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Abstract: 
Why do Japanese manga and anime continue to dominate the global content 
ecosystem in the digital era? 
 
The global expansion of Japanese manga and anime has been profoundly shaped by 
the widespread adoption of broadband networks, the rapid diffusion of 
smartphones, and the rise of international streaming platforms. These technological 
shifts have enabled content with strong local cultural identities to circulate globally 
and be consumed simultaneously across borders. As OTT services continue to grow, 
Japanese manga and anime—once niche cultural products—now occupy a central 
position in the international content ecosystem. This symposium examines how 
Japan’s content industries have adapted to these transformations and what 
challenges lie ahead. 
 
The first presentation analyzes the historical trajectory of Japan’s overseas 
expansion, from early informal distribution and piracy to today’s official global 
platforms. It highlights how multi‑media business models and diverse production 
practices supported the international reach of Japanese content. Despite global 
success, Japan’s domestic content industry faces slower growth compared to other 
countries, raising concerns about long-term competitiveness. 
 
The second presentation explores the economic structure of the manga and anime 
industries. With the manga market valued at roughly 700 billion JPY and the broader 
anime ecosystem reaching 1.7 trillion JPY, anime increasingly functions as a global 
gateway that drives demand for manga. The talk also examines the underdeveloped 
potential of international ancillary markets and the rise of transnational fan 
communities. 
 
Together, these perspectives illuminate the cultural and economic forces 
transforming Japan’s content ecosystem. 



As digital network technologies continue to evolve toward next-generation 
infrastructures such as IWON, this symposium explores how Japanese manga and 
anime have expanded globally and sustained their leadership within the evolving 
content ecosystem. 

 
 
 

Speakers: 
- Mariko Koizumi, Professor, Faculty of Manga, Kyoto Seika University, Japan  
- Yuji Mori, Professor, DHU Graduate School, Digital Hollywood University, Japan 

Moderator: 
- Naoto Kikuchi, Project Professor, Graduate School of Media Design, Keio 

University, Japan 

Discussant: 
- Akihiro Nakamura, Professor, Faculty of Economics, Chuo University, Japan 

Panelists: 
- Ke Xu, Researcher, Graduate School of Media Design, Keio University, Japan 
- Felipe Salgado de Souza, Ph.D. candidate, Graduate School of Asia-Pacific 

Studies, Waseda University, Japan 
 

  



Plenary Panel: Participants 
 
 
Speakers 
 
 

Mariko Koizumi, Professor, Faculty of Manga, Kyoto Seika 
University, Japan  
 
Mariko Koizumi is a professor in the Faculty of Manga at 
Kyoto Seika University, Japan. Specializing in Media Business, 
and Arts Management. Focuses on the structures which 
enable the world to enjoy and develop Japanese culture 
including Manga and Anime from management perspective. 

Wrote (co-author) “Video Games in East Asia,” “The Film Content Industry and Film 
Policy,” “Culture Web,” and others. 
Graduated from the University of Tokyo with a Ph.D. in media environmental studies. 
Has worked for Mitsubishi Corporation in new business development of media 
business, and University of California, San Diego as visiting scholar and head of 
International Manga Research Center at Kyoto Seika University. Has also served for a 
special research fellow at the Institute for Information and Communications Policy 
(IICP), Ministry of Internal Affairs and Communications (MIC), Japan and a board 
member of the Japan Society of Information and Communication Research.  
 
Title 
Local Content: Global Expansion, from the past to the future, through the Japanese 
cases 
 
Abstract 
Content is becoming increasingly indispensable to our daily lives and the economy. 
Global OTT service subscriptions are expected to reach 2.1 billion in 2028 (PWC). We 
have entered an era where content with distinct regional cultural backgrounds—
such as Japanese anime, Korean dramas, and American dramas—is being watched 
simultaneously around the world. Content holds significant cultural value, while also 
generating substantial economic value through its consumption. 
Content such as Japanese anime and manga has gained worldwide popularity, 
prompting the government to designate them as core industries. Why has local 
content rooted in unique cultural backgrounds come to establish itself as a solid 
genre in the global market? This presentation examines this phenomenon by looking 
at the history of overseas expansion—including the transition from piracy to official 
distribution—and business models that have facilitated multi-media expansion and 
fostered content diversity. 
On the other hand, the current growth rate of the Japanese content market is low 



compared to other countries, and amid rapid environmental changes, it risks losing 
its standing if left unaddressed. Drawing on the current situations of Japan, this 
speech also explores what is necessary to ensure that local content continues to be 
enjoyed globally on a sustainable basis without declining. 
 
