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= an IP powerhouse

Chiikawa is all the rage these days, and

IS seen

everywhere.

Just how

commercially successful is it, and how
does this bode for character 1P?

cultural phenomenon after its 2020 debut,

charming millions with its cute designs and
relatable stories. An anime adaptation, further online
content, and popular merchandise further fuelled its
growth, and inspired millions of followers and global
recognition in the short span of just a few years.

—I— HIS little social media webcomic became a

A commercial sensation

IN Hong Kong, Chiikawa has been a commercial
sensation across 2025 with major events like the
large-scale “CHIKAWA DAYS” exhibition at K11
MUSEA.

Fans have also enjoyed Chiikawa-themed
Octopus cards and other special merchandise. The
MTR transformed its Light Rail trains into a moving
Chiikawa display, complete with forest-themed
interiors and character art, which runs through Tuen
Mun, Yuen Long, and Tin Shui Wai.

In mid-August, the first-ever overseas
Chiikawa-themed restaurant opened in Hong Kong,
serving ramen in a room filled with life-size
character sculptures, and selling Chiikawa
merchandise such as bowls and apparel.

The Chiikawa appeal

CHIIKAWA is a popular Japanese series created by
illustrator Nagano. The title itself is a contraction of
the phrase “chiisakute kawaii”, which means “small
and cute” in Japanese. The series features tiny, round
animal-like creatures that live in a whimsical world.

The main characters are Chiikawa, Hachiware,

and Usagi, who go on small
adventures together. 2]
Although the stories look simple and adorable, they
also tackle relatable topics, such as working hard,
feeling lonely, or supporting friends. Chiikawa
characters are endearing thanks to their balance of
cuteness and deep meaning.

“[Tlhe reason the series resonates so deeply
among so many is because it doesn’t settle for
whimsical fantasy. It serves as a quiet message of
encouragement to those facing the harsh realities of
modern life,” wrote sociologist Nakayama Atsuo
on Nippon.com.

Character IP

INTELLECTUAL property (IP) rights legally protect
creators so that they can enjoy the rewards of their
ideas, while fans get to engage with the characters
they love in diverse forms.

Chiikawa is primarily classified as a “character
IP,” and is protected through trademarks, design
rights, and copyright. These legal protections cover
Chiikawa’s visual designs, name, and story
elements, allowing its creators to license and
control its image for comics, animation,
merchandise, and collaborations.

Other examples of character IPs include Sanrio’s
Hello Kitty, Pokemon’s Pikachu and LinaBell of
Disney’s Duffy and Friends lineup. Like Chiikawa,
these character IPs are recognised by their unique
designs, strong branding, and broad merchandising
across toys, clothing, food, and even themed

Chiikawa in Hong Kong:
How a cute character
became big business

Chiikawa goes global:
“Kawaii” characters
make it to the top

experiences, which has garnered
strong fan followings worldwide.

A strong prospect

THE commercial success of Chiikawa highlights how
an IP can transform from one digital comic into a
whole franchise with different products and services.
Itis not just about selling a story or an image, but also
about building an emotional connection with fans
who want to engage with it in different ways.

Chiikawa’s rise shows the strength of intellectual
property in the modern age. It is a reminder that
creative ideas, no matter how small, can grow
beyond expectation when protected and nurtured.

The commercial achievement of Chiikawa also
shows that you do not need a blockbuster franchise
to find success — unique, relatable ideas can become
household names if protected and commercialised
wisely.

With IT technology and digital media developing
by leaps and bounds, we can expect the future of
character IPs to involve even more technology,
including digital collectibles, virtual reality
experiences, and virtual influencers derived from
characters.

Such wider commercial applications could
incentivise businesses to continue investing in
small-scale, emotionally appealing creations that
can resonate across platforms and cultures.

