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This study focused on the media mix strategies and business diversification
of companies in the game, animation, manga, and music industries, which are the core of Japan’ s
creative industries. It aimed to clarify each industry®s historical development, corporate growth,
and co-evolution mechanisms. Through this study, the development of media mix strategies and
business diversification in the Japanese creative industries was analyzed in detail, and some of the
mechanisms of co-evolution were clarified.
However, the spread of the new coronavirus restricted data collection and investigation, leading to
a focus on the relationship between the demand side, such as consumers and fans, and the core
companies. A future task is to further deepen the consideration of the supply side.
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