferences
and content categorization. The Setting facet encompasses the environment in which
a narrative is situated. It is further categorized into setting-time, setting-place, and
setting-situational dimensions; variation in genre complexity is observed across plat-

forms. Webtoon_C exhibits the highest diversity with five genres, including "European

nn nn

court," "ancient court," "fantasy adventure," "school life," and "reincarnation." MOJOIN

includes four genres: "historical," "fantasy/alternate universe," "sci-fi," and "school life."
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Webtoon_E presents three genres: "historical," "fantasy," and "sci-fi," while CCC contains

the fewest, with two genres: "historical" and "fantasy/alternate universe."

With respect to the Plot/Narrative facet, genres generally capture how narratives are
structured and developed. MOJOIN and Webtoon_C exhibit the highest diversity with

nn

six genres each. MOJOIN identifies "drama," "adventure/action (adventure portion),"

"mystery," "romance," "BL (Boys’ Love)," and GL (Girls’ Love)," while Webtoon C

n.n

includes "drama," "fantasy adventure (adventure portion)," "mystery," "romance,"

"nn

"LGBTQ+," and "slice of life." Following these, CCC lists five genres: "drama," "coming-

nn

of-age," "adventure/action (adventure portion)," "romance," and "mystery/suspense."

non

Webtoon_E features the most streamlined selection with four genres: "drama," "mys-
tery," "romance," and "slice of life." While MOJOIN maintains "BL" and "GL" as
independent categories, CCC integrates these as searchable tags on work webpages
rather than fixed genres. Webtoon_C labels the "LGBTQ+" genre as a collective category
for these works. However, this designation is missing in Webtoon_E, where BL and
GL works are integrated directly into the "romance" category. These different labeling

approaches reflect distinct strategies for organizing diverse types of plot content.

The Subject facet comprises genres that represent the primary themes or topics of
a comic. In this facet, Webtoon E exhibits the highest diversity with three genres:

nn

"informative," "sports," and "supernatural." Meanwhile, MOJOIN and Webtoon C each
feature two genres; MOJOIN focuses on "martial arts (wuxia)" and "military," whereas
Webtoon_C lists "martial arts" and "modern/work life." As noted previously, since wuxia
(4%) on Webtoon C was not paired with an equivalent English term in Webtoon_E,
the URL path names were used to determine its translation as "martial arts." Howevet,
the term "martial arts" still lacks the cultural nuances and thematic complexity inherent

in "wuxia" works.

Finally, as a facet that captures highly specific yet pervasive characteristics in comics,
the Feature facet shows a consistent distribution across the studied platforms. Each
platform identifies exactly one category within this facet: Webtoon C and Webtoon E
utilize the "action" genre, whereas CCC and MOJOIN employ the label "adventure/

action."

3.3. Association with other works, Production

The Association with Other Works and Production facets reflect how platforms lever-
age external media connections and distinctive branding strategies. The former facet
identifies genres that are referential in nature, defining connections to external media.
Webtoon_C is the sole platform to include one genre, "adaptation (film/television)" in
this facet. Previous literature indicates that Korean webcomics usually leverage their
existing readership for film and television adaptations, and these adaptations can also
attract viewers back to the original comics [17]. Therefore, from a commercial market-
ing perspective, creating a separate genre for film and television adaptations provides

clearer browsing guidance for viewers searching for the original comics on Webtoon.
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Table 1. Result of genre categorization

Facet/Platform Ccce n  MOJOIN n  Webtoon_C n  Webtoon_E n  Total number of gernes
. *  Adult
Audience 0 Adult (K AJ) 1 2 0o 2
« Shonen (Boys)
*  Historical (B i1i5) «  European court (B %E)
*  Historical (5 %) « Fantasy/Alternate universe (#7%J4% *  Ancient court (HfUELE) * Historical
Setting + Fantasy/Alternate universe (A/%J4% 2 72) 4 *  Fantasy/Adventure (#F%)H ) 5 * TFantasy 7
28) * SCI-FI (FH) * School (HF) *+ SCL-FI
*  School (F[) * Reincarnation (458/8’E)
» . *  Comedy (&% *  Comed;
+ Comedy (HAMHi5) « Comedy (HAIS) Hom;wy i )(m@ #i%) Homiwy ,
. - *  Heartwarming (JF&i&/ Wi *  Heartwarmin
Mood *  Heartwarming (IA265) 3 «  Heartwarming (EA56E) 3 8 4 s 4

