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Abstract

The Japanese animation industry has reached maturity and has maintained a very close relationship with comic books from the beginning of the development to the present. Making a situation that enables to still enjoy the animation based on comics as a material when a child who was reading a comic book became an adult, Japanese animation can be viewed by all ages, therefore the entire nation is becoming consumers of the animation industry and the investments are mainly made by the production committee, which shows that they are differentiated from other countries. The process of learning and referring to the success stories of Japanese animation films will play an important role in the development of growing Chinese animation films.
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I. Introduction
Currently, the country that goes ahead in the industries of theatrical animation is the United States. However, Japan, which possesses a lot of animation contents and has global fandom culture and influences, is absolutely not negligible. Historically, in the case of Japan and China, in the early days of animation, it remained at the level which imitated under the influence of Disney animations of the United States, but in the case of Japan, gradually build a production system suitable for Japan, and began to search and improve its own style. 
In the case of China, a wonderful work such as <Princess of iron, 1941>, the first animation in Chinese history, was produced and it made an opportunity to globally make known the "Chinese School" which has Chinese classical culture and painting elements. The animation industries in China and Japan began their businesses with producing wonderful works at similar points, but recently, the animation industry in China seems to be still in its infancy as compared to Japan.[1] Despite the government's great support since the 2000s, China has not experienced any progress yet and been experiencing difficulty as being stopped. Therefore, would like to try to analyze the industrial disparity between the two countries through the development situation of industries such as value chain operating system, investment method and consumer audience of China and Japan animation industry.

II .nalysis of operating system of Chinese and Japanese animation film industry
II. 1 Japanese animation film industry based-on comics
More than  90% of TV animation currently screened in Japan has adapted famous comic books to animation. In the case of animations adapted from comic books, can have the following advantages. First, Japanese comic books are very diverse in material and content, and even for people at different age groups or in different fields, it will be ready to accurately satisfy the audience's preferences based on the entertainment of comic books. The second is that concept designs such as characters and scenes are both perceived and proved by consumers. Third, since the comic has undergone two or more market verifications such as publishing serially or in a book form before it is made into an animation, it is guaranteed the reorganization into animation and the profitability of market investment, and it can reduce.
TABLE I
THE STATISTICAL TABLE OF THE ORIGINAL ANIMATION OF JAPANESE THEATRE [12]
	Year
	cartoon
	fiction
	original animation
	video game

	Year 2017 (28films)  
	46％
	18％
	25％
	11％

	Year 2016 (24 films)
	37％
	25％
	33％
	5％

	Year 2015 (45 films)
	43％
	11％
	37％
	9s％


The revenue created through the sales of broadcasting animation and animation related products will flow back into the comic industry and will act as a catalyst for promoting the development of comics. As a result, after the Japanese animation movie operating system started serializing comics, it was published in a book form and then made a subsequent work such as TV animation, and the revenue thus obtained again leads to investment in the comic industry. These operating systems take on the form of an industry value chain that has a mutual promotion and circulation.
II .2 Leading Chinese animation film industry through TV animation
In China, the original TV animation has been used as a breakthrough and accumulating capital from it and has set a target of children who are not affected by overseas animation yet. Animations such as <Pleasant Goat and Big Big Wolf (2005)>, <Boonie Bears (2012)> are exercising increasingly powerful brand influence among younger children in this way. The cinema version of "The Super Adventure, 2009", aired for the first time in 2009, raised a total of 85.5 million yuan box office revenue with a production cost of 6 million yuan,[2] and all subsequent works produced since then, have raised box office revenue with the value of 100 million yuan.

 Besides this, <Legend Of The Moles (2008)> which formed a solid children's audience with the online game system, was re-released as a movie of the same name in the summer of 2011. <Legend Of The Moles - The Frozen Horror (Mt. Zhuzhou Century Bill), 2009> raised revenues of 15 million yuan.[14] In addition to this, the company also raised sales revenue of 3,500 yuan in total through sales of books with the same name and print copyright.[3]. This is a work considered as the most successful case among domestic game animation produced in the Chinese animation film market. A value chain model of Chinese animation film industry is being tried, making profit model by utilizing the "1 + n" model of these audiences. 

Ⅲ. Analysis of investment methods of animation film industries
Ⅲ.1 Japanese animation investment style centering on the production committee
The work production committee, an organization committee for Japanese animation works, is a business association formed to exchange relevant usage rights after completion of the works while sharing the animation production cost in collaboration with several enterprises. In Japan 's animation industry, it formed an investment production system led by the work production committee in the process of development with the aim of reducing investment risk and efficiently sharing the dominant resources of various market entities. The value chain entrepreneur of Japanese animation industry creates profits through cooperation, strengthening the competitiveness of each industry sector, creating an ecological environment that enables the entire industry to achieve sustainable and sound development.

