Cekuisa VIII. AkTyasibHI IpobJieMH MeHe)KMEeHTY 1 alMiHICTpYBaHHA B CY4aCHOMY CYCIIiJIbCTBI

3a0be3neuuTh MOTpiOHOT Bimmadi B poboTi, abo He Oynme mpamoBatu B3araii. Came ToMmy, Ui
KEpIBHMIITBA MiINPUEMCTBA NEPHIOYESPTOBUM CTPATETIYHUM 3aBJAHHSAM € HAJIATO/DKCHHS Ii€BOT
CUCTEMH MOTHBAIIIl IEPCOHAITY.

OyHKIIT MOTHBAIl pealli3yeTbCsi 4Yepe3 BIUIMB Ha TPYIAOBHUH KOJIEKTUB MIiANPUEMCTBA Y
dbopMi CIOHYKaTbHUX MOTHBIB 10 €(QEKTHBHOI Mpari uepe3 KOJEKTHBHI Ta IHAMBiTyanbHi
320X04yBaJbHI 3ax01. CyTHICTh MOTHBAIIIl OJISATA€ B TOMY, IO MEPCOHAN IMiJIPUEMCTBA BUKOHYE
po0OTy BIINOBINHO A0 JETETOBaHUX HOMY IpaB 1 BH3HAYEHHX OOOB’S3KIiB, MOTOKYIOUYHCH 3
NPUAHATAMH YIPABIIHCHKUMHE pimieHHsIMH. Ha OLIbIIOCTi KPYMHHUX MiIIPUEMCTB TOJIOBHY POJIb
MPOJIOBXKYE TPaTH CaMe MaTepiallbHUIl BUJ MOTHUBAIlii. AJie B Hall Yac MOJIOJUX CIIEIIaICTIB Ta
POOITHUKIB BaXKKO CIIOHYKATH JI0 SIKICHOTO BUKOHYBAHHS 3aBJaHb JIMIIE MaTEPIaIbHOIO CKIIAJI0BOIO,
came TOMy Bce OUTbIINI pO3BUTOK OTPUMYE CHCTEMa HeMaTepiaabHOT MOTUBAILIII.

Haxxanp, cydacHi KepiBHUKHM, MEHEKEPH IO TEPCOHANy Ta CIHeHialiCTh MO MOTHBAIil
MEePCOHATY HE3aCIy)KeHO HEJOOIIHIOITh POJIb HeMaTepiaJbHOI MOTHBAIll y CHUIBHIA CHCTEMI
MOTHBALil NEepCcOHalTy. Xouda, MOpajJbHAa MOTHBAIllSl I'pa€ BEJIMKE 3HAYEHHS 1, A0 TOrO K, HE
noTpedye BeNUKUX (IHAHCOBUX 3arpaT. SK TMpUKIax MOXHa MPUBECTH Takl (paKTopu
HeMaTepiadbHOI MOTHBAIlll: BHUKOHYBaHHS KEpIBHHUKOM OOIISHOK, BHU3HAHHSA 3HAYyLIOCTI
MpailiBHUKA, yBara 3 00Ky KepiBHHMKa Ta iH.

TakuMm YMHOM, TIOJIITUKA MOTHBAIlll Tpalll TMEPCOHATy € OCHOBOK /I BCTAHOBJICHHS
HEOOX1IHUX BIIHOCHH MDKX KaJpaMHu Ta KEpIBHUKOM, OpPIEHTOBAHUX, MeplI 3a Bce, Ha (hOpMyBaHHS
OanmaHCcy 1HTEpeciB, MIATPUMKH KOHKYPEHTOCIIPOMOKHOCTI MIANPUEMCTBA 33 JIOTIOMOTOIO
MpaBWJIbHOT MOTHBali poOITHUKIB. MoTHBaIlig Mpali — 1€ Mpolec, OPIEHTOBAHUN Ha JOCATHEHHS
LUIeH MiIpUEMCTBA IUIAXOM 3alydeHHsI Ta YTPUMaHHS BHUCOKOKBaTi(IKOBAHUX MpAIIBHUKIB Ha
OCHOB1 CTIMKMX 1€ CTUMYJIIOBaHHS Ipali, CHOPMOBAHUX 3 BUKOPHCTAHHSM CHCTEMHU
CTUMYJTFOBAHHS TpaIli.
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THE ECONOMIC PROFIT OF ANIME, MANGA AND GAMES
(EKOHOMIYHUU ITPUBYTOK BIJI AHIME, MAHI U TA IT'OP)

For many years the Japanese government did not focus on these new developments in popular
culture and did not acknowledge or focus on these products as a form of soft power. From the
1990s, anime broadcasting rights were sold around the globe on a large scale, with the United States
being one of the largest buyers.

