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Digital content includes game, audio and video, mobile applications,
publishing and archive, learning, content software and network service, The
activities include exploring, discussion and analysis toward digital content
industry, management and design of digital works,
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animation by genre

https://en.m.wikipedia.org/wiki/Category: Animation_by_genre

Electronic Dance Music (EDM)

https://en.wikipedia.org/wiki/Category:Electronic_dance music
film music https://en.wikipedia.org/wiki/Category:Film_music
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