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2010s Have Been Made Evident

market, so now our industry must focus on how long this growth can continue.

The Trends of Rapid Economic Growth That Have Continued Since the Mid-

2021 saw a comeback after the direct attack from the COVID-19 pandemic in 2020, and 2022 showed even further growth. The trends behind the rapid economic growth that have continued since 2010 have been made evident. If we consider 2020 to be
an accident caused by the COVID-19 pandemic, it is otherwise true that for the past 13 years, the industry has continued to break its previous highest records annually. The past few years have seen a deceleration of the growth speed of the international

Trends in the Anime Industry Market (2022)
(The anime industry market continues to grow even after the COVID-19 pandemic,

reaching 106.8% of the previous year at 2.9 trillion yen)

The anime industry market in 2022 reached 106.8% of the previous year, which had then been the highest on record,
with a 185.5 billion yen increase to 2.9 trillion yen for a new record. If we remove 2020 as an exception because of the
direct hit the industry took from the COVID-19 pandemic, the market has continued to expand since the 2010s. Compared
to when the first calculations of the market were taken in 2002, the scale has grown by 2.67 times. From the growth period
of the early 2000s to the slump of the 2010s (2002 - 2012), where the market grew 122% over 11 years, the expansion
period (2013-2022) has seen a growth of 198% over ten years. Japanese anime possesses true potential especially in the

international market, which has led to more recognition that this growth will continue.

[Figure 1] The Japanese Animation Market in a Broad Sense (Yen in billions)
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Based on questionnaires conducted by the Association of Japanese Animations and other publicly available statistics

[Figure 2] Japanese animation market trends in a broad sense (billion yen)

| 2013 | 2014 | 2015 | 2016 | 2017 | 2018 | 2019 | 2000 | 2021 | 2022 |
@rv 102.7 1116 107.3 105.6 106.1 1137 94.8 84.0 90.6 943| 104.1%
@Movie 47.0 417 477 66.3 41.0 426 69.2 554 60.2 785| 1304%
QVideo 1153 102.1 9238 788 765 58.7 56.3 46.6 66.2 385 58.2%
@Internet Distribution 340 40.8 437 47.8 54.0 59.5 68.5 93.0 1543 1652 107.1%
(BMerchandising 598.5 655.2 5794 5522 503.7 5003 586.8 5819 663.1 669.3 100.9%
®Music 29.6 29.2 324 36.9 344 358 337 27.6 31.7 274 86.4%
@0Overseas 2823 326.6 5834 767.7 994.8 1009.2 1200.9 12394 13134 14592  111.1%
®The Pachinko and the like 242.7 298.1 2941 281.8 268.7 2835 3199 263.0 305.6 298.1 97.5%
QlLive Entertainment 248 318 484 532 62.9 774 844 29.0 571 97.2 170.2%

14769 1829.2 1990.3 21421 2180.7 25145 24199
Based on questionnaires conducted by the Association of Japanese Animations and other publicly available statistics

Thinking of the Primary Factors Driving the 2022 Market
(The main factors that made 2022 the highest grossing year so far are International, Live

Entertainment, and Movie)

The Japanese anime industry market has reached almost 3 trillion yen. The market was 1.09 trillion yen in 2002 and
finally broke 2 trillion yen fifteen years later in 2017, yet it is reaching 3 trillion yen in just five years. The driving force
behind that is the international market. It rose 145.8 billion yen compared to 2022, which is on a different scale from the
increases of the next most-grossing markets: 40 billion yen of Live Entertainment, 18.3 billion yen of Movie, and 10.9 billion
yen of Streaming.

The Live Entertainment market is the next one to focus on after the international market. It became a new anime window
in 2013 and the market has expanded by 10 billion yen each year, but it was dealt a devastating blow in 2020 with the
COVID-19 pandemic. It instantly dropped to just 29 billion yen and there were worries about its future, but it recovered in
2021 with 57.1 billion yen. After the pandemic restrictions were lifted in 2022, so many concert events and 2.5 musicals

were held that it was like a dam broke. The genre grew to 97.2 billion yen, surpassing Television.