Not only does anime travel in the sense of distribution and worldwide markets, but the role of
fans and the internet play a huge role as well: the internet has become one of the most important
platforms for anime fans around the globe to interact and collaborate with each other. Fan
gatherings such as anime-cons and comic-cons and sales of merchandise play a huge role in terms
of anime as an economic product, and being 'adopted' as a subculture by other countries.

The Japanese economy has faced major challenges and ups and downs in the past decades.
The 90s and early 2000s in particular saw an economic downturn and Japan has been facing major
economic difficulties. Since the 50s Japan’s economy had been rapidly growing. Japan was a
massive exporter of products such as consumer electronics which contributed to the economy. From
the 70s until the late 80s Japan was economically stable, and its economy was growing (albeit less
rapidly than in earlier years) an average 3.9 percent in Gross Domestic Product. From
1989 onwards, Japan’s GDP started to decline dramatically, and Japan’s bubble finally came to
burst in 1991, leading to recession and slow or even no economic growth. The economy went into
recession from which it is still trying to recover to this day.

Arguments about what might have caused the recession involve structural problems: banking
sector issues, improper monetary policies, high interest rates and cultural factors. One of the
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important factors within Japan’s economic problems are that its economy was characterized by a
broad supply of products but a lack of domestic demand. Profits had to derive mostly from Japan’s
foreign export markets and needed to be expanded and successful in order for Japan to be
economically stable.

This is exactly where the relation of anime to Japan's current economic status comes in.
Anime is no longer just ‘animation’, it is no longer just a form of media created for the enjoyment of
its spectators. Anime has become an economic force, a cultural product and an economic necessity
chosen as one of the cultural products to improve Japan's economic status.

Part of Japan’s strategy is to stimulate Japan’s soft power in order to grow economically, and
therefore the government has formed the ‘Cool Japan Fund’ and has been trying to financially
stimulate Japanese cultural goods as a soft economic power as the anime industry plays a significant
role in this scheme. This is a bold choice, because the anime industry has not exactly escaped
recession either. Current debates by both economists and anime creators demonstrate the fears and
worries one might have about the future perspectives and consequences of the Cool Japan Fund.

Japanese anime, videogames, music, food and fashion have all been popular Japanese cultural
products in the past decades. Not only are these products well received in Asia, but also in Europe
and the United States. Since the late 1980s Japan’s global cultural market started to attract more
international academic and media attention.

Japanese media such as anime and computer games rapidly started to grow in popularity and
anime became one of the symbols of Japanese culture. Japan has been known for its cultural
products, but due to the growing popularity of anime and video games in the 90s these products
especially became part of international export markets and thus became a significant part of global
cultural economy.

Anime and video games are examples of how mass-distributed pop culture can become
effective tools for the economy. Even though the economic position of popular Japanese content is
big, anime creators in Japan have been struggling.

The Japan Times reported in May 2012 that the anime industry was at a peak in overseas sales
in 2006 with approximately 161 million dollars, going down to approximately 90 million dollars in
2010.

Anime at that time was turning into a less profitable export product, and the future economic
status of anime and anime-related products did not look promising. Even though the anime fan base
was increasing, the industry was no longer translating into profits.

Reasons for the decreasing sales in the West include the growing popularity of illegally
downloading content online via video sharing sites and growing on-demand services, but are also to
be found in a changing audience and a lack of mainstream acceptability combined with expensive
title licenses.

Anime creators in recent years have expressed their concerns, with the recession having a
negative effect on their industry, resulting in agencies downsizing or even going bankrupt. The
quality of anime has been decreasing too with the recession eating away at production fees and new
productions in return being focussed on profits and mass production rather than quality.

When Shinzo Abe announced the Cool Japan Fund, it seemed good news for the anime-
industry along with other popular cultural industries such as music, video games and fashion. The
government would now be officially investing in the industry to thrive again and to function as one
of the economic ambassadors of Japanese culture, boosting Japan's image and to opening up foreign
export markets. Fiscally stimulating anime as a part of Japan’s cultural export market would help to
increase productions, create jobs and be financially beneficial for the industry, the people involved
and Japan’s economy.

The government supports cultural and media industries on a broad variety of levels such as
education, technology, employability and also on sharpening distribution and copy write laws to
protect the industry: when Japan’s content industries became part of a national economic strategy,
the Japanese government also decided to tackle copyright violation.
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