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A Study on the Interactive Storytelling Structures of Digital Comics
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Abstract

Whereas comics were printed on a paper in the past, it
is now possible to produce digital comics thanks to the
development of computer technology. However, it only
came to be implemented on a monitor instead of paper
and did not fully utilize a digital environment. That is
because most digital comics or published comics have
been made to be transferred in ‘one-way’ which means
that contents of authors are transferred only to readers
not vice versa. Recently, the notion of the 'interactive’
in the digital contents takes its own shape even at the
'interactive way’ of the communications change through
the author and the reader’s interactivity using the digital
technology. As such, the study put more importance on
the digital comics in a proper interactive story-telling
structure and one of its category through the suggestion
of the above and the soil where to develop the following
study.
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