Character

Plot/Narrative

Subjects

Association with Other Works

Feature

Production

*  Horror/Thriller (ZfifEH)

*  Drama (1)

*  Coming-of-age (I #I%)

*  Adventure/Action (F¥2Hh{F)
*  Romance (%fi)

*  Mystery/Suspense (HEFER5E)

* Horror (Zfii)

*  Horror (fii)

* Horror

*  Thriller () * Thriller
0 0 0  Superhero 1
«  Drama (1) *  Drama (1)
*  Adventure/Action (FKHI{E) Fantasy/Adventure (%1% EH#) « Drama
5 *  Mystery/Suspense (ffEBRAR%E) *  Mystery/Suspense (S%EHER) S *  Mystery o
e BL (BLIft3) * LGBTQ+ «  Slice of life
* GL(GLTif) « Slice of life (“h:if/H ) * Romance

*  Romance (%fif)

o Wuxia (#{%)

*  Romance (1)

* Wuxia (k)

* Informative

0 . 2 2 * Sport: 6
«  Military (FE36) «  Modern/Work life (B{%/%k555) 5
*  Supernatural
0 0  Adaptation (film/television) (s##ifk) 1 0o 1
Adventure/Action (HFEE){F) 1  Adventure/Action (HEEI{F) 1 Action (#ff) 1 Action 11
Global *  Graphic novel (/\ifl)
- . M lobal N

Fresh recommendations CH7/&EHHE ) 1 oyt 2 « Original Taiwanese works ({3 2 Graphic novel 1 5
* Illustrated notes (33t 5F) P
i

The Production facet categorizes genres based on presentation styles or the identities
of the creators. Within this facet, MOJOIN and Webtoon_C lead with two genres each:
MOJOIN features "global" and "illustrated notes," while Webtoon_C includes "novels"
and "original Taiwanese works." In contrast, CCC and Webtoon_E offer a more singular
classification, listing "fresh recommendations" and "graphic novel," respectively. Given
that CCC’s "fresh recommendations" genre is not semantically intuitive, we conducted
further exploration. According to the platform’s official documentation [18], this genre
was established to introduce experimental serialization themes that diverge from main-
stream formats through trial issues. The platform characterizes such works as having
"distinctive art styles or unique themes." Given its focus on visual presentation and

thematic selection, we assigned this genre to the Production facet.

Webtoon C = The Traditional Chinese version of Webtoon; Webtoon_ E = The English
version of Webtoon. The genres presented in Italian refer to categories with combined

terms, assigned based on the specific facet they emphasize within this study.

4. Discussion

4.1. The granularity of genre labeling

While the categorization of genres into nine facets underscores the multidimensional
nature of comics, existing genre labels often provide only a flattened, unidimensional
view of a work’s characteristics. To bridge the gap between simplified labeling and nar-
rative complexity, platforms adopt various strategic interventions. These include dual or
multiple labeling systems and the synthesis of separate concepts into combined terms.
Such strategies reflect an attempt to balance taxonomic precision with user accessibility,

allowing platforms to cover broader conceptual ground within a streamlined interface.

The terminological variations across platforms illustrate how multidimensional con-
cepts are either integrated or separated within specific labeling frameworks. For
Proceedings of DCMI 2026
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instance, CCC and MOJOIN both use the labels "fantasy/alternate universe" and "ad-
venture/action", while Webtoon uses "fantasy/adventure" and "action." In fact, fantasy,
alternate universe, adventure, and action are distinct genres. As noted by Cho et
al. [14], these terms represent different facets: fantasy pertains to "setting," adventure
to "plot/narrative," and action to "feature." The reduction of Webtoon C’s "fantasy/
adventure" to simply "Fantasy" in Webtoon_E further exemplifies the loss of narrative
nuance in favor of broader setting-based labels, echoing Unser-Schutz’s [19] observa-

tions on the fluid boundaries of comic demographics.

