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Toei Animation Co., Ltd.

Evidence Index and Exhibits

.anime

Toei Animation Co., Ltd.

This document provides supporting evidence and sources for the recurrence, continuity, and
future-development facts described in the response to Question 147. For Japanese-language
sources, a statement of the relevant passage is provided alongside the original source material.

Index of Exhibits

Exhibit Fact evidenced Source and capture date

Q147-1 Anime Industry Report: annual editions aja.gr.jp/jigyou/chousa/sangyo_toukei
2009 to 2025

Q147-2 Broad anime market of JPY 3,840.7 billion |aja.gr.jp/info/2579 and AJA, AIR 2025 English summary published 26 Mar 2026
for 2024, an all-time high, with the
overseas market exceeding the domestic
market

Q147-3 New Cool Japan Strategy, 4 June 2024: cao.go.jp/cool_japan/english/main_document_2024.pdf
long-term content-industry development
objectives

Q147-4 METI strategy, 2025: five-year action plan |meti.go.jp/shingikai/mono_info_service/entertainment_creative/pdf/20250624_1.pdf,
toward 2033 w/dedicated anime chapter [section 3-2, pp. 21-23

Ql147-5 Animelapan: current edition and anime-japan.jp/2025/ information archive
announced future editions
Q147-6 ITokyo Anime Award Festival 2026, the animefestival.jp/ja/post/19891/ (3 June 2025)
thirteenth edition, co-hosted by AJA with
the Tokyo Metropolitan Government
Q147-7 Intellectual Property Strategic Program cas.go.jp/jp/seisakukaigi/titeki2/260612/keikaku_all.pdf, p.117
2026: sector targets including anime
overseas sales of JPY 6 trillion by 2033
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Exhibit Q147-1 - Anime Industry Report Editions
Fact evidenced. Anime Industry Report: annual editions 2009 to 2025

Source. Association of Japanese Animations, industry statistics page. (https://aja.gr.jp/english/japan-
anime-data) Captured 4 August 2026.

(Original Japanese Editions of the Report: https://aja.gr.jp/jigyou/chousa/sangyo_toukei)

Relevant passage. The page states that AJA's survey results are published annually as the Anime
Industry Report and lists successive editions by year, each with a downloadable summary in English and
Japanese.

Relevance to Question 147. This evidence establishes an unbroken annual publication series
maintained by an organizing body for more than fifteen years. And shows the series is maintained in
English for an international readership, weeks before the application submission period opened.

Anime Industry Data

Our organization has been publishing “The Report on
Japanese Animation Industry” on every year, which ! N | a——n------no--—mmL
A greeting of the President provides with the latest information about Japanese O

animation industry and its business.

1t is only avalable in Japanese; however, for non- +.
Japanese readers. we have prepared the summary
version of the report. which you may downioad from the

fink below. 3 “1 7

IL Anime Industry Report 2025 Summary_ 20260326

Anime Industry Report 2024 Summary 20250321 }. Ammg_mdmy_ﬂemn_zmﬁ_s_ummﬂy

Ey
-
o
=)

}_ Anime Industry Report 2023 Summary
G, Anime Industry Report 2018 Summary
PDF
J& Anime Industry Report 2022 Summary
R Anime Industry Report 2017 Summary(Revision)
s Anime Industry Report 2021 Summary 02 POF ‘
[ror ]
Anime Industry Report 2020 Summary ) Anime Industry Report 2016 Summary
PDF
) Anime Industry Report 2015 Summary
'
M ¥ Re Y Fova—F
PDF

To purchase the report, please use the link below to download the printed version or PDF.

(The link is in Japanese).

