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Trends in the Anime Industry Market (2023) 
〈The Anime Industry Market Greatly Exceeded 3 Trillion Yen, Reaching 114.3% of the 

Previous Year at 3 Trillion 465 Billion Yen〉 

In 2023, the anime industry market once again broke its record high by reaching 114.3% of the previous year at 3.5 trillion 

yen, 418 billion yen more than the previous year. That growth rate and amount of increase is the highest ever. The anime 

industry market in 2002 was 1.96 trillion yen and it took 16 years to break 2 trillion yen in 2017, but this time it took only 

7 years to break 3 trillion yen. It is proof that the market is still accelerating. These are the significant factors of the 

accelerated market, keeping in mind the circumstances of this growth. 

 

[Figure 1] The Japanese Animation Market in a Broad Sense (Yen in billions)  

 
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) 

Item 2017 2018 2019 2020 2021 2022 2023 YoY 

①TV 106.1 113.7 94.8 84.0 90.6 94.3 97.3 103.18% 

②Movie 41.0 42.6 69.2 55.4 60.2 78.5 68.1 86.75% 

③Video 76.5 58.7 56.3 46.6 66.2 38.5 36.2 94.03% 

④Internet Distribution 54.0 59.5 68.5 93.0 154.3 165.2 250.1 151.39% 

⑤Merchandising 503.7 500.3 586.8 581.9 663.1 669.3 700.8 104.71% 

⑥Music 34.4 35.8 33.7 27.6 31.7 27.4 26.7 97.45% 

⑦Overseas 994.8 1,009.2 1,200.9 1,239.4 1,313.4 1,459.2 1,722.2 118.02% 

⑧The Pachinko and the like 268.7 283.5 319.9 263.0 305.6 298.1 337.0 113.05% 

⑨Live Entertainment 62.9 77.4 84.4 29.0 57.1 97.2 108.1 111.21% 

Total 2,142.1 2,180.7 2,514.5 2,419.9 2,742.2 2,927.7 3,346.5 114.30% 

Based on questionnaires conducted by the Association of Japanese Animations and other publicly available statistics 

 

 

The Primary Factor Driving the 2023 Market 
〈The Main Factors Driving the 2023 Market Were the International Market and the 

Streaming Market〉 

In 2023, the anime industry market finally exceeded 3 trillion yen, and it was by a great amount. It increased by 418 billion 

yen, 114.3% of the previous year. The driving force behind that increase was the international market. The growth of the 

2023 anime industry market when seen by genre is International in first, Streaming in 2nd, Entertainment in 3rd, 

Merchandising in 4th, Live Entertainment in 5th, and TV in 6th. However, when you total all six genres, International 

accounts for 60.9% of the growth. When added to the 19.6% growth of the 2nd category, Streaming, those two genres alone 

account for 80.5% of the growth. 

 

〈This Marks the Second Time the International Market Overtook the Domestic Market〉 
In 2023, the international market overtook the domestic market. This is the second time in history this has happened. The 

first time happened in 2020, and it already seemed like the international market would exceed the domestic market. 

Domestically, there were the fixed ideas that the Japanese market would grow sluggish due to the declining birth rate and 

population decrease, but it exceeded the growing international market in 2021 and 2022 due to the COVID-19 pandemic. 

However, in 2023, the domestic market broke its own record for the third year in a row by reaching 1.6 trillion yen (110.6% 

of the previous year, which was an increase of 155.8 billion yen). That is because the domestic anime fan demographic is 

still full of passionate users even as they’re aging. Yet the international market exceeded that domestic market in 2023. The 

international market broke its market scale for the 11th year in a row, reaching 1.7 trillion yen (118% of the previous year, 

which was an increase of 263 billion yen.) The difference between the two markets was only 97.9 billion yen, but as stated 

above, from the goal that the Japanese government aims for its content exports, the market reversals are regarded as 

important tipping points. 

 

〈Anime as a Key Industry〉 

On June 4, 2024, as part of their Intellectual Property Promotion Plan 2024, the Intellectual Property Strategy Headquarters 

announced their New Cool Japan Strategy in which content industries such as anime, manga, and video games were 

positioned as key industries. The New Cool Japan Strategy set the target figure of raising international content-related 

businesses to 20 trillion yen by 2033. The current international content market scale is 4.7 trillion yen (4.67 in 2022), of 

which anime accounts for 31% at 1.45 trillion yen. However, that ratio means it must reach roughly 6.2 trillion yen by 2033. 

The 2023 international market is 1.7 trillion yen, so there is a 4.78 trillion yen difference. In the ten years until 2033, the 

industry must grow by about 450 billion yen every year. Strategies must be put into place. 
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The Market Greatly Exceeded 3 Trillion Yen in 2023, Breaking the Record High 
and Continuing the Unwavering Growth Trends 

Excluding 2020, when the market fell into a slump due to the COVID-19 pandemic, the anime industry market has continued to break its own records since 2010. 

