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Openness in Software Innovation and Other Issues
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IPTVs, the killer application

Source NTT Communications 

DoTV
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Participative 3D Virtual Worlds

3D Participative Education System 
Source NRI

3D Participative Education System 
Source NRI

“Santa Dropped Gifts for Kids - 2007“
Collaborative Rescue Experience in “Second Life”

Source MOIS Labo, Kyoto Univ.

“Santa Dropped Gifts for Kids - 2007“
Collaborative Rescue Experience in “Second Life”

Source MOIS Labo, Kyoto Univ.
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Question : Where is the competitive contents?
New Trend in CGM – Vocaloid, User Created Virtual Idol
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New Value Circulation in Media and Contents
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Original TV Animation Contents
Copyrighted Tokyo Broadcasting Service

“Costume Play”
a  new style of value by 
participative behaviour

Byproducts

CGMs
Simple Play

Expansion and 
Circulation of 
Media Value

Prison in 
Philippine Vocaloid

Virtual Idol

Robot

Costume Play of Vocaloid
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Question: 
How to Add Value in Media and Contents Market?

• Barriers in “Improving productivity”
• Barriers in “Elimination of Bottlenecks”
• Barriers in “Hidden Innovation”

2007 2010 2015 2020

Value added by Improving Productivity

Value added by  Elimination of Bottlenecks

Value added  by Innovation

Mobile phone, Digital TV, Digital cameras, Digital Contents, NFC payment

E-Governments, e-community, medical care, health, tied closely with daily lives

Future communication styles, Quality of Life

Analyze and eliminate bottlenecks
Commercialize the public sector
Commercialize spheres of daily life

Appropriate regulations
Leadership

Promote standardization

Fostering innovation
Promote linkage of functions
Enhance efficiency and 
effectiveness of development

Expected Actions

Copyright (c) Nomura Research Institute, Ltd. All Rights Reserved. 

Concluding Remarks
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