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Special Edition: User-oriented Content Policy
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In recent years, amid the rapid development of the Internet as the digital technology and media, the “content” has become the focus
of much attention not only as the promising industry area hereafter, but also as the new cultural field of easy self-expression for an
individual user.

In the past, users were positioned mainly as the consumers of content, but for instance, the environment is being developed for
anyone who has a will to do so can create one’s own content, including posting and sharing messages, animation, pictures, and
others to blogs and sites.

And users are not just viewers and listeners, as they begin to create new value by creating secondary content using the existing
content. In this publication, we call these secondary creative activities as the “meta-creation”.

In the environment above where the content is assumed to be used in a variety of ways, it is desirable to reorganize the content
policy not only from the content writers’ or related-providers’ point of view, but also from the users’ point of view.

In this publication, such topics are presented as the current content industry situation and issues (Shirafuji), the recent trend of short
films (Sugiura), and meta-creation in PC games (Hoshino). After that, a proposal concerning measures to promote the usage of
content (Fukui) is made, and it is discussed that the establishment of the business model is urgent for meta-creation (Suzuki), and
the Brazilian digital culture policy that established the “Sampling License” that allows the usage and remix of content (Harada) is
presented. Lastly, meta-creation trends in various fields are presented, and the “User-oriented Content Policy” of the hereafter is
proposed (Oshita).




