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Revenue

Enhancing Overseas Licensing Revenue through TOHO’s 
Distribution Strength and GKIDS Theatrical Reach

+50%

IG Port Anime Production Business Revenue Uplift +20%

Expanding Merch. Sales through TOHO’s Distribution Network +30%

Cost
TOHO captures SG&A efficiencies OPM +2.5%

IG Port internalizes production to lower outsourcing costs ¥50M per cour

Post- Investment

Target Analysis - WildBrain Transaction Summary

Acquirer Analysis

Target Analysis - IG Port

Industry Analysis

Synergies
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• Strong overseas demand favors content origin & production#1 distributor in Japan, controlling 40-45% of 
major theatrical releases

● TOHO operates a fully integrated content ecosystem spanning 
production, distribution, cinemas, and IP monetization. 

● Backed by iconic franchises like Godzilla and a powerful 
domestic box-office presence, the company stands as Japan’s 
most influential entertainment group.

5

• Acquired 100% at 10.4x EV/EBITDA at a 30% Premium

Outstanding 
Shares:

19.13M

Mitsuhisa 
Ishikawa 19.27%

NTV 9.85%
Dentsu 9.85%

NTT 4.98%

Deal Value
¥35.1B

Cash 61.03%
Earnout 19.27%

Equity 19.70%

IP 5–10 Year long IP cycle

Production Western service-studio model

Distribution Digital CPM Traffic Model

Monetization Preschool Consumer Goods Market

Executive Summary

• Risk & Mitigation • Accelerating Global Expansion via 
European and Latin American Targets

Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix
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from Animation & Publishing Roots to IP-Driven 
Licensing and Merchandising Growth

IP Pipeline for high-margin, long-tail royalties

Production Capacity bridge for mid-term expansion

Distribution Maximize global reach 



Acquirer Overview
Midterm Plan 2028/2032 TOHO

 Industry Analysis
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Industry Overview
Industry M&A Trend
Industry Player Analysis4



Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

Founded Year 1932 (93 years) Market Cap ¥1600B (Nov ‘25)

HQ Tokyo, Japan LTM Revenue ¥312B 

Sector Media Entertainment LTM EBITDA ¥77B 

Japan’s dominant Film & Anime entertainment leader, combining top-tier distribution power, 
the largest cinema network, and a rapidly expanding IP monetization engine

(in billion JPY) FY21 FY22 FY23 FY24 FY25

Revenue 191.95 228.37 244.3 283.35 313.17

YoY(%) -26.8% 19.0% 7.0% 16.0% 10.5%

Operating Margin 11.7% 17.5% 18.4% 20.9% 20.7%

EBITDA Margin 28.0% 38.9% 41.4% 45.6% 46.1%

Net Margin 8.3% 13.6% 14.3% 16.5% 14.3%

Deeply rooted in Japan’s film & animation industry, TOHO operates a fully integrated 
content ecosystem spanning production, distribution, cinemas, and IP monetization. 
Backed by iconic franchises like Godzilla and a powerful domestic box-office presence, 
the company stands as Japan’s most influential entertainment group.

Japan 
90%

North 
America 

7%

Asia 
2%

Others 1%

#1 distributor in Japan, controlling 40-45% 
of major theatrical releases

700+ screens, Largest cinema chain in Japan

Film revenue includes production, distribution, and licensing businesses

Company Profile Segment Overview

Key Financials

Animation Overseas Ratio Growth
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Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

TOHO has made strong progress in Anime growth, but key gaps remain in IP ownership, 
studio capacity, and overseas monetization, as shown in TOHO’s midterm Plan

Growth through Stategic Investments Anime as a 4th Pillar

Where TOHO Still Falls Short in IP & Anime Business

Animation Production Capacity Gap

14 30
Production capacity still needs 2x to 
reach 2032 target

Workforce Gap
Headcount expansion required 2x to 
support content scaling

Overseas Revenue Gap
Overseas monetization still far from 
2032’s long-term goal10% 30%+

¥100B 

¥20B 

for IP, studio, and 
content acquisitions

TOHO M&A Budget & Usage

for opening new 
multiplexes

¥80B 

2025 2028

70B OP Profit by 2028 & 100B by 2032 200% growth in IP & Anime by 2032

FY26 ¥69.8B (Guidence)

FY32 ¥139.6B

CAGR 10.41%

What TOHO has acheived Midterm Plan 2028/2032

Finacial Targets
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Author
Publisher

