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 
ABSTRACT 
 
This paper proposes ComicMart, a system that provides 
digital alternative to comic publisher who usually sells their 
work in physical form. Methodology used in the study was 
survey through convenience sampling. Requirements 
elicitation was conducted using surveys. Questionnaires were 
distributed to comic hobbyists and enthusiasts to collect 
feedback and opinion on the current implementation and 
proposed design. The study done shows that out of 53 
respondents, the perceived rate of users who thought that 
printed comic books are getting expensive was 77.3%. A 
design of ComicMart was then proposed from the 
respondents’ feedback. Finally, an implementation prototype 
was developed. Most of the comic enthusiasts believed that 
comic books in the form of print media is getting too costly 
and not affordable. However, by selling the digital version of 
the comics, the price can be reduced, and people could afford 
them to buy them. The proposed project is supposed to replace 
physical comic bookstores with digital distribution medium. 
Freelancer artists who wish to promote themselves also can 
upload their works to the website and make it free-to-read for 
everyone. 
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1. INTRODUCTION 
 
Comic Mart provides digital alternative to comic publisher 
who usually sells their work in physical form. More often than 
not, the price of the books is expensive and not many people 

 
 

will buy them [1]. However, by selling the digital version of 
the comics, the price can be reduced and people could afford 
them to buy them [2]. The proposed project will develop a web 
application to access the comics. The comics and their 
metadata will be stored in the server [23]. Publishers or 
freelancer artists are able to upload their works here by 
signing up for a free account. A fixed percentage of the 
earnings will be given to the developers if the profit gained by 
the publisher exceeds a certain threshold. This is to promote 
talented artists to upload their fan-made comics to the 
website. 

 
The proposed project is supposed to replace physical comic 
book stores with digital distribution medium. Physical comic 
books are often expensive and not many people buy them [3]. 
With distributing digital editions of their comics, the 
publisher can reduce their price to be affordable and hence 
attracting comic readers to pay to support the publisher[19]. 
Freelancer artists who wish to promote themselves also can 
upload their works to the website and make it free-to-read for 
everyone. 

 
2. BACKGROUND 
 
Comic books have become a form of printed media that 
appears in all genres of literature for youth [4]. Graphics 
novels known as comics are popular among young 
generations who grow up in visual environment [5]. Being 
able to print and publish comic books is a huge investment 
and requires a lot of money. As a result, one must go through 
a publisher to be able to monetize their work. On the other 
hand, a publisher can only publish limited number of books 
because printing physical books is expensive [20].  This is 
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negatively affecting the comic industry and hurting the young 
comic artists. Many talented young artists could go unnoticed.  

 
There is also a lack of platform for local artists to publish their 
work online. Therefore, it is hard for local artists to monetize 
their work without going through a publisher [6]. Also, it 
gives no support to creators to further create new content 
[7][22]. A lot of time and energy also has been depleted to 
transform printed media to digital format so far [8]. 

 
This system is about combining traditional comic store with 
the e-wallet (PayPal) functionality. The users can experience 
the advantage and fluid process of consuming comic books 
which are bought from online bookstore without going out of 
home [9]. The system offers the general functions of comic 
reader in the form of web application. The system also allows 
artists to upload their works and dictate price for it. 
Consumers who are interested can then pay for the locked 
chapters using points from e-wallet. 

 
3. RELATED WORKS 

 
Table 1 shows the comparison between the existing comic 
aggregators/applications and proposed application. Based on 
Table 1, there are 4 items listed. They are some of the most 
used comic aggregator platform in Malaysia. MangaDex 
supports comic uploading and has its own digital reader, but it 
does not provide a monetization scheme. This means the 
artists are forced to provide their work for free. 
 
 

Table 1: Comparison between the existing comic 
aggregators/applications and proposed application 

 
WebToons on the other hand, supports uploading comics, has 
digital reader and monetization schemes. Unfortunately, it is 
not localized for Malaysia and the type of content is not 
aligned with the Malaysia’s artists work 
 
Gempak Starz is the largest comic vendor in Malaysia. It is 
localized to fit Malaysia’s taste. It has monetization scheme 
and its own digital store to sell comics. However, the store 
only contains digital copies of the already printed books. It 
does not support uploading comic books by random people.  
 
ComicMart is proposed to tackle the problem faced by local 
artists nowadays is that they have to go through publisher to 
monetize their work. It is also more unlikely to occur because 

physical books are expensive to make and publishers can only 
pick a few. This limits the creativity of local artists. By 
providing a digital platform for free, it is hoped that the local 
comic scene can be expanded. 
 
