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We proceeded to design an application and interpretation model for video
games based on FRBR and IFLA LRM, and developed metadata specifications for the model and
implementation. An authority file of responsible entities related to the bibliography of video games

and controlled vocabularies of video game-specific attributes and relationships such as platform,
device, and age rating were also developed and make it public as description set profiles and
ontology files. In addition, we developed a web crawler for automatic metadata acquisition, and
confirmed the possibility of automatic data collection. We also clarified important issues to be
considered, such as the fact that each service requires its own specifications for data acquisition,
and that there are differences in the definition of bibliographic units.
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