(Has Streaming Media Reached Its Peak?)

Streaming Media began expanding in the 2010s.In 2019, the 68.5 billion yen market doubled to 154.3 billion yenin 2021,
but it began showing signs of slowing down in 2022 at 165.2 billion yen. The global platforms Netflix and Disney+ saw a
slowing of paid members from 2022 to 2023, and it cannot be denied that similar signs are being seen in Japan. However,

when it comes to streaming, there are no new ways to circulate the media, so it has a longer lifetime than Video.

(Regarding the International and Domestic Markets)

As stated before, the primary factor in the growth of the anime industry in 2022 was the international market. It was
thought that the domestic and international market would reverse for the first time in two years, but the domestic
market exceeded the international market by 9.3 billion yen, only 0.6%, due to the contribution of fields like Live
Entertainment. The international market takes up half of the overall profit through a wide-ranging number of fields like
Television, Movie, Video, Streaming, Merchandising, Game Licensing, and more. It is reassuring for Japan that this market
has continued to grow since the mid-2010s. The May 27, 2023 issue of Weekly Toyo Keizai had a feature called “Anime:
The Mechanisms Behind the Passion,” where they stated that “the market has more than doubled in ten years! A rare
growth industry has burst onto the scene.” However, their point was, “We can expect a ripple effect as international
expansion continues to see good results as this is an industry that will likely continue to grow, something rare in Japan
right now.” That same feature alludes to the anime industry’s potential. Mr. Atsuo Nakayama, a sociologist specializing in
entertainment studies, believes that when we look at how the international gaming software market grew to be four
times the domestic market, the anime industry will also likely have an international market four times the size of the
domestic market and can be expected to reach a market scale of 5 trillion yen. AKira Ishii, the CEO of REMOW, believes

that the demand for anime means that the global market should be at a scale of 34 trillion yen.



[Figure 3] Comparison of Domestic and International Anime Markets (Broad Anime Market/Units of Hundred Million Yen)
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Based on questionnaires conducted by the Association of Japanese Animations

(The Unusual Events in Hollywood Animation and Japan’s Great Advances)

Hollywood Animation has been suffering some unusual changes since the COVID-19 pandemic. 2022’s Strange World
only grossed $37 million in the North American box office, and in 2023, Disney’s 100th anniversary film Wish stopped at
$606 million (as of the end of 2023). The fall of Disney (including Pixar) is striking. On the other hand, The Super Mario
Bros. Movie by Nintendo and [llumination took #2 in the 2023 North American box office, followed by Sony Pictures
Animation’s Spiderman: Across the Spiderverse at #3. Those companies knocked Disney and Pixar off the top. Also,
2021’s Demon Slayer: Kimetsu no Yaiba - The Movie: Mugen Train, 2022’s Dragon Ball Super: Super Hero and Jujutsu
Kaisen 0, and 2023’s The Boy and the Heron were all Japanese anime movies that took number one in the weekly North
American box office charts. All of those movies were also popular across various Asian countries and rewrote the global

anime world map.

(The 2022 Anime Industry Market (The Narrow Anime Market/Production Companies’
Profits))

The industry market is actually the profits and market of the studios producing the anime, which is how the financial
situation of the “anime industry” comes forth. However, each studio’s revenue structure differs drastically due to factors
like whether there is financing for the production, whether they are the coordinators of the production committee, and
whether they have the right to be the sales window within the committee. Even so, it is Television that is continuing to
support the studios. Television’s 77 billion yen make it #2 (22.6%) of the market when split by genres, which is an increase
0f 106.9% since 2019, and we can conjecture that much of it are production costs for TV series. TV anime are still the “staple
food” of the anime industry. International, which is the #1 genre with a share of 25.1% of 86 billion yen, is up 103.5% from
lastyear and 119.2% up from 2019. Merchandising, which is #3 with a share of 67 billion (19.6%) is also showing favorable
growth with an increase of 118.4% from 2019. Streaming is #4 with a 10.2% share of 34 billion yen, up 160.6% from 2019.
It is expected that Streaming will be a constant source of income for the anime industry the way Video once was. The 5th
share of the market was Movie at 8.8%, 30 billion, which is up 131.4% from last year and 77.6% from 2019. #6,
Entertainment, takes 5.8% of the share at 19 billion and is up 111.2% since 2019. 2019 had been considered its peak and
its share was declining, but in 2022 it made a comeback. The 7th genre was Other, with 3.8% at 12 billion, 8th was Video
with 5.3 billion and 1.6% of the market, and 9th was Live Entertainment, with 1.4% of the market at 4.9 billion yen.