4. METHODOLOGY 
 
A survey was conducted on fifty-three persons who are 
interested in reading comics and have used other digital 
comic reader applications [21]. The method used was 
convenience sampling where survey was given to comic 
hobbyists and enthusiasts online. The list of questions that 
were asked in the survey are as following: 
 

1. Do you think that physical comic books are getting 
more expensive nowadays? 

2. Do you prefer to read comics on digital devices or 
printed books? 

3. Assume you were an amateur artist; would you find it 
difficult to publish and promote your work to local 
readers? 

4. Assume you were a comic artist; would you prefer to 
publish your work online or via printed media? 

5. Do you think that lack of support for amateur artists is 
discouraging them from publishing their works? 
 

Local comic book retailers were involved to provide feedback 
and opinion on the current implementation and proposed 
design of the comic reader application. Information that were 
synthesized and extracted from the survey was  

 What is the preferred platform of current comic 
readers to obtain legal copies of comic books? 

 What are the problems faced by local comic artists 
nowadays that the proposed application wants to 
tackle?  

 
The data obtained from the survey was used to design 

ComicMart, a digital comic aggregator platform. 
 
5. RESULT  

 

 

Figure 1: Bar chart of the respondent results 

 

System/Features Can 
upload 
e-comic 

Has 
digital 
reader 

Has 
monetization 

Localized 
for 
Malaysia 

MangaDex √ √   
WebToons √ √ √  
Gempak Starz  √ √ √ 
ComicMart 
(Proposed 
application) 

√ √ √ √ 
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Based on Figure 1, the answers of the respondent are turned 
into a clustered bar chart as visual representation of the data. 
According to the first question, the respondents were asked 
whether the printed comic books are getting more expensive 
than it used to be in the past. 41 out of 53 respondents or 
77.3% have agreed whereas the remaining 12 respondents or 
22.7% have disagreed to the statement. Based on the survey 
result, it can be concluded that the consumers have felt that 
physical comics books are getting expensive. Consumers no 
longer think that printed media is affordable and easy on the 
pocket [10]. 

 
Next, based on Question 2, the respondents were asked about 
their preferred media to consume comic books. 33 
respondents or 62% have stated that they prefer reading 
comic books on digital devices, whereas the remaining 20 
respondents or 38% have stated that they prefer printed 
books. This shows that the comic book consumers are 
gradually accepting digital medium as the new way to read 
comics [11]. However, there is still demand for physical 
comic books as 38% of respondents preferred printed media. 
 
Based on Question 3, the respondents were asked that if they 
were an amateur artist, would they find it hard to publish their 
work and promote it to local readers. 35 respondents or 66% 
have agreed to the statement, whereas 18 respondents or 34% 
respondents have disagreed. From the data, it is clearly shown 
that there is a lack of platform for local artists to express and 
publish their works.  
 
Based on Question 4, the respondents were asked that if they 
were a comic artist, would they choose to publish their work 
online or via printed media. 25 respondents or 47% have 
stated that they prefer to publish their work online, whereas 
27 respondents have stated that they prefer physical media 
when it comes to publishing. It can be concluded that an 
average person would still prefer to publish their work in 
printed. However, nearly half of the sample population have 
voiced their preferences towards publishing on online 
platform. 
 
 Lastly, based on Question 5, the respondents were asked 
whether the lack of support for amateur artists is discouraging 
them from publishing their works. 33 respondents or 62% 
have agreed to the statement whereas the remaining 20 
respondents or 38% have disagreed. More than half of the 
sample population thinks that the local artists in Malaysia are 
not getting the support they deserve. As a result, young artists 
could go unnoticed and will not get the recognition. 
 

 
Figure 2: Types of comic books consumed according to respondents 

 
 Figure 2 shows the results for the types of comic books 
consumed by the respondents. 16 respondents or 30% have 
stated that they have only used digital medium to read comic 
books. On the other hand, only 2 respondents or 4 % stated 
that they only read printed comic books. Lastly, 35 
respondents or 66% have stated that they have used both 
mediums when it comes to reading comic books. From the 
data shown, it is clear that digital media is the most used 
medium for consuming comic books. 
 
6. CURRENT FRAMEWORK 

 

 
 

Figure 3: Current process of publishing printed comics via 
traditional method 
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The current process of publishing printed comics as 
shown in Figure 3 is very lengthy and time-consuming. An 
average comic artist has to go through layers of processes in 
order to be able to publish their work in physical form [12]. 
First of all, a comic artist has to prepare either digital or 
physical manuscript as per requested by the publishing 
company. After submission, the publisher will review and 
make decision. If the publisher decides to publish his or her 
work, an editor will be assigned to review and edit the 
manuscript according to the company’s interest. The artist 
will then make changes to the manuscript either willingly or 
unwillingly. Only after the lengthy process of reviewing and 
editing, the publisher will invest money to print the books. 
The whole process might take months from start to end and 
it is very taxing for an amateur artist [13]. 

