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An Empirical Study of Consumer Behavior and in the "Free" Business Model of
creative industries

Yamaguchi, Shinichi

GLOCOM

2,700,000

ARPPU 11,754

The purpose of this research is to indicate the business implication by an
empirical analysis of consumer behavior of "free business model™ in Japanese creative industries.
The features of this research are based on quantitative analysis, targeting various creative
industries across disciplines, and using rich panel data provided by a investigation company. The
results show that the optimum long-term ARPPU is 11,754 yen, only paid users have network effects,
the substitution effect of mobile games on console games is small, and official free goods have a
significant positive effect on paid goods in the music industry, but pirated free goods have a
significant negative effect in the music and video industries, with elasticities of -0.23 and -0.19.
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