This logic of labeling granularity extends to the distinction between "horror" and
"thriller" on the Webtoon platforms. However, the usability of this granularity is
debatable. Without explicit platform definitions, users might not intuitively grasp the
nuanced differences between these labels. Therefore, future research must address the
potential cognitive gap between platform-defined labels and the actual mental models

held by comic readers.

The granularity of historically related genres also reflects a nuanced adaptation to
the audience’s cultural proximity. While Webtoon E maintains a singular "historical"
category, Webtoon_C subdivides this into "European court" and "ancient court." Seman-
tically, "ancient court" is less precise than its European counterpart, as it denotes
temporal and spatial dimensions without explicitly defining a geographical region.
Within an East Asian context in Taiwan, it can be anticipated that this ambiguity might
be mitigated by readers’ cultural schemas. Thus, "ancient court" may often be naturally
associated with East Asian dynastic histories (such as Chinese, Japanese, or Korean)

without requiring explicit regional identifiers.

Furthermore, the divergence between CCC and MOJOIN in genre labeling underscores
how a platform’s institutional history shapes its current categorization logic. While both
platforms share similar terminology, MOJOIN exhibits greater granularity by isolating
specific features such as "military" and "modern/work life." In contrast, CCC tends to
subsume these themes under broader categories, such as "historical." This distinction
likely stems from CCC’s origin as the "CCC Creative Collection," where the editorial
mandate prioritized comics with local Taiwanese themes. Despite the expansion of
CCC’s work types over time, our analysis reveals that the foundational focus on local
narratives has created a form of systemic inertia. CCC’s category structure still reflects
its original serialization policy, prioritizing cultural or historical resonance over the
more segmented, feature-based categories used by commercially oriented platforms
such as MOJOIN.

4.2. The variation of the Production facet across platforms

The Production facet demonstrates that genre labeling in online comic platforms has
expanded beyond thematic content to encompass diverse forms of metadata, including
artistic format and creator identity. Our analysis shows that platforms like MOJOIN and
Webtoon utilize this facet to establish distinct brand identities through geographic and

formal categorization. For instance, MOJOIN’s "global" section functions as a collection
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for international contributions, while Webtoon utilizes labels such as "graphic novels"
and "original Taiwanese works" to differentiate content based on physical medium
and creators identity. These categories suggest that the Production facet serves as a
vital bridge between the work’s internal narrative and its external industry context,
allowing platforms to signal their market positioning and support for specific creative

ecosystems.

It is worth noting that CCC’s "fresh recommendations" genre illustrates a shift from
objective metadata to subjective editorial curation. Based on our observation, this
category serves as a vessel for non-conventional content that diverges from standard
long-term commercial serialization models. However, the term "fresh" relies heavily
on the subjective judgment of platform administrators rather than standardized genre
definitions. This reliance on subjective descriptors creates a potential semantic gap.
Without direct engagement with the content, users may find it difficult to discern the
actual nature of the works from the label alone. Consequently, while such labels allow
for editorial flexibility, they might also increase the cognitive burden on readers during

the discovery process.

4.3. Cross-language semantic gaps

In terms of cross-language comparison, CCC shows that the terms in the Chinese and
English interfaces are not always semantically equivalent. For example, the Chinese
term "AFXJ4E241" (fantasy and alternate world) is mapped simply to "fantasy", and "J#
SEdi8E2" (historical and ancient costume) is mapped to "historical". In both cases, part
of the original meaning is lost across the two language versions, as the concepts of
"alternate world" (Z%%%) and "ancient costume" (#7%%) are not preserved in the English

interface.

