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Abstracts

Global Anime Figures and Action Toys Market is valued at approximately USD 8.98

billion in 2023 and is projected to grow at a compelling CAGR of 8.60% over the

forecast period 2024–2032. Fueled by a growing global passion for Japanese anime,

superhero franchises, and cinematic universes, anime figures and action toys have

evolved beyond children’s entertainment into sophisticated collectibles with cross-

generational appeal. The market is being driven by a convergence of pop culture

fandom, nostalgia, and artistic appreciation—where meticulously detailed models, limited-

edition figures, and life-like characters now command consumer attention across

continents. This rising cultural influence, paired with global digital access and fan-driven

e-commerce, has transformed figurines into lifestyle accessories and premium

collectibles.

The growing engagement of youth and adult demographics in anime and comic book

culture has catalyzed a shift from traditional toys to high-end action figures. Pop culture

conventions, online forums, and social media platforms have acted as accelerators in

building brand communities and influencing purchasing behavior. Moreover, increased

disposable income—particularly among millennial and Gen Z consumers—is propelling

the premiumization trend. As consumers seek figures that reflect their favorite

characters and unique storytelling universes, manufacturers are leveraging licensing

partnerships with entertainment giants and production studios to create hyper-realistic,

limited-run collectibles that boost perceived value and exclusivity.
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However, the journey is not without its hurdles. Production costs for intricately

designed figures are high, and fluctuations in raw material prices—especially resin and

ABS plastic—can pose challenges to profitability. Moreover, the market faces saturation

risk from counterfeit products, particularly in e-commerce ecosystems where unofficial

merchandise is rampant. Despite this, technological advancements in 3D printing and

digital sculpting are streamlining prototyping and enabling small-scale customizations,

thus allowing manufacturers to cater to both mass and niche markets efficiently. This

not only reduces time-to-market but also enhances design accuracy and creative

freedom for figure creators.

The distribution ecosystem for anime figures and action toys is experiencing dynamic

shifts, with digital platforms gaining prominence alongside traditional retail. Specialty toy

stores, hobby outlets, and licensed pop culture retailers remain vital, especially in urban

markets. Yet, it is online marketplaces—such as Amazon, eBay, and dedicated anime

merchandise platforms—that are redefining accessibility. Global shipping solutions and

pre-order models are also optimizing inventory and production logistics. Additionally,

subscription-based toy clubs and NFT-augmented collectibles are gaining ground,

expanding the definition of ownership into virtual and mixed-reality spaces.

Geographically, Asia Pacific leads the global market, bolstered by Japan’s dominance

in anime production and consumer affinity for collectible culture. North America holds a

substantial share, driven by the popularity of superhero franchises and expanding retail

chains that stock licensed merchandise. Europe is witnessing robust growth due to

increased exposure to Asian animation, localization of comic conventions, and digital

retail penetration. Meanwhile, Latin America and the Middle East & Africa are emerging

as promising markets, fueled by growing youth populations and the rising influence of

global media.

Major market player included in this report are:

 Bandai Namco Holdings Inc.

 Good Smile Company

 Hasbro, Inc.

 Mattel, Inc.

 Takara Tomy Co., Ltd.
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 Kotobukiya Co., Ltd.

 Funko, Inc.

 Kaiyodo Co., Ltd.

 NECA (National Entertainment Collectibles Association)

 Hot Toys Limited

 Megahouse Corporation

 Medicom Toy Corporation

 Max Factory Co., Ltd.

 Diamond Select Toys

 Figma

The detailed segments and sub-segment of the market are explained below:

By Type

 Superheroes

 Anime Characters

 Movie Characters

By End-user

 Up To 8 Years

 9 - 15 Years
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 15 Years & Above

By Distribution Channel

 Online

 Offline

By Region:

North America

 U.S.

 Canada

Europe

 UK

 Germany

 France

 Spain

 Italy

 Rest of Europe

Asia Pacific

 China

 India
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 Japan

 Australia

 South Korea

 Rest of Asia Pacific

Latin America

 Brazil

 Mexico

Middle East & Africa

 Saudi Arabia

 South Africa

 Rest of Middle East & Africa

Years considered for the study are as follows:

Historical year – 2022

Base year – 2023

Forecast period – 2024 to 2032

Key Takeaways:

 Market Estimates & Forecast for 10 years from 2022 to 2032.

 Annualized revenues and regional level analysis for each market segment.
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 Detailed analysis of geographical landscape with country-level analysis of major

regions.

 Competitive landscape with information on major players in the market.

 Analysis of key business strategies and recommendations on future market

approach.

 Analysis of competitive structure of the market.

 Demand side and supply side analysis of the market.

Companies Mentioned

 Bandai Namco Holdings Inc.

 Good Smile Company

 Hasbro, Inc.

 Mattel, Inc.

 Takara Tomy Co., Ltd.

 Kotobukiya Co., Ltd.

 Funko, Inc.

 Kaiyodo Co., Ltd.

 NECA (National Entertainment Collectibles Association)

 Hot Toys Limited

 Megahouse Corporation

 Medicom Toy Corporation
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 Max Factory Co., Ltd.

 Diamond Select Toys

 Figma
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