 

Yuji Mori, Professor, DHU Graduate School, Digital Hollywood 
University, Japan 
 
Yuji Mori is a prominent leader in the entertainment and 
media practice within the strategic consulting space. His 
expertise extends beyond the private sector to advising the 
Japanese government and various industrial organizations. 
Having received formal training in communication studies in 
both Japan and the United States, he remains actively 
engaged in academia, contributing to education and research 

at several business and media schools. Furthermore, as the principal author of the 
Anime Industry Report, the authoritative annual white paper published by the 
Association of Japanese Animations (AJA), he has provided longitudinal analysis and 
oversight of industrial trends for many years. 
 
Title 
Market Dynamics and Economic Impact of the Manga and Anime Industries 
 
Abstract 
The manga industry constitutes a primary market valued at approximately 700 billion 
JPY. In tandem, the anime market—where the majority of hit titles originate from 
manga—along with its collateral sectors, is valued at roughly 1.7 trillion JPY. In the 
domestic Japanese context, anime is positioned as an evolutionary extension of 
manga; however, in the global marketplace, anime frequently serves as the primary 
catalyst that stimulates demand for the original manga source material. 
Beyond the primary media content, the ancillary markets—including merchandising 
and related sectors—possess significant scale. In Japan, if the core anime content is 
indexed at a value of "1," the associated ancillary markets expand that figure by a 
factor of 1.6. Conversely, these secondary markets remain under-developed 
internationally, representing substantial latent potential for growth. 
This presentation explores the formation of transnational fan communities 
facilitated by digital networks and the structural insights they provide. Furthermore, 
it will provide a detailed examination of the economic spillover effects generated by 
the manga and anime ecosystems. 
 
 
 



Moderator 
 
 

Naoto Kikuchi, Project Professor, Graduate School of Media 
Design, Keio University, Japan 
 
Naoto Kikuchi graduated from the Faculty of Economics, Keio 
University and completed the program of École supérieure de 
commerce de Paris. From 2017 he has been Project Professor, 
Keio University Graduate School of Media Design.  
He also serves as chef of Japanese government’s committees 
including Digital Agency, Contents WG, etc.  
His Research Areas 

Humanities & Social Sciences / New fields of law 
Humanities & Social Sciences / Public economics and labor economics 
Informatics / Web informatics and service informatics 
Informatics / Entertainment and music informatics 
 
 
 
Discussant  
 
 

Akihiro Nakamura, Professor, Faculty of Economics, Chuo 
University, Japan 
 
Akihiro Nakamura is a Professor in the Faculty of Economics 
at Chuo University, Japan.  
His research focuses on telecommunications and ICT policy, 
regulation and competition policy, digital platform economics, 
transport economics, and applied econometrics.  
His work has appeared in international journals including 
Telecommunications Policy, Journal of Competition Law & 

Economics, Information Economics and Policy, Economics Bulletin, and Socio-
Economic Planning Sciences. He has studied broadband substitution, switching costs, 
universal service, zero-price digital markets, and platform competition. He also 
examines the interaction between ICT and mobility, including telework, online 
meetings, shared mobility, EV charging infrastructure, autonomous vehicles, traffic 
safety, and policy interventions in Asia. 
 
 
 



Panelists 
 
 

Ke Xu, Researcher, Graduate School of Media Design, Keio 
University, Japan 
 
Ke Xu is a researcher at Keio Media Design Policy Project Lab 
and a recent master’s graduate of Keio Media Design. She 
earned her undergraduate degree from the University of 
Washington, majoring in Communication and Japanese. 
Before returning to academia, she worked in marketing in 
China and participated in IP content projects. Having been a 
passionate fan of Japanese manga and anime since 

elementary school, she developed a strong interest in Japanese language, culture, and 
global media communication. 
 
 
 

Felipe Salgado de Souza, Ph.D. candidate, Graduate School of 
Asia-Pacific Studies, Waseda University, Japan 
 
Felipe Salgado de Souza is a Ph.D. candidate in International 
Studies at Waseda University Graduate School of Asia-Pacific 
Studies whose research explores the intersections of pop 
culture, public diplomacy, and digital transformation in Japan–
Brazil relations. Alongside his academic work, he has worked for 
more than 10 years as a cultural producer in Brazil, organizing 

and presenting events focused on Japanese pop culture, including anime, manga, 
music, and games. He also received an Award of Honor from the Embassy of Japan in 
Brazil for his contributions to strengthening friendship and cultural exchange between 
Japan and Brazil. 
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