“Anime Industry Report 2014" Download the Printed Version(End of sales)
“Anime Industry Report 2013" Download the Printed Version(End of sales)
“Anime Industry Report 2012" Download the Printed Version(End of sales)
“Anime Industry Report 2011 Download the Printed Version(End of sales)

“Anime Industry Report 2010° Download the Printed Version(End of sales)
“Anime Industry Report 2009" (End of sales)

“AJA Copyright The Association of Japanese Animations (AJA). All Rights Reserved.
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Exhibit Q147-2 - Anime Industry Report 2025 and Industry Dynamics
Fact evidenced. Broad anime market of JPY 3,840.7 billion for 2024, an all-time high

Source. Association of Japanese Animations, flash results release for the Anime Industry Report 2025.
Captured 4 August 2026. (https://aja.gr.jp/download/air2025samary_en) (Japanese:
https://aja.gr.jp/info/2579)

Relevant passage. The Japanese news release gives the broad anime market total for 2024 and
identifies it as an all-time high. The English summary presents those facts with the headline referencing
that the international market growth is driving the industry to an all-time high and gives overseas and
domestic market figures for the reported year, with the overseas figure the larger of the two.

Relevance to Question 147. This evidence shows the community's field growing rather than merely
persisting, as measured by the community's own statistical body and further supports the international
character of the community's field, which bears directly on the case for a global namespace.

The Intemational Market Has Been Driving the Anime Industry to Record

Highs as It Nears 4 Trillion Yen

Anime is at the center of the global expan f Jap market has dri

and the growth of th

the anime industry to record highs in 2024. It is expected to grow

the the

international market. On the other hand, while the anime industry market is it needs to cop ith the shortage of h

The 2024 Anime Industry Market (The Anime Market in a
Bri nse/En r Mark lin

<The Anime Industry Market is Reaching 4 Trillion Yen: It's Reached 3.8 Trillion Yen,
114.8% of The Year Before>

In 2024, the anime industry market reached 114.8% of the previous year, an increase of 494.2 billion yen to reach 38
trillion yen, the highest profit on record. This is an increase from last year's record, and the second highest increase after
2019's (115.3%). The market has widened 2.1 times the size of 2015's market, and 3.5 times the size of 2002's. If this
growth continues, there’s a possibility that the market will break 4 trillion yen in 2025.
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<International is More than Half the Whole Market, While Merchandising is Close to Half
of the Domestic Market with Streaming Taking Up More than Half of Video>

The anime industry market, meaning the anime industry in a broad sense, is moving the entire consumer market with
household expenses playing a leading part, so it's assumed that the amount of anime-related goods were paid for by users.
The market is split up into nine genres with the majority (56.5%) being occupied by (7) International, which s a reversal
of the domestic and international markets that started in 2023, Domestically, (%) Merchandising is the biggest cut (19.5%
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of the total market, 44.8% of the domestic market) followed by (8) Entertainment (7.9% of the total market, 18.0% of the
domestic market), so the sales of rights usage is large. In the field of media, (4) Streaming and its sudden growth (6.9% of
the total market, 15.9% of the domestic market) has overtaken the total sales of the three fields of (D) TV, @) Film,and (3)
Video.

<Will The Rapidly Progressing
Market?>

The Japanese anime international market survived the COVID-19 pandemic and expanded to 2.1 trillion yen in 2024
(126.0% of the year before). During the COVID-19 pandemic, the global consumption from home of global streaming
services such as Netflix, Disney+, and the international service Crunchyroll, which focuses on Japanese anime, expanded
rapidly, which f Japanese anime.

The domestic market fell into a slump in 2020 due to the COVID-19 ic, but in 2021, ke 121.0%
of the previous year and since then has continued a gentle increase. However, comparing the international and domestic
markets, in 2023 the international market exceeded the domestic market by 97.9 billion yen, and in 2024, the difference
expanded to 499.7 billion yen. The international market is dearly making rapid progress and it's predicted that the
difference will only continue to expand due to the international advance of related businesses such as Merchandising, a
category that takes up the greater part of the domestic market.

| Market C to Exceed the Domestic
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2024 Anime Indust[y_ Market ( [hg Narrow Sense of the Anime

<While the Anime Industry Market Made a New Record for the Third Year in a Row, Its
Growth is Also Slowing Down>

In 2024, the anime industry market increased by 109.1%, which means an increase of 39 billion yen to reach 466.2 billion
yen. Since recovering from the COVID-19 pandemic, it has broken records three years in a row. Also, the market in a broad
sense has kept a growth rate of roughly 12.0% over the past ten years.