Chiikawa’s success is just the beginning. Other
simple, relatable creations may follow in its path,
breaking new ground in global pop culture.®
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embraces e sport

E-sports has been growing in popularity in Hong Kong in
recent years, and has even changed the way youths

spend their time, plan their education and careers, as . ~ =
well as the shape of our future culture.

-SPORTS refers to competitions that involve video
E games played by professionals and watched by

audiences. Sports-worthy titles include League of
Legends, Fortnite, Counter-Strike and Dota 2, whose
professional players compete in teams or solo matches for
prizes, recognition, and sometimes even actual careers
and jobs.

E-sports events work like typical sports competitions,
with tournaments held in large arenas, cheering fans, and
live online broadcasts that are watched by millions
globally. A major local arena was the CGA eSports Stadium
in Mong Kok but it closed down in January 2023.

Youths in Hong Kong are attracted to e-sports since it
looks exciting, fast-paced, and easy to access. This has led
to a rapid growth in gaming clubs, online communities,
and events where players and fans meet.

It is easy for students to play from home, join school
leagues, or watch top players on streaming platforms.

Some youths aspire to become professional players
because they admire the skills and fame of e-sports stars.
Others enjoy being part of a passionate community and
making friends who share the same interests.

Schools are onboard

HONG Kong schools and the government have noticed
the growing interest in e-sports.

The government has supported the industry by
providing funds for venues and the promotion of major
tournaments. Some schools now offer gaming clubs,
workshops, and even training programmes to help
students develop teamwork, strategy, and problem-solving
skills through games.

Schools are also increasingly participating in organised
leagues and programmes. In March 2025, local schools
participated in the “Hong Kong 12 schools esports league”
at the Hong Kong Polytechnic University.

Educational opportunities related to e-sports are
expanding. HKU SPACE, for example, offers higher
diplomas and certificates in e-sports, covering aspects
like event management, digital media production and
business strategies.

E-sports has created new career opportunities for
young Hongkongers. Some have become professional
gamers, while others have related jobs in coaching,
event management, game design, livestreaming, or even
marketing for gaming companies.

The growth of e-sports is helping to diversify Hong
Kong’s economy and give the youth more choices
outside of traditional jobs.

Positive effects on youth

E-SPORTS has helped Hong Kong youths to develop
skills and learn valuable lessons in winning and losing
gracefully and handling pressure.

The benefits of taking part in e-sports, as reported by
teenagers in a survey, include improvement in physical
health, making friends, as well as developing teamwork
and communication skills. Psychologically, it helps
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® The CGA eSports Stadium in Mong Kok opened in 2019.

them with “judgment, concentration, self-affirmation
and stress reduction”. Many students have said they
learned leadership by managing teams, and even
gained the confidence to compete at a higher level.

Some teachers believe that, when guided properly,
gaming can encourage positive traits like persistence
and creativity in students. These benefits are leading
some educators to support e-sports as a healthy part of
youth development.

E-sports is making youth culture in Hong Kong more
digital and global. Young people connect online with
friends, take part in international competitions, and
form their own communities based on shared interests.

Challenges and concerns

A HONG Kong Baptist University survey found that
more than 70 percent of Hong Kong youths support the
development of e-sports locally. Over 60 percent of
those who took part in e-sports have received parental
support.

However, there are challenges and risks. Many
parents worry about gaming leading to addiction, poor
time management, and weaker academic performance.
Spending too much time playing can lead to health
problems like eye strain, poor posture, and lack of
exercise.

Social attitudes towards e-sports are still mixed —
some people believe being an e-sports player is less
respectable than traditional sports or regular careers.

Not all young gamers will succeed as professionals,
either, and the pressure to win can be stressful. It is
important that young people find a balance between
gaming, studies, and their health. ®
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HE Hong Kong government

supports the development of the

e-sports industry as an emerging
competitive and entertainment sector that
is attractive to young people.

Key government policies and measures
are in place to integrate e-sports within
broader sports development strategies and
grow the industry in a regulated manner,
including funding the development of
e-sports venues and supporting the
industry workers and players.

