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Models have emphasized the need for spatial proximity to enable learning processes through the

sharing of embodied knowledge, but the crowdfunding data suggests that such knowledge can be shared
within online communities with the qualities of shared purpose and trust.

Pattern matching of the text analysis shows that there are tendencies toward
certain types of comments, which can be grouped according to type and stage. The types of comments
can in turn be categorized in a hierarchy based on the relevance of the comment to the broader
community. The “ stage” refers to the timing within the project timeline, which implies a narrative
type of structure moving from project launch to completion. These typologies indicate that while
many of the comments are narrowly focused on individual concerns, there are also comments that
involve issues that concern the anime community as a whole. These comments are handled through
discussion, debate and sometimes confrontation. On occasion these debates relate specifically to
decisions for the execution of the project. These discussions can potentially be understood as a “
spiral of knowledge” without in-person interactions.
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Masaaki Yuasa's Kick-Heart 2012 3232 510
Little Witch Academia 2 2013 7938 1919
Time of EVE 2013 2711 1068
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Mai Mai Miracle 2014 1903 784
Patema Inverted 2014 937 560
Red Ash — Magicada— by STUDIO 4C 2015 1869 900
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The Vision of Esclaflowne 2016 2058 1606
MIND GAME 2017 731 152
Gunsmith Cats Explosive Edition 2018 4249 641
Let’s Dub ALL of Emma 2018 1615 2235
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(AAR) 7vv=7 MM, ZhE | 3 AV MK
[Z DA D R 2015 3327 663
ANV 7 v B 5 26 FESE IR 2016 3140 399
(WTFERICRD ) Fv T TKRWH| 7=4 2016 648 113
(R —~ AT —] 2016 50 62
[Halloween Pajama in Seattle] 2017 501 63
[DHENY 7y K] LIVE GOODS 2017 1008 66
[Bean Bandit] New Anime Project 2018 1928 248
[TT° S MY LIFE] {&@ED 7 = A1k 2018 990 113
[Spice and Wolf] VR Production Project 2019 1629 194
[BEERkA / — 2 u—7] 0VA{k 2019 2445 10

4. WFFERICR

CDT—=EMNS, A TIA DI TIRT o T 47 aia=T 4T, aAL baEERBETHIOIEE
KOZEED L —HTHDHZ ENbND, 6, ZLDOHA. T —oXEE (I%LLTF, £25
) 23, a A2 MREBOEEREIE 17%~74%, K 2ZH) &R LT, 207 mey=7 FAO=
Ra=fr—vat, EMOICERT S (BHAY ICLoTHEESh, <055, vy bO
FEWIM 2B bl > THIBEE 2R EHET S BIAIEX, 7ny oy FOBEICHT D REOERE, 7
0y x/ FEBRE~ORE, TVl FFEEFE~ORFTIEROBEREZMT) ZENTEDZ Exbn

60

# 20 BRENLNBINE OEE

0L EDa Ay

=N

the Classic Anime

AR EY Y Befm Lz mE odlE BoEE
Masaaki Yuasa's “Kick-Heart” 0. 2% 16%
Little Witch Academia 2 0. 4% 34%
Time of EVE 0. 6% 39%
Santa Company 0. 2% 20%
Mai Mai Miracle 0. 7% 41%
Patema Inverted L. 2% 30%
Red Ash — Magicada— by STUDIO 4C 1. 1% 74%
Otéku no Video Otaking Edition Subtitled 0. 29

Anime Blu-ray 17%
The Vision of Esclaflowne: A New HD Dub for 1 2%
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MIND GAME 0. 3% 17%
Gunsmith Cats Explosive Edition 0. 2% 27%
Let’s Dub ALL of Emma A Victorian Romance 5 0%
Anime TV series ) 1%
Be A Part of the Grisaia: Phantom Trigger 0. 4%
Anime Launch ) 33%
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