[Figure 4] The Japanese Animation Market in a Narrow Sense (Yen in billions)
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Based on questionnaires conducted by the Association of Japanese Animations and other publicly available statistics

| 2013 | 2014 | 2015 | 2016 | 2017 | 2018 | 2019 | 2020 | 2021 | 2022 |
v 674 61.7 60.5 657 689 765 721 65.5 709 771|  1087%
@Movie 248 226 231 252 293 34.1 388 268 229 301|  1314%
BVideo 155 16.1 144 124 116 80 75 A 50 53| 1060%
@internet Distribution 85 102 110 120 136 147 216 191 249 347|  1394%
®Merchandising 265 266 258 304 345 425 564 534 525 668| 1272%
®Music 36 36 40 45 42 44 41 34 39 34|  872%
@Overseas 169 195 348 458 524 60.3 718 76.1 827 856 1035%
@®The Pachinko and the like 116 142 139 133 134 15.1 179 153 169 199| 117.8%
@Live Entertainment 12 16 24 27 3.1 39 42 15 29 49| 1690%
@Others 91 107 110 183 141 75 72 62 10.1 129| 127.7%

ota 8 86.8 00.9 0 4 6/.0 01.6 4.4 9 40 6.4%

Based on questionnaires conducted by the Association of Japanese Animations

(A Business Model Supporting Rising Production Fees)

It has been evident over the past few years that anime production fees have been rising, but there is a business model
being established to recoup some of those fees wherein a streaming platform is given the rights for early release. If it is a
series, the designated platform streams it exclusively at first. After a specific holding period, it is broadcast in other fields
such as TV before being available on streaming once again. That is the business model spearheaded by production
committees. The designated streaming platform gets the early streaming license of the series with the goal of recouping
some of the production fees. After that, the broadcast and secondary streaming, merchandising, live entertainment, and
international sales will expand profits. While it depends on the hype of the series itself, this model is one of the pillars

sustaining the increasing production costs.
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Trends In Japanese Animation Market (2023version)

The upper part shows Japanese animation market trends in a broad sense (i.e. market size based on estimated revenues in animation and animation-related product markets). The lower part shows Japanese animation market trends in a more limited sense (i.e. market size
based on the estimated revenues of all domestic commercial animation studios). It's obvious that the animation market in a broad sense is overwhelmingly larger than in a limited sense. This is because the animation-related businesses including character merchandising
have significant leverage effects.

;apanese animation market trends in a Broad sense (i.e. market size based on estimated revenues in animation and animation-related markets) {2002 —2022)
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1,800billion yen o 48.4 281.8 1,459.2 8) Pachinko and Pachinko-slot machine: estimated shipment value
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1,600billion yen 1,477bi L Lion 31.8 294.1 . 1.230.4 machine machines.
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. . 9.1 : 598.5 655.2 6,63.1 ' character values were estimated based on their percentage of total
600billion yen LG 597.4 627.4 594.3 573.2 579.4 55752 586.8 581.9 Pachinko and Pachinko-slot machine shipments.
435.0 433.7 461.7 504.9 : : 536.4 559.7 503.7 500.3 Note 3: The survey for Pachinko and Pachinko-slot machine started
400billion yen from 2008.
5.5 165, ; Note 4: The survey for Live Entertainment started from 2013. The
. 0.2 . . 41 8.4 272 34.0 408 43.7 41.8 ; : : 1,54.3 165.2 ! ) ] !
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Note 5: The revenues for Merchandising from 2007 to 2013 were
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Based on questionnaires conducted by the Association of Japanese Animations and other publicly available statistics