It is being supported by the firmly rooted domestic demand and the rapidly growing international market. It has gradually gained attention and has become the industry at the core of Japanese content exports, finally making the 2002 declaration of 

Japan becoming a nation of IP content a reality. 



 

[Figure 3] Comparison of Domestic and International Anime Markets (Broad Anime Market/Units of Hundred Million Yen) 

 

Based on questionnaires conducted by the Association of Japanese Animations 

〈Explaining the 2023 Anime Industry Market〉 
Of the 2023 anime industry market, the biggest growing amount was under Other, at 36.6 billion yen.  In the mid-2000s, 

Entertainment-related profits (such as character licensing for game machines and producing videos for those game 

machines) were not separated into its own genre and were lumped into Other which led to that category reaching #1 in 

profits separated by genre. However, this time Other showed an unforeseen increase in profits due to the changes in 

industry genre classifications. The second highest-increase was in Merchandising rights at 28.8 billion yen. Financing series 

by the production committee system became mainstream in the 2000s, so in recent years there has been an increase in 

cases where studios have also invested and participated in splitting the profits. The ratio of International revenue, which 

is in third place, is a startling small number compared to the industry market. That’s because in the industry market, the 

handling fees are relatively large for movies, TV, streaming, etc., so merchandising rights get paid on a royalty basis. TV, 

which is in fourth place, is the main source of revenue for production studios. Revenue from Merchandising, International, 

and Streaming tend to be concentrated in major studios who hold the rights to series, but almost all of the revenue from 

TV production and broadcasts are given to the studio. While it’s a good thing for studios that production costs have been 

on an upward trend in recent years, it must be mentioned that the discussion over suitable prices has come up time and 

time again. 

 

〈A Number of Discussions Regarding the Constantly Rising Production Costs〉 

Over the past several years, the rising trend of the production costs has been unstoppable. On the surveys taken by studios, 

many studios brought up the trend in response to the question, “Within the anime business environment, what aspect of 

the revenue/business circumstances do you expect to most need revising?” At the same time, the reasons behind the rising 

costs are plenty, and the reasons for those rising costs listed as answers to the question, “Within the anime business 

environment, what aspect of the revenue/business circumstances do you expect to worsen?” cannot be overlooked. Some 

of those reasons include increase in labor costs and outsourcing fees due to a shortage of creators, the rising payments to 

overseas subcontractors due to the weak yen, the increase in running costs due to inflation, and the increase in investments 

and usage fees for maintaining a digital environment. As a result, it seems like the increasing trend will not change over the 

next few years. 

 

 

 

 

[Figure 4] The Japanese Animation Market in a Narrow Sense (Yen in billions) 

 

 

Item 2017 2018 2019 2020 2021 2022 2023 前年比 

①TV 68.9 76.5 72.1 65.5 70.9 77.1 91.0 118.0％ 

②Movie 29.3 34.1 38.8 26.8 22.9 30.1 23.2 77.1％ 

③Video 11.6 8.0 7.5 7.1 5.0 5.3 3.2 60.4％ 

④Internet Distribution 13.6 14.7 21.6 19.1 24.9 34.7 36.9 106.3％ 

⑤Merchandising 34.5 42.5 56.4 53.4 52.5 66.8 95.6 143.1％ 

⑥Music 4.2 4.4 4.1 3.4 3.9 3.4 3.3 97.1％ 

⑦Overseas 52.4 60.3 71.8 76.1 82.7 85.6 101.9 119.0％ 

⑧The Pachinko and the like 13.4 15.1 17.9 15.3 16.9 19.9 17.2 86.4％ 

⑨Live Entertainment 3.1 3.9 4.2 1.5 2.9 4.9 5.4 110.2％ 

⑩Others 14.1 7.5 7.2 6.2 10.1 12.9 49.5 383.7％ 

Total 245.1 267.0 301.6 274.4 292.7 340.7 427.2 125.4％ 

Based on questionnaires conducted by the Association of Japanese Animations 

〈The North American Animation Industry Has Mostly Returned to the Average of Before 

COVID-19〉 
The 2023 North American animation box office reached $1.7 billion, with North American works accounting for $1.6 billion 

of that and foreign movies making up $93 million (with Japanese movies making up $81 million of that). These box office 

numbers are the fourth highest in history, so it can be said that it has returned to the average of the 2010s before the COVID-

19 pandemic. However, it has changed greatly since the era before COVID-19 when Pixar and Disney conquered the box 

office. In 2023, the leading movies were The Super Mario Bros. Movie, a joint production by Nintendo and Illumination, and 

Spiderman: Across the Spiderverse from Sony PIctures Animation. The box-office recovery is good news for Hollywood, 

but there is the problem that original IPs are not being produced. The predictions for current hits are all sequels of previous 

works. When looking at the current state of Hollywood animation, it is hard to avoid being moved by how strong Japanese 

animation’s effort is in making new works.  