TV / Flim
Production Distribution

Overseas

OTT

Theaters

TV

Secondary Usage

Game

Merchandise

Music

Packages

Licensing

Production Committee

Licensed to External 
Companies

Investors
Revenue

invest

Contact Company 
($ Commission)
Rights-Holders

($ Royalty)

Remaining Revenue

Investor A

Lead 
Organizer

Planning

Point of Contact Point of Contact

B C D

Allocation

Japanese Animation Market Size / Trend Surging Anime Demand with Insufficient Production Capacity

Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

Industry Overview

High-Growth Anime Market Constrained by Committee Structure & Production Capacity
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Acquirer Target Acquirer Target Acquirer Target

Why not Publisher

20
25

20
24

Why not Overseas Distribution / OTT Why not Game

1. Top 4 Company’s Market Size > ￥300Bn > TOHO's 
Budget.
2. Acquiring smaller publishers offer limited commercial 
monetization value for TOHO.

Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

This market is highly dominated by major players, 
TOHO is unlikely to surpass the existing industry leaders 
in the short term through acquisitions of small or 
mid-sized companies.

1. Most high-margin 
games have been 
operating for 5–10 
years.

2. In 2024, 22 / 70 
new IP mobile games 
were closed or 
underperformed 
within a year.

3.Mid-sized firms:  
Low market share, 
high volatility and 
dilution of core focus 
could weaken 
TOHO’s  main 
business.

Industry M&A Trend

Acquiring Anime Studios to Secure IP, Production Costs, Quality, and Timelines
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Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

LTM Revenue ￥312 Bn ￥750~850 Bn ￥171 Bn

NTM Projected 
Growth 12~15% Aniplex: 8~12%

Crunchyroll: 12~15% 4~5%

EV / NTM EBITDA 16.7x 13～18x 7～9x 

EV / NTM Revenue 4.2x 2.5～4.0x 1.3～1.5x

Overseas Revenue 
Ratio 10% Aniplex: 40%+

Crunchyroll: 100% 30~35%

Business Model Distribution, Theater chain, 
Production, and Real Estate

Animation planning/investment, Production, 
Global music/visual distribution, Games & 

events, Streaming platforms

Animation planning/invest., 
Production, Theatrical distribution, 

Streaming/TV licensing

Core IP / Titles 

Precedent / 
Comparable M&A

TIA, Science SARU, GKIDS
25% FIFTH SEASON

Crunchyroll + Funimation
10% Kadokawa N/A

Fi
na
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l M
et

ric
s

(Distribution Right)

B
us

in
es

s
Industry Player Analysis

Compared with Peers, TOHO is Constrained by Limited Anime IP and Global Reach
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IP Creation Production Committee Japanese Animation Studio Japan Distribution

Secondary 
Distribution Licensing & 

Merchandising

Main Players Shueisha, Kodansha, Kadokawa Aniplex, Toho, TV Tokyo, IG Port Production I.G, MAPPA, Ufotable Toho, Shochiku, Toei

Business Content • Collect original works
• Developing original scripts

• Set the rights structure and 
   revenue-sharing model

• Storyboards, character design, 
   layout, key animation, 
   compositing

• Marketing campaigns, theatrical 
   release planning, scheduling

TOHO’s Position Weak Large financial contributor but 
not the lead planner Small in-house capacity Strong

Acquisition Benefits Low (smalls offer little synergy) N/A High (animation’s long-tail effect) TOHO already holds dominance

Stage

Overseas Distribution Licensing & Merchandising

Main Players Crunchyroll, GKIDS, Netflix, Muse, Viz media Bandai Namco, Aniplex, Toei, Shueisha

Business Content • Negotiate rights with regional distributors • Goods, Games, Brand Collab (Uniqlo)

TOHO’s Position Medium, with GKIDS & Other Partners Rely on Godzila;Sales of certain film rights or 
partnerships with overseas distributors

Acquisition Benefits Medium (rapid overseas expansion, but small ones 
offer little synergy) Low (small ones offer little synergy)

Stage

Before: Toho is just an investor with 
strong distribution in Japan

After acquiring a high-quality 
Japanese animation studio: 
Stronger control in Anime Value 
Chain by vertical combination

TOHO’s Constraints

TOHO participates strongly in distribution and downstream monetization but remains 
weak in upstream IP ownership and animation production capacity

Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

Finacial Targets:  70B OP Profit by 2028 & 100B by 2032  /  200% growth in IP & Anime by 2032
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WildBrain
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Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

Founded Year 2006 (19 years) Market Cap 294.7M  USD
 (as of Sep ‘25)