Exhibit Q147-3 - New Cool Japan Strategy

.anime | Attachment to Question 147 | Toei Animation Co., Ltd.

Fact evidenced. New Cool Japan Strategy, 4 June 2024: long-term content-industry development

objectives

Source. Intellectual Property Strategy Headquarters, New Cool Japan Strategy, 4 June 2024. Official
English text published by the Cabinet Office. Captured 4 August 2026. (Full downloadable PDF :
https://www.cao.go.jp/cool_japan/english/main_document_2024.pdf)

Relevant passage. The announcement page (https://www.cao.go.jp/press/new_wave/20240806.html)
to the left sets out national objectives for the content industry, of which anime forms part, over a long

horizon. The full document describes that strategy.

Relevance to Question 147. This evidence shows an institution outside the community planning around

the community's field on a decade-long horizon.
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digital distribution and are now expanding overseas. Movies® utilizing game characters and live-

action movies with subtitles, which were long idered difficult to produce, have also b big
hits®.

Consequently, the content industry has become a large business with a scale of 4.7 trillion yen’,
rivaling the steel industry in export value and approaching the icondu industry® in overseas

development, and is now positioned as a key industry that eams a large amount of foreign currency.
In addition, “tour of related places,”® in which foreign visitors to Japan visit places that have
appeared in anime works or the birthplace of the original creator, has become popular, bringing a
significant ripple effect to inbound tourism due to the popularity of anime content'®.
The second change in the envi is that foreigners are i ingl: ing and i d

&1y CAp L]

in Japanese food.

Japanese food has become the biggest driving force'' behind their visit to Japan, with ramen, curry,
yakiniku, and onigiri gaining popularity in addition to the more typical sushi, tempura, ctc.
Furthermore, many foreign visitors to Japan often come to local auberges that offer “hospitality” with
local products, even though they are located in areas where transportation is difficult.

The third change in the environment is the diversification and deepening of inbound tourism, with
an increase in the number of foreigners who have visited Japan two or more times (repeaters)'?, as
well as an increase in the length of their stay in Japan'.

Foreign visitors to Japan for the first time often visit the so-called “Golden Route” (Tokyo, Kyoto,
Osaka) or tour famous tourist destinations. On the other hand, foreign visitors visiting Japan for the
first time tend to value and pay more for the “experience” of visiting a single place or region for a long
period of time to “taste it as it is” or “experience something unusual” rather than visiting a variety of

* For instance, “The Super Mario Bros. Movie” grossed approximately 190.8 billion yen at the worldwide box office,
making it the second-biggest animated film on record.

® For instance, in the U.S., “GODZILLA MINUS ONE" became the No. 1 Japanese live-action film of all time at
the U.S. box office and was selected for an Academy Award (Best Visual Effects).

7 Based on “Japan and Global Media * Content Market Database 2023" (Human Media Co., Ltd.)

¥ The export figures for the steel industry and semiconductor industry are 5.1 trillion yen and 5.7 trillion yen,

respectively (both in 2022). (Refer to Chart 6 for the source of each.)

? It is sometimes referred to as a “pilgrimage to a sacred place™ or “Set-jetting”,

1 It is estimated that 1.15 million inbound tourists visited places related to anime and purchased 35 billion yen

worth of anime-related goods. The potential demand for tours related to anime is estimated to be 2.6 million people,

with an expected domestic expenditure of 400 billion yen. (Based on the 23rd Council of New Form of Capitalism

Realization [October 25, 2023}, Document 1).

' Regarding expectations before visiting Japan, “Eating Japanese food™ has consistently ranked first (2023: 83.2%)

since 2014, (Based on the “Survey on Trends in Consumption by Foreign Visitors to Japan™ [Japan Tourism

Agency(ITA)]).

12 The number of foreign visitors to Japan has increased significantly from approximately 4.01 million (2011) to

20.47 million (2019). (Estimated based on “Statistics on Foreign Visitors to Japan™ and “Survey on Consumption

Trends of Foreign Visitors to Japan™ [both by JTA]).