 

〈2023 Became the Chinese Animation Film Industry’s Second Highest Year〉 
In 2023, the Chinese animation film industry box-office takings grew extensively from the previous year at 226.4%, a 4.5 

billion yuan increase to 8 billion yuan (with 1 yuan = 20 yen, it’s roughly a 90 billion yen increase to 161 billion yen). This 

is the second highest revenue in history following 2019, so it can be said that China has also completely escaped the 

influence of the COVID-19 pandemic. The rapid progress can be attested to Chinese films. The top-grossing movie in the 

2023 Chinese animation box office was Chang'an, which has also attained the record of second-highest grossing Chinese 

animated film. 2023’s second-highest grossing movie was Boonie Bears: Guardian Code and the twelfth was Deep Sea, both 

of which had such incredible driving force that they now rank fifth and twelfth in top-grossing Chinese animated films of 

all time. However, Japanese films also contributed greatly to the Chinese market in 2023. In 2023, Japanese films set a new 

record of revenue at 2.1 billion yuan (roughly 42 billion yen). The top-grossing films, which also both took the top two spots 

in highest-grossing Japanese films in the Chinese animation film box office, were Suzume at 808 million yuan (~16 billion 

yen) and THE FIRST SLAM DUNK at 660 million yuan (~13 billion yen). There are thirteen other films in the ranking, 

including Castle in the Sky and Detective Conan: Black Iron Submarine.  
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The 2023 anime industry market reached 3.3 trillion yen, up 114.3% from last year. 
The international market continues to expand and once again has overtaken the 

domestic market. 

Anime Industry Report 2024 
 

We, the Association of Japanese Animations, are engaged in research, survey, and analysis in connection 
with the Japanese animation industry. We have also published “Anime Industry Report” since 2009 in order 
to disseminate information about the industry to the world. 
The 2023 international anime industry market showed excellent growth, reaching a total sum of 3.34 trillion 
yen, up 114.3% of the previous year. The international market has already accomplished rapid growth, 
reaching 1.7 trillion yen (up 118.0% from last year) and exceeding the domestic market to take 51.5% of the 
market share. This is the second time that the international market has exceeded the domestic market since 
the domestic market fell into a slump due to the COVID-19 pandemic. 
Merchandising saw the second highest revenue at 700 billion yen (up 104.7%), taking up 20.9% of the market 
share. 
We hope this information will be useful to your business in the anime industry. 

 

■Outline 

【Title】  Anime Industry Report 2024 

【Publisher】 The Association of Japanese Animations 

【Release day】 December 13, 2024 

【Size/Pages】 A4 / 120P (Report), + 4 chart sheets inserted 

【Price】  22,000 yen (tax included) 

【Publication Summary】 

1.Overview of the Japanese animation industry in 2024 

*Overall market trends and notable trends of the industry 

2.Trends in respective media 

*Animation distribution market (TV animation, theatrical animation, videogram, Internet distribution), secondary use 

(including merchandising), advertisement/promotion, music, and live entertainment 

3.Trends in the overseas market  

*Japanese animations in the global market 

4.Special Texts 

*Anime Settings and Inbound Tourism 

Documents : The Change in the Japanese Anime Market/Recent Trends in the Japanese Anime Industry and Anime 

Market/The International Expansion of Japanese Anime/The Distribution of Japanese Anime Production Companies 
 

Available at the following: 

Order via SPI Information website: 

【Downloadable】 https://www.spi-information.com/categories/detail/40120 

【Physical Stores】 

AKIBA INFO.×TOKYO ATOM - INFORMATION & SHOP - 

Akihabara UDX 2F, Sotokanda 4-14-1, Chiyoda-ku, Tokyo, Japan 

Kyoto International Manga Museum Shop 

Karasuma-Oike, Nagakyo-ku, Kyoto, Japan (The site where Kagoike Elementary School was located) 

TOKYO ANIME CENTER in DNP PLAZA 

Shibuya MODI 2F 1-21-3 Jinnan, Shibuya, Tokyo, Japan 

 

 

The Association of Japanese Animations Address:Haimu Ochanomizu 4F, 3-4-5,Hongo,Bunkyo-ku,Tokyo 

URL: https://aja.gr.jp/  E-mail: collabo@aja.gr.jp  Phone: +81-3-5839-2930  Fax: +81-3-5839-2931 