Trends in .Iapa nese animation market in a limited sense (i.e. market size based on the estimated revenues of all domestic commercial animation studios) {2002 — 2022)
p-
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300billion yen [ 1 - 2) Movie: a total of revenues from theatrical animation production
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267billion 17.9 - 3) Videogram: a total of revenues from OVA production and
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L 0.3 21 * 301 13; 16.4 16.2 2.8 - 2.1 25.2 d 26.8 22.9 9)Live Entertainment: a total of distributions receivable by studios
35.8 B3ty 16.9 cet 18.0 31.0 : 5.2 155 201 ) in connection with rights licensed for Live Entertainment
50billion yen 18.4 - : 18.6 ’ 10)Others: revenue from services/businesses other than above
8.8 6.8 68.9 76.5 72.1 7 77.1
o 5.9 47.8 58.4 50.0 45.9 5.2 41.2 56.0 61.6 7.4 oled 60.5 657 : 65.5 03 Note 6: The survey for Pachinko and Pachinko-slot machine started
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Based on questionnaires conducted by the Association of Japanese Animations and statistics released to public.
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Each Field Constructing the Anime Industry, Which Continues to Break Records and is Reaching a Market of 3 Trillion Yen

TV Animation programs (1963-2022)

The Continuing Influence of COVID-19 and The Structural Change of Daily

Broadcasts is Limited to a Slight Increase

programs are all covered.
*The data has been closely examined in the “Nenkan Perfect Data” since 2014.

TV animation programs newly broadcast in the year.
TV animation programs broadcast/serialized continuously from the previous years.
*TV animation programs, animations inserted in other TV programs, and TV animations combined with live-action

Production Minutes of TV Animations (2000-2022)

Daily Broadcast Slots Decreased Drastically and Late-Night Broadcasts were

Postponed, Leading to Only Slight Increases

In 2022, the number of TV anime production minutes was only 92.3% of the year before at 104,942 minutes, down
from 113,715. Late-night anime increased slightly to 68,672 (up 100.3% from last year), but the overall production