HQ Toronto, Canada LTM Revenue $375.3M

Sector Media & Entertainment LTM EBITDA $240.1M

(in million USD) FY21 FY22 FY23 FY24 FY25

Revenue 353.2 400.77 397.95 340.91 375.27

YoY(%) 6.30% 12.10% 5.10% -13.30% 13.30%

Operating Margin 15.20% 14.40% 14.50% 14.40% 16.70%

EBITDA Margin 20.30% 19.10% 19.10% 19.80% 20.40%

Net Margin 3.60% -0.30% -8.10% -7% -7.50%

Rooted in the global children’s content industry, WildBrain operates an integrated ecosystem 
across IP ownership, animation production, distribution, and brand licensing. Supported by 
well-known franchises such as Peanuts and Teletubbies, along with one of the world’s largest 
kids-focused digital networks, the company is a key player in the family entertainment market.

A global kids-entertainment company focused on family IP, combining animation 
production, worldwide licensing, and a leading children’s digital network.

Global Licensing Content Creation & Audience Engagement

WildBrain 
Studios

House of 
Cool

WildBrain 
London

WildBrain 
CPLG

Peanuts 
Worldwide

Animation
production

Pre-
production: 

storyboards, 
design

Digital kids 
network, 
YouTube/
AVOD ads

Global 
licensing 
agency

Core IP 
monetization

WildBrain 
Distribution

Content 
sales & 
Global 

distribution

Revenue by GeographyRevenue by Segment

Company Profile Segment Overview

Key Financials
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Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

Revenue Line WildBrain Role Revenue Stream Cycle Examples

Owned IP 
Licensing Owns & manages family IP Royalties Slow (5–10 yrs) Peanuts(41%), Teletubbies

Global Agency Acts as agent for external IP 
owners

Commissions (30-35% of 
royalties) 3-year contract cycle SEGA, Ubisoft, Buzzfeed

Content Creation Produces animation for OTT 
& partners License Fees, Service Fees Medium (9–18 months) Apple TV+

Audience 
Engagement Runs global kids channels YouTube ads, FAST profit 

share, Content ID recovery Fast (monthly) 5,000+ kids channels

Ownership of Peanuts

Stages WildBrain TOHO

IP 5–10 Year Cycle 1–2 Year Quick Cash Cycle

Production Western service-studio model Japanese Production Committee

Distribution Digital CPM Traffic Model Theatrical Economics

Monetization Preschool Consumer Goods Market Anime/Hobby Goods Markets

WildBrain cannot enhance TOHO’s core value drivers: IP ownership, committee 
influence, and distribution control. This makes the acquisition strategically weak.

Market Valuation Past 90 days range

Trading Comps
EV/Sales

EV/EBITDA

DCF
Perpetuity Growth

Exit Multiples

Target Analysis - WildBrain

Do Not Acquire WildBrain: The Partnership Fails to Deliver Meaningful Synergy Uplift

Valuation Analysis Why not acquire?

Multichannel Revenue Matrix
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Current Price $1.42

$2.55

$3.26

$1.99

$2.54

$1.95

$1.07

$1.29

$0.05

$0.21

$1.35

Currency in CAD



IG Port

03

14



Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

From Animation & Publishing Roots to IP-Driven Licensing and Merchandising Growth

Revenue Segment & Financials

IG Port (TYO:3791) is a leading 
Japanese animation group formed in 
2007, owning top studios including 
Production I.G, WIT Studio, as well as 
a manga publishing arm, Mac Garden.

(in JPY, ¥Mn) 25A 26F 27F 28F

Revenue 14,598 15,772 17,430 24,043

Rev. YoY (%) 23.3% 8.0% 10.5% 37.9%

Operating 
Profit

1,426 1,792 850 2,595

Operating 
Margin

9.8% 11.4% 4.9% 10.8%

(in JPY, ¥Mn)

(in JPY, ¥Mn) • FY26 OP: est. ¥1.4B 
→ +25% to ¥1.7B, 
backed by merch profit 
up 232% and segment 
OP up 146%.
• IP income largely 
deferred to FY28, with 
amortization drag 
limiting near-term OP 
impact; production 
costs show minimal 
OP support.