Ⅲ.2 Chinese animation investment style
 Today, Chinese industries of comic and animation film still adhere to the investment production system mainly based on animation companies, and the main sources of funds are equity capital, corporate investment, and the private loan. Corporate investment is the primary investment method by enterprises such as broadcasting stations, movie companies, movie issuing companies. However, given the investment risk, the investors' side tends to lean toward the competitive animation companies and to the relatively large market influence projects. So, even though small businesses are rich in potential but still have insufficient market influence which may cause a problem that an animation work has difficulty in work production due to lack of funds. <Big fish Begonia, 2016> which raised the box office revenue of 220 million yuan for 3 days from the opening day, achieved the best entertainment record among the domestic animation films on an opening day, yet the manufacturing process was not quite smooth as shown in Table 2.
TABLE II
BIG FISH&BEGONIA MANUFACTURE BACKGROUND[6]
	<Big fish Begonia, 2016>

	Year2006
	Big Fish Begonia got the first sum of initial capital

	Year 
2007-2009  
	The sample drawing was completed

	Year 
2009-2010  
	Failed in finding investment

	Year 2011  
	Shut down due to the lacking of investor

	Year 2013  
	Crowd funding, successfully enable the production of Big Fish&Begonia

	Year 2016  
	Nationwide first run, exceed 100 million at the box office within 3 days


This proves the facts that the support system for Chinese animation industry is still inexperienced and it is necessary to improve its investment method.

 Ⅳ.Comparative Analysis of Animation film Audiences
Ⅳ.1 Japanese animation film industry covering all age groups

In Japan, it is distinctive that people with different esthetic viewpoints and people of different age groups can find and consume animation works that match their taste in the markets. Japanese scholar Masuda Hiromichi mentioned the expansion of these animation audiences as the most important element that supports the growth of the Japanese animation industry.[7] The development of Japanese animation came through three growth periods as shown in Table 3. Today, Japanese animation is one of the important industrial sectors supporting the country's economy and became one of the three biggest leading industries in Japan occupying more than 10% of the total GDP of Japan.[12].
	The three stages of Japanese animation

	Year
	Animation
	Achievement
	Audience

	1960  
	<The establishme, 1963>
	The establishment of Japanese animation industry
	The majority is children

	1970-1990  
	< Space battleship yamato , 1974>
	The genesis creation of Japanese animatio
	students from junior high school, senior high school, and college

	1995  
	< Neon Genesis Evangelion , 1995>
	The 3rd animation climax continues to nowadays
	domestic audience, overseas audience


TABLE III
 THE GROWTH STAGES OF JAPANESE ANIMATION[13]
TABLE Ⅳ
GRADE CLASSIFICATION OF AMERICAN AND JAPANESE ANIMATIONS[11]

	The ranking system of Japanese animation
	The ranking system of American animation t

	Ordinary class 
G class
	suitable for people of all age
	G class
	public class, suitable for people of all ages s

	Child protection class
    
	Not suitable for child less than 12 years old and pupil, or watch it when accompanied by family member or guardian
	PG class 
Parents Cautioned
	Child after school age can watch it when accompanied and guided by family member .  

	
	
	PG-13class
Parents Strongly Cautioned
	Not suitable for children under 13 years old, it is suggested to be watched when accompanied and guided by family membe.

	Restricted
	It is forbidden to be watched under the age of 15
	R class 
Restricted
	It contains many elements for adult, which is recommended to be watched after 17 years old, teenagers under 17 years old need to be accompanied by parent or guardian to watch it.

	Prohibit class   
	adult animation (it is forbidden to be watched under the age of 18)
	NC-17 class
Prohibit class
	adult movie, It is strictly forbidden to be watched by under age audience under the age of 17.


4.2 Chinese animation film industry targeting the children's market
The Chinese animation market has started to open completely based on free competition. As a result, excellent overseas animation works have dominated the animation market in China and investors have started investing in overseas animation industries. Under such circumstances, the Chinese government repeatedly enforced restriction policies for overseas animation industry into China and development policies for Chinese animation, and strived to provide opportunities for Chinese animation to grow. As a result, animation works such as <Pleasant Goat and Big Big Wolf, 2005> and <Boonie Bears, 2012> gained sensational popularities and updated box office records in China, but in overseas markets, didn't make a big achievement.
 Currently, animation films in China are tried to develop the animation industry, centering on audiences of lower age groups, in order to overcome this situation. [10]However, there are concerns that low age audience phenomenon of Chinese animation movies' target will hinder the development of Chinese animation due to many overseas competitors.
5. Conclusion
Since China has a large population, even without turning eyes to overseas, there is enough power to generate revenue in the domestic market, and the possibility of growing the animation industry is very high. However, the government's support policy can be regarded as a cause for domestic companies to have weakened their competitiveness with overseas manufacturers that have grown in a fierce competition system. As the support policy decreases, in order to naturally enhance competitiveness, as mentioned in the text, the value chain of Japanese animation industry and the policy of the investment method that can reduce the risk through the Japanese production committee, should be conducted in China. In order to overcome the situation that animation production method targeted on low age group in China, it is necessary to have the interest from all age groups like Japan which still based on comics. Fortunately, the situation where the spread of Webtoon based on the internet is growing can bring audiences of various age groups and create a lot of contents of various themes same as Japan, and it can also be obtained as subjects for animation productions. In the text, the many advantages of Japanese animation production system have been investigated, in the future, the research on issues will be conducted and which will proceed the research to be able to prepare for the problems arising in Chinese animation industry. 
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