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INTRODUCTION OF WORKS

The Rise of Anime Merchandise-
ExpPloiting Business Opportunities

Once obscure, anime now thrives in Asia and is
gaining popularity in the West. Its success has led to
lucrative merchandise sales and the emergence of
exhibitions, attracting numerous businesses to enter
the market and fueling the rapid expansion of "2D
culture" in Asian countries.

Anime merchandise,such as
figurines,plush toys,and
standees,are lucrative products
stemming from anime.They serve
as important revenue sources
for businesses and effective
avenues for brand promotion

and marketing.

A

1. With a young consumer base,

advantage : manufacturers should consider

1. High consumer loyalty lowering prices of peripheral

2. Collaboration with major products.

brands enhances visibility 2. Combatting piracy can involve
shortcoming creating unique anti-countertfeiting

1. High prices symbols for consumer trust.

2. Overconsumption 3. Offering customization services

3. Rampant piracy allows for unique products tailored to

individual preferences.
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