(in JPY, ¥Bn) 23A 24A 25A

Rev. 11.16 11.84 14.60

Gross Margin 24.4% 22.6% 20.9%

OP Margin 8.9% 10.4% 9.8%

EPS (Adj., 
JPY)

40.69 53.73 43.58

0

15

Company Profile Revenue Segment & Financials

IG Port’s Hit IP Base Operating Profit Forecast Financial Targets: Rev. 3 yr CAGR: 18.1% 

• Licensing: 49% 
margin in FY25, 
largest profit source, 
powered by top 
anime IP royalties.

• Merchandising: 
43% FY25 margin 
(incl. store permit & 
launch fees), 
showing strongest 
growth momentum.



Before After

Core Right Distribution Right Licensing Right

Character in 
Committee 

Investor & 
Distributor

Manager & 
Distributor

Hit IP Value Share 10~20% (projected) 60~70% (projected)

Holding & Monetize 
Animation IP

Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

Investor to Orchestrator: Capture Animation Rights Full Value Through Vertical Integration

IG Rationale: 
• IG Port owns planning + prod committee capability, can sell merch under IG Port for 
rev-share or lead control, capturing anime IP rights on select titles.

Synergy Outlook: 
• Licensing Syn.: Toho gains IG IP library + stronger voice in new anime projects, raising 
odds of winning better adaptation opps and lead share in committees. More 100%/high-ratio 
IP ownership enables long-tail royalty max, like max IP econ seen in kaiju-tier franchises.
• Efficiency Syn.: Higher participation removes duplicate roles, increases rev-share 
capture, and shortens unanimous decision chains for faster alignment and global IP scale.
• Merchandise Syn.: Toho + IG retail network scales IG-owned IP merch sales via 
dual-store reach, lifting total consumer product revenue.

(Bn, JPY)

Rev.

Gross 
Margom

OP Margin

EPS (Adj., 
JPY)

  Domestic / Oversea 
Distribution

Second Distribution (BD, DVD)

Monetize Timeline

Commercial Licensing 

Distribution

 Chart. IP Business Monetize Timeline 

Beg. 
Streaming

End 
Streaming

Sales 
Reported 

BD/DVD 
Sale

Recontract Overseas 
Distribution

Li
ce
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in

g 
R

ev
en
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id

e
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Target Overview - Investment Thesis

•  Before: One-off Minimum-Grants from platforms + 
overseas distri. license fees.
•  After: Longer, larger IP licensing—merch., toys, 
commercialization rev.

Strategic Fit 1: From distri-only to IP manager—secure animation IP pipeline and scale long-tail royalties. 



Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

Target Overview - Investment Thesis

IG Port × Toho: Building the Production Scale and Global Licensing Layer

(Bn, JPY)

Rev.

Gross 
Margom

OP Margin

EPS (Adj., 
JPY)

IG Rationale
• Toho’s anime dist capacity runs ~12–14 titles/yr, while in-house production is limited. IG Port 
scales output by ~3–5 anime series/yr + 1 theatrical film/yr. Also, Toho plans to expand capacity 
15 → 30 titles/yr to meet mid-term demand for more anime releases.

Expected Synergy — Production: 
• Merger ensures Toho + IG Port can secure priority production capacity amid tightened anime 
supply, increasing the ability to take on top-tier hit adaptations and create breakout theatrical IP.
• Internalized planning and co-investment into IG-owned, high-ratio committee titles gives the 
group stronger output certainty and a higher probability of producing blockbuster anime film 
franchises.

Chart. Consolidated Toho & IG Animation Capability  Chart. Toho Animation’s Overseas Ratio
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Strategic Fit 1: From distri-only to IP manager—secure animation IP pipeline and scale long-tail royalties. 

Strategic Fit 2: 
IG Port as Toho’s Capacity Bridge for Mid-Term Anime Expansion

Strategic Fit 3: 
Boosting Overseas Ratio through Strong IP & OTT Licensing

IG Rationale
•  FY25 (Jun 24–May 25), Netflix paid ¥3.57B (~$24.3M), IG Port’s 2nd-largest client, fueling 
62%+ licensing growth via global IP deals.
•  Disney+ served as a FY25 overseas platform partner, est. 10–20% of IG’s oversea licensing, 
broadening reach to family viewers beyond Netflix’s adult skew.