It has allocated HK$100 million for
e-sports development. Half of the fund is
being used to develop the Cyberport
Arcade into an e-sports and digital
entertainment node, including converting
the Arcade’s Ocean View Court into a
dedicated e-sports venue, while the other
half is earmarked for promoting the

development of the local e-sports industry.

Funding and support is being given to
the Esports Association of Hong Kong and
elite players too, in recognition of e-sports
as a competitive sport that will be present

-SPORTS, or electronic sports, is

growing very quickly all around

the world. Estimates of the sector’s
total global revenue in 2025 vary from
US$2.53 billion (HK$20 billion) to US$4.8
billion (HK$37 billion).

As one of the fastest - growing
entertainment sectors, experts predict that
by 2030, e-sports could be worth up to
US$8 billion.

“The seeds of e-sports as they are
known today were planted decades ago in
gaming cafes. Then, as now, their core
draw was the promise of connection and
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Promotion, demotion

in international events like the Asian
Games.

The government is also promoting
Hong Kong as a centre for major
international sports and e-sports events
through the ‘M” Mark System to support
hosting rights and attract tourists.

The government’s attitude towards
e-sports was spelled out by Secretary for
Culture, Sports and Tourism, Rosanna
Law: “With its fusion of competition,
skills, technology and entertainment,
e-sports is one of the emerging

competition events which is particularly
attractive to young people.

* The esports venue at Cyberport opened in 2019.
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accessibility. Players only needed access
to a computer or a console to connect with
others over a shared passion,” observed
US consulting company BDO.

Many factors are driving this growth.
First, millions of people watch e-sports
competitions online through platforms like
Twitch and YouTube. By 2025, the global
e-sports audience could reach about 640
million viewers.

Most fans are young people, especially
from Asia-Pacific, which leads the world
in e-sports revenue. China and other
countries in the region have huge gaming
communities that support this growth.

All the while, big companies are
investing more in e-sports marketing and
sponsorships. Brands like Pepsi and AT&T
sponsor e-sports events, helping the
industry earn more money every year.

In 2024, e-sports marketing brought in
nearly US$1 billion in revenue, and this
number is still rising as more brands see

In marketing and business,

“The Government has been closely
monitoring the development of e-sports
in Hong Kong and exploring ways to
support the development of the e-sports
industry from different perspectives,
including technological development,
peripheral products and professional
competitions.”

She noted the huge economic
benefits e-sports can bring, observing
that major e-sports competitions around
the world have created a global fervour
for participation and viewing.

“These competitions can attract a
large number of overseas audiences to
watch the competitions, which provide
business opportunities by generating
revenues and benefits from gate
receipts, peripheral spending,
advertising sponsorships, technological
innovation and support, etc.”

The government welcomes major
international e-sports competitions to
Hong Kong, and will provide funding
support to such events.

the value of reaching e-sports fans.

New e-sports tournaments, leagues,
and professional teams are being
created worldwide, making e-sports
more organised and popular. Prize
money for players has grown too,
attracting top talent who train hard like
traditional athletes.

Overall, e-sports has become a
major part of digital entertainment,
combining gaming, competition, and
media. Its fast growth shows that it is
not just a hobby but a strong and
exciting industry for the future.

“promotion” means

motivating people to take
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Measures called for to develop
HK’s video game sector

Video:
Hong Kong e-sports players
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Scan the QR Code to listen to a
summary of the part of this article
about e-sports in HK.

N Download the PDF at
PDF by inky.hkej.com to complete
the listening comprehension
exercise based on this audio.

positive  actions.

THE noun “promotion” has several meanings
depending on the context, ranging from business and
marketing to employment and education. It generally
refers to the advancement, encouragement, or support
of something or someone.