13 Regarding length of stay (sightseeing and leisure), the percentage of stays of 6 days or less has decreased (from

71.1% (2011) t0 61.7% (2019), a decrease of 9.4 points) and the percentage of stays of 7 to 13 days has increased

(from 20.0% (2011) to 30.7% (2019), an increase of 10.7 points) (*Trends in Foreign Visitor Consumption in

Japan”) (Based on “Survey of Trends in Foreign Visitor Consumption in Japan,” [JTA]).

2
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Exhibit Q147-4 - METI Entertainment and Creative Industry Strategy

Fact evidenced. METI strategy, 2025: five-year action plan toward 2033

Source. Ministry of Economy, Trade and Industry, Entertainment and Creative Industry Strategy, 24
June 2025. Captured 4 August 2026. (Full Document Download:
https://www.meti.go.jp/shingikai/mono_info_service/entertainment_creative/20250624 report.html)

Relevant passage. The announcement states the strategy sets a five-year action plan directed at 2033

and includes a dedicated anime chapter setting out anime-specific actions. Pages 21-23 discuss the

spefics for anime.

Relevance to Question 147. This evidence shows a government ministry treating anime as a distinct

sector warranting its own program of action.
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Exhibit Q147-5 - AnimeJapan Editions
Fact evidenced. Animelapan: current edition and announced future editions

Source. Animelapan, information and news archive. Captured 4 August 2026. English-language original.
(https://anime-japan.jp/en)
Relevant passage. The archive records successive editions of the event and announces the following

year's edition in advance of it being held.

Relevance to Question 147. This evidence shows cadence extending forward as well as backward, which
distinguishes an enduring institution from a series that has merely happened to recur.

TICKETS STAGE MERCHANDISE ACTIVITIES AMBASSADOR ACCESS FAMILY BUSINESS -
5% @ X @ (o~

Information

Aol
“AnimeJapan 2026™—the world's largest anime festival,

featuring a record number of exhibitor booths—came to
a spectacular close!

Now in its 13th year, AnimeJapan 2026 featured over 130 booths—the largest number in the
event’s history—and a total of 50 stage events held across four stages: the largest-ever RED
Stage, as well as the GREEN. BLUE, and WHITE stages. The event attracted a large number of
anime fans from both Japan and abroad.

Through exhibitors’ displays, announcements, and stage events, the two-day event further
solidified AnimeJapan's presence as a leading platform for promoting anime culture.

[ e word's negest

rlre  Total number
2026 ofvisitomr'sn was

MAP COIBTION STAGE MERCHANOISE ACTIV sccess ousness X @ [oaguoge - |

Total attendance reached a record high of over 156,000 people (estimated), bringing together
more anime fans than ever before and truly embodying the siogan, *Everything about anime is
here.”

Information

Ao -~
AnimeJapan 2027 will be held!

AnimeJapan Organization is pleased to announce AnimeJapan 2027.
Please see below for details.

WPublic day

Dates:

March 27 [Sat] - March 28 [Sun] 2027
Venue:

INTEX Osaka, Halls 2-6

VBusiness Day
Dates

March 26 (Fri] - March 27 [Sat] 2027
Venue

INTEX Osaka. Hall |

L@ GRS
s ’
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Exhibit Q147-6 - Tokyo Anime Award Festival 2026

Fact evidenced. Tokyo Anime Award Festival 2026, the thirteenth edition, co-hosted by AJA with the
Tokyo Metropolitan Government

Source. Tokyo Anime Award Festival, festival record. Captured 4 August 2026.
(https://animefestival.jp/en/award/competition/archive/)

Relevant passage. The ABOUT page gives the edition number for 2026 and identifies the co-hosting
bodies. The Archive shows the winners for each year of the recurring event.

Relevance to Question 147. This evidence shows a recurring institution co-hosted by a community
organizing body together with a public authority.