350
B The number of TV anime titles in 2022 downed slightly to 317 (previously 333). The number of new titles was 246, up from 237, which means it has minutes drastically decrease.d to 3_6'627 [_80-1% of the pr.evious year). T"he rapid %ncrease in late—nigh.t slots‘in 2021
increased annually for the past three years, but continuing titles once again decreased for a third year in a row from 96 last year to 71 this year. The means that the total production minutes increased, but since the late-night slots increased only marginally in 2022,
300 oacon new titles increased only slichtly is once asain due to the influence of COVID-19. China’s zero-COVID policy caused delavs in broadeast. Filming it could not cover the decrease in overall minutes. Even if the production numbers are split between new and
reason new titles increased only slightly is once again due to the influence of COVID-19, China’s zerc-COVID policy caused delays in broadcast. Filmi ng e : . e : :
and finishing processes are traditionally outsourced to Asian countries like China, so the repeated direct hits from COVID-19 stacked up against anime (R SR, 2022 saw a Qecrease. The repeated waves of C(_)VID'19 1n Chma.m 2022 influenced the chilnls
250 production. Many of the new anime series that air in late-night slots only have one season so there are not enough episodes for the production to get industry through the cancellations and postponements of late-night and new anime broadcasts, so there is a
back on its feet, leading to understandable cancellations and postponements. 23 possibility that those postponed minutes will be carried over into 2023 and be connected to an improvement in
On the other hand, the vast decrease in continuing series can be connected to the changes in daily broadcast times. In 2021, TV Tokyo abolished most of il 254 237 those numbers.
200 their weekday evening anime slots due to the influence of the decreasing birthrate and changes in children’s viewing trends. However, while there is a 232 198 o1 246 150, 000 . . 136,407
current tendency for people to stop watching TV, the TV networks are beginning to invest more in the anime industry, so it is probable that the number 195 1% (minute) Daytime Latenight . 124, 648 119,92 115,854 130347
of anime titles will increase in the future. 159 9 109, 459 ‘ 110, 047 12,170 .. 115,533 115,845 108,492 113,715
150 i ¥ 150 106,335 50,081 10920 105,070 102,571 04,942
139 136 164 100, 000 54,426 595. 099
123 139 1395 v 90, 44 57,868 72,917
74,96 1 ulBoZ B350 4 4132349, 57 42,78850.476" T 60,80065,060,5 15 || sp gz | 68,435
100 103 [ 128103 g1 34, 66341, 761 : TS g em
i 67
50, 000
43 48 50 7 53 48 49 54 '
30 96 371 39 % 28 5 37 33 @0 N g 84 91 a0 1% 5 113 g 108 97 96 76,234750826 . 69,985 10202 g
sEeEewiEE 0 B ERE i p 5 51 %6 ? 6 6 61 56 63 [0 Ul 6,868,625 " : S8y3h25h qayh apecR s nEoR B Ll 505 | ) SSBea s o o
6 12 15 16 18 37 37 35 33 39 36 40 39 B 43,720° 1 [
o v @ B 1% 12 13 1 12 15 13 10 14 14 15 20 21 2 22 24 3 3% 5 OGN 26 28 50 o s 0
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Based on a survey conducted by the Association of Japanese Animations Based on a survey conducted by the Association of Japanese Animations
Box Office Revenue of Theatrical Animations (2000-2022) The Number of Theatrical Animation Works and the Production Animation Distribution via the Internet (2002-2022)
_ _ - o _ _ Minutes (2000-2022) o _ _ _ _
Successive Hits Broke Historical Records with Five Titles Occupying 70% of The Trend of Production Numbers Remaining High Comes from the Looking for the Next Key for Anime Streaming Now That Government
the Profits Production Inclination of a Secondary Development in Streaming Requests for People to Stay at Home Have Ended
In 2022, the anime movie box-office revenue reached 78 billion, 130.4% of the year before and surpassing 2019’s 69 The number of anime movie production minutes in 2022 was 6,520 (up from 6,057 the previous year) with 76 titles In 2022, the domestic anime streaming market grossed 165 billion yen, 107.1% of the previous year. With the
billion yen for a record high. The biggest hit ONE PIECE FILM RED reached 18 billion yen (19 billion yen as of the end produced (up from 73). In the 2000s, the number of anime titles released everywhere was between 20-50, but since COVID-19 pandemic and resulting emergency demands for people to stay at home, the double-digit increase in the
of August 2023). Suzume grossed 11 billion yen (final box office was 13 billion yen), Detective Conan: The Bride of 2015, the high standard of 70-90 a year has been maintained. The continuation of anime movie production also profit scale since 2021 has settled down. The rapid increase in streaming overtook the TV market in 2021 and has
Halloween reached 9.8 billion, 2021’s Jujutsu Kaisen 0’s 2022 box-office revenue was 8 billion (for a final total of 13 raises revenue from TV broadcasting rights, videogramming rights, international sales, and streaming rights. In become the main method for anime watching, but the domestic market will hit its maximum limit soon. The time to
billion), and THE FIRST SLAM DUNK grossed 6 billion (with a final total of 14 billion). These five movies grossed a recent years, thanks to the vigorous development of streaming rights, adding conditions such as only allowing come up with a new business model is approaching. Titles made for streaming have different tempos and lavishness
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The 111.1% Increase from Last Year in the International
Market is Still a Decrease on a Dollar Basis

According to the 19 companies that answered a survey about international contracts
(down from 21 companies last year), there were 22862 contracts ma(h; [22,259
contracts in 246 countries and regions and 603 in 27 zones). Among them, merchan--
dising-only contracts increased to 15,900 cantracts, taking 70% of the total numberof |
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Chart-4

Distribution of Japanese animation studios 020 version)

* Animation studios herein includes business operators engaged in planning, production, script writing, direction, key-drawing, in-between, CG (2D and 3D), background, art, special effect, shooting and editing.

* Headquarters locations are listed, ot udios are not included.