Expected Synergy — Overseas: 
• Oversea Licensing: Leverage GKIDS network post-merger to quote higher film & anime IP 
pricing.
• OTT IP Power: Larger IP control + prod capacity enables premium long-tail royalty quotes on 
future seasons & films.
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Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

Valuation Summary

Acquired 100% at 10.4x EV/EBITDA at a 30% Premium to the Current Undervalued Stock Price
¥1,836¥1,412Current Price Bid Price Low High Details

0.87x

¥1955¥1320 7.03x 11.17x

¥841 ¥1702 2.12x

19



創辦人背景 : 石川光久，67歲，founder+ceo+chairman，過去代表作品 : blood,最後的吸血
鬼+攻殼機動隊。領導風格強調 : 藝術優先於商業。

Phase 1 Negotiate with Founder

Source & Use of Fund

Stock Exchange with 
NTV, Dentsu

Declare Tender Offer of 
the rest 61.3% shares

Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

Deal Structure

Balanced Consideration of 80% Cash and 20% Stock, Backed by TOHO’s Strong Liquidity

Merge Phase 

Phase 2

Phase 3

Sources ¥ Billion %
Cash Consideration 28.20 79.23%

Equity Consideration 6.92 19.44%

Fees & Expenses 0.45 1.27%

Assumed Debt 0.025 0.07%

Total Sources 35.59 100.00%

Uses ¥ Billion %
Purchase Equity Value 35.12 98.66%

Advisory Fee 0.35 0.99%

Other Expenses 0.10 0.28%

Assumed Debt 0.025 0.07%
Total Sources 35.59 100.00%

Outstanding 
Shares:

19.13M

Mitsuhisa Ishikawa
19.27%

NTV
9.85%

Dentsu
9.85%

NTT
4.98%

Deal Value
¥35.1B

Cash
  61.03% Earnout

 19.27%

Equity
 19.70%

Deal Structure TOHO’s Cash Position

¥19.2B in cash
for acquiring GKIDS ¥28.2B cash 

for IG Port

TOHO maintains 
ample liquidity 
(Quick ratio = 2) 

even after 2 
acquisitions, 

supporting the 
deal structure of 
80.3% cash and 
not raising debt.

(in ¥B) 

20



創辦人背景 : 石川光久，67歲，founder+ceo+chairman，過去代表作品 : blood,最後的吸血
鬼+攻殼機動隊。領導風格強調 : 藝術優先於商業。

Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

Transaction Highlights

The Acquisition Positions TOHO to Deliver on Its Operating Profit and IP & Anime Goals 

21

FY27E FY28E FY29E FY30E FY31E FY32E

Standalone EPS 313 342 367 393 416 443

EPS 301 344 376 403 427 455

Accretion / (Dilution) -3.89% 0.52% 2.51% 2.63% 2.64% 2.67%

Pro-forma EPS 313.8 356.1 388.0 414.7 439.2 466.5

Accretion / (Dilution) 0.14% 4.14% 5.70% 5.62% 5.46% 5.32%

Initial M&A costs dilute EPS in 
short term, but accretion will 
finally recover to 2.67% 

Operating Profit Goal

FY28 ¥84.68B

FY32 ¥110.33B

FY25 ¥64.68B

V

V

IP&Anime OP Goal

Pro-forma
+216.7%

Standalone 
+149.9%

Target:
OP Growth

+200%

V

Target:
FY28 ¥70B / FY32 ¥100B

EPS Accretion/Dilution



TOHO’s Distribution Power & IG Port’s Creative Engine Generates Strong Revenue Synergies

Summary Acquirer Industry Target Transaction        Synergy Post-Investment Appendix

Revenue & Cost Synergy

Enhancing Overseas Licensing Revenue through TOHO’s Distribution Strength and GKIDS Theatrical Reach

Better bargain power against OTT, with higher share and coverage

+20% 

OTT Pricing

+5~10% 

Commitee Share

+20% 

Coverage
X X

50%Synergy & Timeline FY27 - FY30

Avg. Gkids Box 
Office in U.S.

$2M

GKIDS providing IG Port additional overseas licensing revenue

X X
Movie Capacity 

by IG Port

     1 (cour/yr)

IG Port
Commitee Share

 10%X
Commitee’s
Allocation

 50%
¥16M per year, with a 5% CAGRSynergy & Timeline FY27

IG Port Anime Production Business Revenue Uplift Expanding Merch. Sales through TOHO’s Distribution Network

IG Port Anime production

TOHO’s stable project pipeline 
& strong operational efficiency 

+ +20% 

Capacity Uplift for IG Port

(5 ⭢ 6 cour of anime per year)

20%

14 >> 30 cour/yr by 2032 (Achievable)TOHO’s Goal

Existing IP of IG Port
+

New co-developed IP with TOHO

TOHO’s broad retail channel

Synergy & Timeline

Assume 1 new IP by TOHO x IG every year, committee 
share 15%, merch. sales/yr ¥1bn

