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Comparative Case Studies on Industrial Cluster and Industrial
Promotion Policies for Contents Industry in the People s Republic of China

NAKAMURA Akinori

70367134

In the present study, the development of digital animation as well as
game industry in the People’s Republic of China is scrutinized, along with industrial
promotion policies for the same. Through the study, it is found that game industry seemed
to be market driven industry while animation industry is policy driven.
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