A similar situation also occurs on Webtoon, where 11 genre labels in Webtoon C
cannot be mapped to Webtoon_E. The most notable example is the Subject facet in
which "wuxia" (#{%3) and "modern/Work life" (B{/#%#%) appear only in the Chinese
version, while "informative", "sports", and "supernatural" appear only in the English
version. In other words, the two language versions of Webtoon include substantially
different subject genres. This pattern may reflect differences in subject preferences
among readers of different languages. However, the gap may cause confusion for

multilingual readers who search for comics using both language interfaces.

5. Conclusion

This exploratory study investigates genre labels on three major online comic platforms
in Taiwan. Our analysis reveals variations across platforms and language versions in
semantic scope, specificity, and naming practices. Some platforms distinguish concepts

that others merge, while some labels are thematically clear and others remain vague.
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This finding highlights the complexity of labeling comics in digital environments,
where genre labels must support both subject representation and users’ access points.
Moreover, genre labeling is shaped by both content characteristics and platform-specific

assumptions, localization practices, and institutional contexts.

By applying a previously established Anime Genre Facets Framework, our preliminary
findings confirm that genre labels represent multiple facets of comics. However, we
also acknowledge that a framework developed for anime may not be fully applicable
to comic genres, because their physical mediums are slightly different in nature. Thus,
our next step is to conduct a user study to examine how readers actually use these
labels when discovering comics online. We expect that future findings will extend the
facet framework theoretically and inform the development of more consistent and user-

friendly genre labels for online comic platforms.

References

[1] Grand View Research, “Comic books market size, share & trends analysis report, 2023-2030.” [Online].

Available: https://www.grandviewresearch.com/industry-analysis/comic-books-market-report

[2] Focus Taiwan, “Survey shows Taiwan's Gen Z are fans of comics, animations.” [Online]. Available: https://

ocacnews.net/article/283557

[3] J. Maity, “Comics in digital forms: An overview and growth of digital comics in the present era,”

Contemporary Literary Review India, vol. 9, 2022.

[4] L. Berube, S. Makri, I. Cooke, E. Priego, and S. Wisdom, "Webcomics archive? Now I'm interested": Comics
readers seeking information in web archives. in Proceedings of the 2023 Conference on Human Information
Interaction and Retrieval. ACM Press, New York, NY, 2023, pp. 412-416. doi: 10.1145/3576840.3578325.

[5] A. Vogrin¢i¢ Cepi¢, T. Mascia, and J. A. Aerila, “Reading for pleasure: A review of current research,” New
Zealand Journal of Educational Studies, vol. 59, pp. 49-71, 2024.

[6] S.Kiryakos and S. Sugimoto, “Building a bibliographic hierarchy for manga through the aggregation of
institutional and hobbyist descriptions,” Journal of Documentation, vol. 75, pp. 287-313, 2019.

[7]1 M. Roth and Z. Kacsuk, “Introducing metadata analytics: Harnessing the power of data from online fan

communities for research on Japanese popular visual media,” Mechademia, vol. 17, pp. 13-31, 2025.

[8] S. Petiya, “A Linked Open Data model for describing comic book sequences: Exploring semantic enrichment

opportunities with graphic medicine,” Art Libraries Journal, vol. 48, pp. 74-79, 2023.

[9]1 K. Oishi, S. Toyota, K. Yoshioka, T. Mihara, M. Nagamori, and S. Sugimoto, “[P05] ¥ 4"+ 7= X « 7 — LA
TEF DB 7 — 5 £ 7 D7 o DIEFHEIGR LOD 7— 4 4 » b A% [A LOD dataset of relationships for
linking manga, animation and game],” 7 % )V 7 —# 4 7%f4%5E, vol. 2, pp. 150-151, 2018.

[10] S.Nomura, A. Morozumi, M. Nagamori, and S. Sugimoto, “° ¥ D7 d DA ¥ F—¥ EFTNEZHIF L 7=
YHDT—XT 7 F ¥ D5HT [Analysis of an architecture of manga toward an integrated metadata model
for mangal,” 74 ¥ % VIXIESH, vol. 36, pp. 3-14, 2009.

[11] Y. Kodaira, T. Mihara, M. Nagamori, and S. Sugimoto, “= > # D iFIFE%E £ LT Wikipedia 71 7 3') D4y
BT [Analysis of the Wikipedia category for the sequence standard of mangal,” 7+ ¥ % VI, vol. 44, pp.
3-10, 2013.