Additional revenue uplift: ¥150M per year

Extra synergy:
Long-tail Revenue by 
New Co-developed IP 

+30% volume uplift

FY27 - FY29

30% FY27 - FY29

Dual Cost Synergies: TOHO captures SG&A efficiencies while IG Port internalizes animation production to lower outsourcing costs

TOHO’s centralized corporate functions and scaled 
marketing platform drive meaningful SG&A reduction and 
increase OPM by 2.5% (10.2% to 12.7%) by FY29

IG Port’s in-house production capacity and shared studio resources 
reduce TOHO’s outsourcing spend and stabilize production 
costs, saving production cost ¥40-50M per cour

Synergy & Timeline

22
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Situation Details Mitigation Risk Matrix

IP 
Ownership 

• Sony/Aniplex retains the strongest full-stack capability, 
making it harder for TOHO to obtain top titles.
• Some existing IG projects have complex committee rights 
structures, limiting TOHO’s ability to centralize IP ownership.

• Form multi-year strategic partnerships 
with major publishers (e.g. Kodansha, 
Shueisha).
• Use TOHO’s marketing & theatrical 
leverage to negotiate higher IP ownership 
in new projects.

Production 
Capacity

• IG/Wit studios are already operating near full capacity, talent 
shortage in Japan makes expansion slower than planned.
• TOHO lacks experience managing large multi-studio 
organizations.

• Adopt selective integration: TOHO 
handles finance/legal/PM; IG maintains 
creative autonomy.
• Invest in satellite studios and long-term 
partnerships with Japan/overseas 
subcontractors.

Key-Person 
& Founder

• IG Port is heavily dependent on key producers/directors; 
losing them would significantly weaken synergy.
• Founder has strong emotional attachment to IG Port and 
  may resist a full acquisition or major structural changes.

• Structure earn-out / retention packages 
for key producers.
• Maintain IG brand identity and guarantee 
creative autonomy to retain top creators.

Overseas 
Monetization

• Overseas revenue uplift depends heavily on hit titles and 
stable pipeline.
• OTT deal terms fluctuate, and some global platforms prefer 
studios that provide larger bundles.

• Sign multi-title output deals with GKIDS 
and major OTTs.

• Bundle TOHO + IG titles for OTT 
negotiations to raise per-title pricing.

Cultural 
Integration

• Too much TOHO intervention in creative decisions may 
cause friction and reduce production agility.

• Implement a “Creative Independence 
Charter” ensuring autonomy for 
directors/producers

O
pe

ra
tio

n
Po

st
 T

ra
ns

ac
tio

n IP Ownership [O1]

Operational Risks

Post-Transaction Risks

Production Capacity [O2]

Overseas Monetization [P1]

Cultural Integration [P2]

Key-Person & Founder [O3]

Risk & Mitigation

24

Risk & Mitigation

Risk Assessment & Mitigation Plan Supporting the IG Port Acquisition

O1

O2

O3
P1

P2

Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix
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Risk & Mitigation
Next Step

Summary Acquirer Industry Target Transaction Synergy Post-Investment Appendix

Rapid Overseas Growth

25

Animation revenue is exp. to grow 6–8% CAGR by 2033, led by the UK, 
Germany, and France, with Italy and Spain as fast-growing markets.

Europe

● The largest Japanese animation distributor in the UK.
● Handles theatrical releases, Blu-ray/collector editions, 

merchandise, and fan events.
● Suitable candidate to become TOHO Europe HQ
● Valuation: €5M–€15M (¥8–24 billion)
● Strategy: 100% acquisition or 75% acquisition with founders 

retained for creative leadership.

Anime Limited (UK) Latin America is the fastest-growing anime box-office market.

Latin America

● The largest theatrical anime distributor in Latin America.
● Operates across Mexico, Colombia, Chile, Argentina, Peru, etc.
● Can serve as TOHO Latin America HQ
● Valuation: US$5M–12M (¥7.5–18 billion)
● Strategy: 100% acquisition or 70/30 split with founders.

Konnichiwa Festival (Mexico / Latin America)

Expanding TOHO into a Global-Scale Anime Distribution Platform

Overseas Market Share
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IG Port Bloomberg, IG Port IR, Toho IR, Investing.com  

Transaction Summary
Valuations & Deal Structure Bloomberg, Yahoo Finance, Toho/IG Port IR

Synergies Toho/IG Port IR

Post - Investment Risk, Overseas Distribution Targets Bloomberg
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