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[Abstract]

This study aims to identify the causes of low creative output in disability sports webtoons and
propose practical solutions. A survey of 89 webtoon creators and aspiring artists revealed two main
barriers: “ethical burden of representing disability” and “lack of sports expertise.” Analysis of the
Japanese manga REAL suggested that ethical representation aligned with the “social-diversity type” can
address the first issue. The second issue can be mitigated through structured research using Al language
models such as ChatGPT and Perplexity. Perplexity Labs’ visualization function effectively organized
research data into creative reference materials. Unlike prior studies, this research empirically focused on
the specific domain of disability sports webtoons. It proposes a combined approach integrating ethical
representation and Al-based research to revitalize creative production. Future studies should verify the

practical effectiveness of the proposed Al research method.
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I. Introduction
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Comparison of the added value inducing effects of
the content industry and other industries

@ contentindustry @ All industries other than content industry

0 5000 10000 15000 25000 30000 35000

20000

Fig. 1. Comparison of related effects between the
content industry and other industries
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II. Survey Design and Results

2.1 Survey Design and Respondents
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Survey on the perception of
disabled sports webtoon creation

NUMBER OF

DIVISION QUESTIONS

DETAIL

Basic information Type of creative activity, age group, gender 3

Creative experience, creative interest, creative award

constraints 3

Sports material recognition

Acceptability of material, presence or absence of creative
experience, interest in material, creative constraints,
positive acceptance of material, and awareness of
necessity

Disabled sports material
recognition

Support measures and demands for activating creativity,
and collecting opinions for improving the creative 2
environment

Creative support and
improvement direction

Fig. 2. Survey on the perception of disabled sports
webtoon creation
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2.2 Analysis Results
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Support Total

High interest 9 17 26

Low interest 35 28 63
Total 44 45 89

Fig. 3. Webtoon Creator Survey Results and
Research Proposals
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@ erence/plon (@) Creative interest 75.3%

Solution
: .

Establishing ethical representation guidelines . '
. Proposing a method for gathering and reporting
through analysis of disabled sports comic case i X
i specialized information using generative Al
udi

Fig. 4. Webtoon Creator Survey Results and
Research Proposals

III. Ethical Representation of Disability
in Narrative Media

3.1 Theoretical Framework: The Social Diversity
Model of Disability Representation
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'Social-Diversity Type'
Criteria Based on Disability Representation Types

Characteristic Social-Diversity Types

Disability is a failure of society, and the impairments that

P Disabili
erspectives on Disability disabled people have are simply ‘differences’

Perspectives on people with disabilities A subjective human being who pursues a diverse life

The source and consequences of disability Leading diverse lives beyond social barriers

Fig. 5. 'Social-Diversity Type' Criteria Based on
Disability Representation Types
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3.2 Case Study on Ethical Representation of
Disability in Real
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3.3 Summary and Implications
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IV. Application of Al Language Models
for Creative Support

4.1 Al Tools for Information Research
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4.2 Utilizing Chat GPT for Exploratory Research
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Webtoons, and Character Development
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4.3 Structuring and Verifying Research with
Perplexity Al
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Basketball Game Timeline

4.4 Proposal of a creative reporting method
using Chat GPT and Perplexity Al

2 AP Al Q0|2 B AN A 1L o

oo 22 TAR ARl

1) MubAQl Atz £AF & ~Chat GPT &8

AR §A Chat GPTE =-8oll AFilo] FA|SFAT
ste FAIRE e Bl “HSPE} ojmj ZIgkA}
(2024)[9]9] &1}ARI E%E_ A fAo] me}, ©est
AZo] opd it 2AS E@.@ AR A AA
5t Z10] FQsith. Chat GPT= ®High &< dlolE&
718t0 2 JHEE 4/ Eo] AdYshe o] glonz 7}
AAbe o2 &8oll ARHARl 71dE Aelstal Al &AL

K}ﬂ A% -Perplexity 31 2. &2
Al 1% Chat GPT= &83] 92 7|2 7 xj2
o] AErY S olstl, AERQ] RIE RALS A8)siC) 7]
Wﬂa 75k WA E qatd

o
D)
U
=
)
r&v

= EoH oA 2 E H%ﬂ(IPC) T+ 2ol T4 9
© A= 2AP} 7hesitt ol Perplexity7t Alsst= &
of JEE Aago=z 8t WEA] FAE 2RI5Ho]
wAE F52 AR Zlo] BaAo|ch



Barriers and Strategic Responses in Creating Sports Webtoons for the Disabled:
A Case Study of “Real” and Suggestions for the Use of Al Tools 111

3) Atg Ae] & A|Ztsk= Perplexity Labs 281} At&
A TE 2APT 9&EH, Perplexity Labsg &84l a4
gt AteE UM R AASEL AldS)shs BAR Folit
Perplexity Labst= &AM AWE QOF Lxg}sto] Hil
AU AzeenlE, QEafE £ ookt Fefe) A7A
Aee AT AP BAE PDF gAo2E U
W & 9o PR} ok 214 dojne HET
AR A o) AR ahg e DR geld Yase
20|t}

Creative reporting method course using Al language model

el rasearhy ] Clearly set the topic and scope,

framework
Using chat GPT

concept of the data research
through specific questions
including context and purpose.

We deeply investigate the

Deep dive and data
validation
Using Perplexity
research mode

Organizing and After the Investigation, the data
visualizing data /| is organized into reports and
Using Pe'plex“y Labs [ visual materials, and based on
this, a collection of interview

How to Use Al
for Creative Reporting

Bu|ld|ng adata data is created to be used in the|
collection planning stage.

Fig. 14. Creative reporting method course using Al
language model Workflow

V. Conclusions
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