4. Case Study: Why Disney Acquired Marvel?

i Disney's Strategic Challenge
A « Disney dominated family entertainment but faced a demographic gap.

« The core audience consisted of young children and families. o THE PROBLEM
« Characters like Mickey Mouse appealed mainly to girls and younger children. (Stratesy) (M&A) | (ROI)
« Disney lacked content resonating with teenage boys and adult men. | & :
« This limitation constrained revenue growth and market expansion opportunities. %usﬂep ;: |:‘||; ‘ i! ’ é
. Why Marvel Solved Disney's Problem v Strong: Kids/Girls c ¥ Strong: Men/Teens v $22.5B Revenue
g « Marvel owned over 5,000 characters with strong male appeal. ; X Weakness: Males ) & Pric > Bilion | [ 4490% Return
* Iron Man, Thor, Hulk, and Captain America attracted male audiences. ‘ ‘ E :
« Marvel demonstrated box office success generating consistent franchise revenues.
« The Mgrvel fanbase matched Disney's mlssmg target demographic. 4- SYNERGY ACROSS CHANNELS —
« Acquiring Marvel enabled faster access than internal character development.
@
(¢, Dealstructure and Synergy Strategy :‘ ’ ‘g E
« Disney paid $4 billion in 2009 using cash and stock. Films Parks Merch Streaming

* The structure preserved Marvel's operational independence.

« Marvel's New York headquarters and leadership team remained intact.

« This approach protected creative culture while leveraging Disney distribution power.
« Disney planned synergies across 4 channels: films, parks, merchandise, streaming.

« Quantified Results and Revenue Expansion

« Between 2009 and 2019, Marvel released 23 films generating $22.5 billion.
« Disney invested approximately $4 billion in Marvel production costs.

« This investment delivered a 460% return over 10 years.

* Marvel characters drove merchandise sales exceeding $1 billion annually.
« Marvel attractions increased visitor spending at Disney theme parks.

« Disney Plus launched with Marvel as a cornerstone content offering.
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