In the workplace, a “promotion” means moving to a
higher position or rank. For example, “After five years
of hard work, Karen finally got a promotion to senior
manager.” In this case, the word is associated with
career development, a higher status, and an increased
salary.

activities that advertise, publicise, or sell products and
services. For example, “The company launched a
promotion offering 50 percent off all items during the
holiday season.” Marketing promotions include
discounts, free gifts, and advertising campaigns to
attract customers and increase sales.

“Promotion” can also mean the public support or
encouragement of a cause or idea. For example, “The
charity focuses on the promotion of environmental
awareness among young people.”

In this usage, it refers to spreading information or

Governments and organisations often run “health
promotion campaigns” to encourage good habits like
exercising or recycling.

Overall, the word implies advancing or improving
something —a person’s career, a company’s product, or
a social cause — toward greater recognition or success.
Conversely, the word “demotion” means moving to a
lower position, rank, or status, often as a result of poor
performance or disciplinary action. For example, “He
faced demotion after missing several deadlines.”
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Shifting your mindset for

group discussions

ANY students approach the HKDSE English Paper 4 group discussion with a
Mcommon misconception: they believe it is a speech-giving contest. They

believe they must wait for their turn to speak, deliver a prepared monologue,
and then tune out until it is their next chance to talk. This approach is critically
mistaken. The key to a high score lies in understanding that this is not a solo
performance but a group effort. Examiners are assessing your ability to engage in
interactive communication and hold a conversation with your peers.

Marking scheme

THE marking scheme explicitly rewards communication strategies that show you can
manage a discussion with others. A candidate who seamlessly interacts, supports, and
guides the conversation demonstrates greater linguistic and social competence than
one who simply states perfect but isolated ideas.

Becoming a collaborative speaker

INSTEAD of just stating your own point, connect it directly to what someone else has
said. This shows you are listening and value their contribution. Use phrases that act as
verbal glue holding the discussion together. For instance, use phrases such as:

“That’s a great point about [X], and it actually connects to what | was
thinking about [Y]...”

“I completely agree with Candidate C, and to build on that idea, we
could also consider...”

“Expanding on your suggestion, another benefit would be...”

A good discussion should also involve different perspectives. You can disagree
without being aggressive or dismissive. Introducing a different perspective during the
discussion demonstrates your critical thinking skills to the examiner. To disagree with
a candidate’s point, always acknowledge the other point of view before presenting
your counterargument, such as:

“I understand your perspective on [X], however, I'm concerned that...”
“That’s an interesting angle, but have we considered the impact on...?”
“I see where you're coming from, but | think that... because ...”
Another technique to demonstrate your ability to manage a group discussion is to
involve candidates who have been quiet throughout the discussion. This helps to

create a more balanced and dynamic discussion. To do so, pose a direct, open-ended
question to a specific person, such as:

“Candidate A, what’s your opinion on this matter? Do you support our
suggestion to...?”

AN Download ALL the learning activities (Vocabulary and Glossary,
Mini Mock Questions, Question Type Practice, Writing Area and

Listening Exercise, etc.) from inky.hkej.com
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“We have heard a few ideas including... What do you think we should
prioritise, Candidate C?”

Another strategy is summarising in the second half of the discussion. Take the
initiative to summarise progress. This helps if the conversation is going in circles and
shows the examiner you are tracking the group’s ideas. Briefly recap the key points
agreed upon so far, for example:

“So, just to summarise what we've agreed upon so far: we want to
include both urban and natural sights. Now, should we talk about the
potential difficulties?”

“It seems like we have a good consensus on [X]. Maybe, we can now
move on to discuss [Y]?”

Putting it all together

YOUR objective is not to deliver the best single line in the exam room; it is to facilitate
the best overall discussion. By actively listening, building on other ideas, and ensuring
everyone is involved, you become the engine of the conversation. This strategic
approach not only boosts your own score in “communication strategies” but also
makes the entire group perform better, creating a more positive and impressive overall
performance. Remember, examiners are not just listening for what you say, but how
you say it within the group. Shift your focus from shining alone to ensuring the whole
group shines together. @
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