Wﬁﬁd)ﬁﬁﬂﬂ t IIYE‘[ I:iizﬂg

AIE =Y F 5 1€~ 3 YH'BB Y BRI EEADER SilisiSs S

Analysis Period: 2019-2030 5
Focus: Theme Parks, Hospitality, Tourism, Entertainment
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Solution Part 1: Operational Efficiency
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Solution Part 2: Experience Value
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Phase 3: Ecosystem
(Year 4-5)
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