[12] C.S. Lin, “W5| /1R NRIVAHFRELS 2 [Appeal factors and the organization and retrieval of fictional
works],” [El & HLRE REL T [Journal of InfolLib & Archives], no. 5, pp. 1-36, 2019, doi: 10.6575/
JILA.201912_(95).0001.

[13] A. Akiyama and R. Yamanishi, BERTopic % JH\> 712D & &3 U $ 2 Ktk LB OB [Examination of
characteristic expressions for manga synopses using BERTopic]. inWeb A ¥ 7YYz VA A V¥ 57 a v
Wf7es: TR 55 20 [HIfffJE4 [Proceedings of the 20th SIG-WI]. Web 4 ¥ TV P2V A A V¥ 57 ¥ a
U Hf%E4%, 2024, pp. 125-128.

Proceedings of DCMI 2026 https://doi.org/10.23106/dcmi.952665947 August 01, 2026 9


https://www.grandviewresearch.com/industry-analysis/comic-books-market-report
https://ocacnews.net/article/283557
https://ocacnews.net/article/283557
https://doi.org/10.1145/3576840.3578325
https://doi.org/10.6575/JILA.201912_(95).0001
https://doi.org/10.6575/JILA.201912_(95).0001
https://doi.org/10.23106/dcmi.952665947

An Exploratory Study on Genre Labeling of Online Comic Reading Platforms in Taiwan Chien & Huang, 2026

[14] H. Cho, T. Disher, W. C. Lee, S. A. Keating, and J. H. Lee, “Facet analysis of anime genres: The challenges of
defining genre information for popular cultural objects,” Knowledge Organization, vol. 47, pp. 13-30, 2020,
doi: 10.5771/0943-7444-2020-1-13.

[15] CCCIBigf, “HELEAL ? 2025 AERG IR 1A /F il Bl %4 [Who's trending? 2025 Taiwan commercial
manga platform titles and popularity trends].” [Online]. Available: https://www.creative-comic.tw/zh/
special_topics/579

[16] B. Martin and B. M. Hanington, Universal Methods of Design: 100 Ways to Research Complex Problems,
Develop Innovative Ideas, and Design Effective Solutions. Rockport Publishers, Beverly, MA, 2012.

[17] J. H. Park, J. Lee, and Y. Lee, “Do Webtoon-based TV dramas represent transmedia storytelling? Industrial

factors leading to Webtoon-based TV dramas,” International Journal of Communication, vol. 13, p. 13, 2019.

[18] CCCEEH, « [HrEEHftE] KAEHRNESE (FiE) [Adult's desolate dreamland "Grass wind": fresh
recommendation].” [Online]. Available: https://www.facebook.com/CreativeComicCollection/posts/
1822763914420781/

[19] G.Unsershutz, “~ ¥ HIZEIT 5P ¥ VL2 BODET—Z DIEMN T & R % Z%— [Rethinking genre in
manga: Examining its positioning and characteristics],” YZ1E KD ER*EIFZE4EH, vol. 6, pp. 21-33, 2015.

Proceedings of DCMI 2026 https://doi.org/10.23106/dcmi.952665947 August 01, 2026 10


https://doi.org/10.5771/0943-7444-2020-1-13
https://www.creative-comic.tw/zh/special_topics/579
https://www.creative-comic.tw/zh/special_topics/579
https://www.facebook.com/CreativeComicCollection/posts/1822763914420781/
https://www.facebook.com/CreativeComicCollection/posts/1822763914420781/
https://doi.org/10.23106/dcmi.952665947

	1 Research background 
	2 Method 
	3 Result 
	3.1 Audience, Mood, Character 
	3.2 Setting, Plot/Narrative, Subjects, Feature 
	3.3 Association with other works, Production 

	4 Discussion 
	4.1 The granularity of genre labeling 
	4.2 The variation of the Production facet across platforms 
	4.3 Cross-language semantic gaps 

	5 Conclusion 
	References

