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US Market Highlights Japan Market Drivers
KiddultSz H2BII7iE R RE NTTFIRELIE RA: TCGhZ:
Al his%E EEl% RISFLE 2019 Lk
(2024 Q1) +42.4% 2,715 |
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Kids Market {fH&BLE: & (Price Sensitive) |BB &1 3 >4 FME (Xmas/Birthday) | fli{E: Play (.3%)

Kiddult Market | fl#&RE: 1€ (High Unit Price) |BEE 21 = >4 8% (Launch/Drop) | fliifiE: Collection/Asset (B )
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User: Gen Alpha (&) Buyer: Parents (BE &)

Play = Content Creation Purchase = Investment
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hiziRIELEE: (Global Market Size)

Threat of Substitutes
(RERORR)

Mobile Games,
YouTube, TikTok,
Streaming Services

Video Streaming: ~$192 Billion

Mobile Gaming: ~$188 Billion

Global Toy Market: ~$114 Billion

g Toy Industry
Suppliers Rivalry Buyers

(RBLROEN) R (RUFDR57)
Insight: FZFDEEIE TPlay TimeD> = 7%\ o

Strategic Choice: Option A (Fight) vs Option B
(Join - Phygital Strategy).
~ New Entrants

(HREADR) We must choose Option B: Create physical
toys that unlock digital value.
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Product: Play Experience Process: Creation Speed
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Marketing: Prediction
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Digital Unlock
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Supply Chain Resilience

Risk Management: Near-shoring
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Examples
Mattel (Mexico expansion), LEGO (Vietnam/USA factories)

Sustainability as Brand Value
Sustainability as Key Buying Factor (KBF)

Material Production

Recycle N . Play

RIREREK IO k) TREAL<, RERICERIENSTOHD
TAZASRMF) o

- Recycled Materials (B4 D)
- Circular Economy (Mattel PlayBack program)
- LCA Disclosure (51 741 ZI7EAX> FDFTR)
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: . IP-Driven
The Phygital King | The IP Powerhouse ey The Gamer

Core IP + Digital |P Axis Strategy Toy Maker to Selection &
Ecosystem | (ALL BANDAI NAMCO) | Entertainment Co. Concentration
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OLD MODEL: Linear Product Out

Eﬂ‘ (Make) - (Retail) (Consumer/End)
T — S Rt - SEUIER

NEW MODEL: Circular IP Ecosystem

e E
® (Plan)

Key Drivers:
> IP Creation = Experience [ s
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Phase 2 (Mid-term)
Expansion

Phase 3 (Long-term)
Evolution

Focus: Phygital Integration TS ZAFLATO
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Phase 1 (Short-term)
Foundation

Focus: Kiddult & D2C
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