 

 

 
7. PROPOSED FRAMEWORK 

 

 
 

Figure 4: Process flow of publishing works to ComicMart 
  
 Figure 4 shows the process of publishing comics to 
ComicMart. By using the proposed platform, the long series 
of steps involved in Figure 3 (Printing books) could be 
skipped. There is no editor that will manage the script and it is 
all up to the artists’ creativity to manage their works. 
 
 The artist first has to upload cover image for the comic. 
Afterwards, information of the comic such as summary, 
author nickname and genres have to be input into the system. 
Lastly, the artist needs to upload at least one chapter into the 
newly created comic series. After finishing all the steps, the 
comic will be visible to all users who visit the website.  

 

Figure 5: Process flow of reading comics in ComicMart 
 

After the user has selected a comic book, it will then 
prompt the user to start reading from a chapter (usually first 
chapter). If the chapter belongs to premium category and has 
to be subscribed before reading, the system will check in 
database for entry whether the user has paid for it. If the user 
has not paid for it, the system will prompt the user to pay 
using the e-wallet functionality. 

 

Figure 6: Use case diagram of ComicMart 
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Figure 6 shows the use case for ComicMart. In the 
use case, there are two actors, namely Comic Reader and 
Comic Artists. There are 7 main activities in this use case 
diagram; read comics, bookmark favorites, check read 
history, search using keyword terms, e-Wallet functionality, 
upload comics into system and check sales & view counts. 
Comic readers have access to read comics, bookmark 
favorites, check read history and e-Wallet functionality [5]. 
Meanwhile, comic artists have access to e-Wallet 
functionality, upload comics into system, check sales and 
view count functionality.  
 
 

 
 

Figure 7: Home Page of ComicMart 
 

Figure 7 shows the home page of the ComicMart. 
From the homepage, the user can type keyword into the search 
bar to look for similar or desired comic books. The homepage 
also shows the top ranked comic books according the view 
counts on the right-hand side. The center of the homepage 
contains list of recently uploaded or updated comic. The 
bottom right of the homepage also contains list of genres, 
which if clicked, will show the user all the comics with the 
selected genre. 

 

 
Figure 8: Reader module 

 Figure 8 shows the reader screen of the web application. 
The comic overview screen shows the information such as 
title, artist nickname, overall rating and the list of available 
chapters. It also contains bookmark button and a list of 
recommended comic books. The comic reader screen shows 
the comic strips in a vertical direction. It also contains a 
chapter selector where you can skip or go back to certain 
chapters. 
 
 

 
 

Figure 9: Bookmark & Read History module 

Figure 9 shows the screen of bookmark and read 
history functionality of the system. From the list of 
comics, you can check the last read chapter and the most 
updated chapter according to the database. 

 
 

Figure 10: Comic uploader module 
 
      Figure 10 shows the comic uploader screen of the web 
application. The screen on upper left shows the list of 
uploaded comic series. The screen on upper right shows the 
list of chapters contained. The comic artist can choose to edit 
the title, price of the chapter or remove it from the list. The 
lower left shows the screen where you upload the cover photo 
and metadata of the comic such as genres and summary. The 
lower right shows the screen where you upload the chapter 
title and the images of the chapter. 
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Figure 11: e-Wallet module 
 

Figure 11 shows the screen of the e-Wallet module. In 
this system, PayPal API is used to implement the module. The 
user is required to sign up for PayPal account in order to gain 
access to premium content.  
 
8. CHALLENGES 

 
Reading digital comics is demanding now [14]. eBook 

readers and tablets have speed up the pace at which the digital 
comics is being adopted [15]. As digital industry gets larger, 
piracy should be an issue to worry about. Piracy rips creators’ 
hard work and should not be taken lightly [16]. 
 
9. FUTURE RESEARCH 

 
As modern technology keeps evolving to support the 

distribution of comics, major interactive features should be 
looked into consideration [17]. As opposed to static visuals, 
interactive comics are able to include rich multimedia 
elements such as video, audio, animation or accepting 
peripheral input like mouse click & drag. Comic book could 
also be adopted in education sector [18]. 
 
10. CONCLUSION 

 
This application can potentially solve a lot of grievances 

faced by local artists in Malaysia. This is especially true 
considering that a lot of young people nowadays draw, but 
they lack the incentive to monetize their works. By providing 
a platform for the young artists, it is hoped that local comic 
scene will be expanded. For end users, they are able to read 
the comics created by local people. If the work received a lot 
of good critics, the artist can consider charging premium 
subscription and earn money. This is aligned with the goal 
which is to provide a platform for artists to monetize their 
work like in YouTube. 
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