TOKYO ANIME AWARD FESTIVAL 2026 ABOUT  ANIME OF THE YEAR - compETTiON  Actievement awaro procian @) @ [EESH]

s ™ T
‘ﬁ‘/ e

Title Tokyo Anime Award Festival 2026

Date March 13(Fri) - March 16(Mon), 2026

Place Tebukuro, Tokyo

Hosted by Tokyo Anime Award Festival Executive Committee,

The Association of Japanese Animations

Co-hosted by Tokyo Metropolitan Government
Office Tokyo Anime Award Festival Office
info@animefestivaljp
TOKYO ANIME AWARD FESTIVAL 2026 ABOUT ANIME OF THE YEAR COMPETITION ACHIEVEMENT AWARD PROGRAM ° ’ a%is

TAAF2020 TAAF2021 TAAF2022

TAAF2016

TAAF2023 TAAF2024 TAAF2025

. ’-‘ 9 B ~
> 45

i \l

TAAF2017 TAAF2018 TAAF2019
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Exhibit Q147-7 - Intellectual Property Strategic Program 2026
Fact evidenced. Sector targets including anime overseas sales of JPY 6 trillion by 2033

Source. Intellectual Property Strategy Headquarters, Intellectual Property Strategic Program 2026, 12
June 2026, page 117. Captured 4 August 2026. (Full document download:
https://www.cas.go.jp/jp/seisakukaigi/titeki2/260612/keikaku_all.pdf)

Relevant passage. The program sets sector-by-sector overseas sales targets for 2033; the anime figure
appears in the sector table on the page reproduced.

Relevance to Question 147. This evidence shows the national government setting a specific numerical
target for the community's field seven years beyond the date of this application.
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Additional Sources

The following sources provide additional support for factual statements in the response to Question
147 that are not separately reproduced as exhibits above.

Animelapan Historical Continuity: Animelapan 2014 official site and AnimeJapan information/news
archives. These records support the event's inauguration in 2014, subsequent annual editions, the
cancellation of the 2020 edition during the COVID-19 pandemic, the online 2021 edition, and the
resumption of in-person editions from 2022. (https://anime-japan.jp/2014/en/; https://anime-
japan.jp/2022/about)

Tokyo Anime Award Festival Historical Continuity: Tokyo Anime Award Festival, “What is
TAAF.” (https://animefestival.jp/en/about/about/)

JAMRA Recurring Activities: Japan Merchandising Rights Association, activity and news records, 2024-
2026. These records document recurring anti-counterfeiting outreach, rights-protection activities,
industry seminars, and member exchange programs during each of the three years.
(https://jamra.org/).

CODA Anti-Piracy Enforcement: Content Overseas Distribution Association activity records and
enforcement releases, 2011-2026. These records support CODA's continuing coordinated enforcement
activity and more than 5.4 million takedown requests from August 2011 through February 2026.
(https://coda-cj.jp/en/news/; https://coda-cj.jp/en/activity/international/); cumulative takedown-
request figures presented to the Government of Japan in March 2026
(https://www.cas.go.jp/jp/seisakukaigi/titeki2/creativewg/dail/shiryo5.pdf).

Sustainable Development of the Anime Industry: Association of Japanese Animations, materials
concerning the 3 April 2026 symposium, “Symposium toward the Sustainable Development of Japan's
Anime Industry—A Growth Strategy Driven by the Twin Pillars of Human-Resource Development and
Overseas-Market Expansion.” The symposium documents explicit industry discussion of sustainable
growth, workforce development, overseas expansion, and related policy needs.
(https://aja.gr.jp/info/2761).

Anime NEXT_100: Anime NEXT_100 / Anime TAIZEN project materials. These materials document AJA's
centennial initiative concerning Japanese animation and its forward-looking framing toward the
industry's next hundred years. (https://animedb.jp/animenext100).

Applicant History: Toei Animation Co., Ltd., corporate history and Annual Securities Report for the 88th
fiscal term, filed 19 June 2026 (EDINET code E02458, document S1I00YEQC). These records support the
Applicant's establishment in 1948 and its long-term continuity in animation production.
(https://corp.toei-anim.co.jp/en/company/history.html) (https://corp.toei-
anim.co.jp/ja/ir/library/securities.html).

*All sources were accessed and archived by the Applicant in July-August 2026.
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