The Distribution of Anime Production
Studios in Tokyo

In 2020, there were a total of 811 companies involved in anime production
(planning/production, script, direction, key animation, in-betweens, CG
(2D and 3D), coloring, backgrounds/art, special effects, filming, editing,
and other parts of the production process). This is 189 companies more
than the survey done in 2016 (622 companies)and 392 companies more
than 2011 (419 companies). 692 companies, or 85.3% of the total, were in
Tokyo, but this is a reduction from 87.3% in 2011 and 87.1% in 2016. Re-
garding the locations of the studios, 149 companies are in Suginami-ku,
103 in Nerima-ku, 52 in Shibuya-ku, and 47 in Nakano-ku, so it is clear that
anime production companies are concentrated in the Suginami and
Nerima areas. The three original anime production companies, Toei Doga
(now Toei Animation), the original Mushi Production, Tatsunoko Produc-
tion (now Tatsunoko Pro), along with Tokyo Movie (Now TMS Entertain-
ment), have been in existence since the beginning of TV anime history.
These companies were established along the Seibu lkebukuro Line, the
Seibu Shinjuku Line, and the Chuo Line, resulting in anime production

1
Hachioji/shi

companies gathering in the Suginami and Nerima areas of west Tokyo. On " 1" .
the other hand, CG companies are growing in number in Shibuya-ku, so as S ‘Machida!Shi

processes that were once hand-drawn are increasingly being done with
CG, companies that mostly did CG production for other industries like
video games, live films, and amusement establishments are now partici-
pating in anime production. Thus, more CG companies connected to anime
companies are being established, and they are being located in the urban
subcenter of Shibuya-ku.

Anime Production Continues to Move Out of Tokyo

The heavy concentration of anime production companies in Tokyo is receding slightly as some are beginning to leave the city. One of
the reasons is the goal of each company to hire more human resources. One of the chronic problems of anime production is the lack of
human resources, and one of the causes is that the industrial structure of having companies concentrated in Tokyo made it difficult for
people outside of Tokyo to find employment in the industry. However, in recent years, many anime production companies are being
established outside of Tokyo and often link up with regional educational facilities to teach students and offer employment opportuni-
ties. Because of that, there is now the option for students to find work at an anime production company in their local region.

Also, the digitalization of the production processes is also a crucial reason for anime production companies moving outside Tokyo.
Until the 2000s, TV anime was delivered to the networks via tape. The networks were located in Tokyo, so being in Tokyo was a require-
ment. However, now that processes including delivery have become digitized, there is no need to be situated in Tokyo. These calcula-
tions don’t include any studios other than the head office, but regional art studios specializing in digital art are increasing in number,
and even more CG studios are also being established outside of Tokyo. It can be assumed that as digitalization continues, anime pro-
duction companies will also continue to be based outside of Tokyo.
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The 2022 Anime Industry Market Breaks Previous Records by Reaching
2.9 Trillion Yen, 106.8% of the Previous Year, After Recovering from the
COVID-19 Pandemic; The Market Approaches 3 Trillion Yen

Anime Industry Report 2023

The 2022 anime industry market reached 2.9 trillion yen (106.8% of the previous year). It once again grew after the powerful
comeback seenin 2021 after the COVID-19 pandemic hit in 2020. The international market which drives the industry reached
1.5 trillion yen (111.1%), taking 49.8% of the market share. #2 is Merchandising at 669 billion yen (100.9%) with 22.9% of
the share. Following that is Entertainment at 298 billion yen (97.5%) with 10.2% of the share, Streaming at 162 billion yen
(107.1%) with 5.6% of the share, Live Entertainment at 97.2 billion yen (170.2%) with 3.3% of the share, Television at 94.3
billion yen (104.1%) with 3.2% of the share, Movie with 78.5 billion yen (130.4%) with 2.7% of the share, Video at 38.5 billion
yen (58.2%) with 1.3% of the share, and Music at 27.4 billion yen (86.4%) with 0.9% of the share.

We hope this information will be useful to your business in the anime industry.
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