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Japan’s Pop Culture Industry

Ichiya Nakamura

The purpose of this paper is to study characteristics of Japan's pop culture
industry. The scale and the international competitiveness of the pop culture
industry including Manga, Anime and Video game is surveyed first, and its
special features such as venture aspect and industrial integration in Tokyo are
also discussed. Then this argues about unique model of entrepreneurship which
consists of a combination of individual creators and enterprise-based producers.
It is followed by perspective what the situation means in the process of
digitalization such as P2P and ubiquitous computing.

September 1, 2003
Stanford Japan Center

T SPRIE(Stanford Project on Regions of Innovation and

Entrepreneurship)
* ichiya@stanford-jc.or.jp



1-1.

1990

60

90

90

70

80



90

90

90

Gross National

GAP

2002

Cool Foreign Policy, 2002

-2-

Hip Hop



1-2.

98

2003

2002

T

HANA-BI

97



173

60
70
80 20
80
90
80 AV
CATV
29,656
2,083
2,718 1,300 3.7
9,456 2,480 26
13,794 2,837 20
24,900
5,031 200 3.9
4,412 755 17
2,002 480 24
2,797 2,797 100
4,096 4,096 100
2,787
1,154
104,886 14,945(14
15,000
29,945
2003




GDP



2-1.

34

80

2000
39

10

10

14 >

2001 12
5 3
5300
2003

100



GDP
75 2001
31
7
80 2001
39
55
50
8
80
6
)

2500

4100 6
32
4870 69
350
60
1 8480
20 37 2532
11 910
3 251
176 556
90
70
)

8600
277

30

2002



2-2.

85

60

70 80

PR

70 80

SF

SF

40



10

63

95

70

80

80

60%

90

90

90

60



CG

2-3.

18500

437

60

70

80

146

4000

100

5000
28000

45%

-10 -

95

1000
2002

500

11

2D 3D

26

90



82%

10
67%

22.
10.
0%
0%
.5%
.5%
.5%
18.

w w o o O

11

1%
1%

5%

289

11

- 11 -

67%

100%

(1997)
2002

10



2-4.

20

62

83

MIT

60

-12 -

12

70

SOHO



2002

SF

3-1.

AOL

-13 -



3-2.

437

-14 -

4000

50

100



100

10

-15-



3-3.

Win-win

-16 -



4-1.

CD

98

6080

5680

12

2003

5400

-17 -

2000

12

5230

90



2002 44%
98 2001 9.2 99
1.3

29% 34% CD

CD15%, 10% CD10%, 9% 13
80 8%
7% 14

NTT Docomo iMode

3000 1000

10 20
13 2003
14 15

-18 -



4-2.

85%

13

17

P2pP

90

15 15

15%

-19 -

B2C

2001

2005

15

1.2



4-3.

P2P

P2P

BBS

-20 -



-21 -



