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UNANED

nMsitedifaguirasdiie Anwanudululdlunsuszsndlduunin “eyuianaendin’
(Lifelong Kindergarten) funagnsnisdoansnisnaniasia Ingdinszinisuszgndlindnnisduszns
(aP) laun Projects, Passion, Peers kag Play w'mmsﬁﬂmL%aﬂmmmwumﬁmeﬁﬂizﬁﬁﬂm
Wiguiisuannsunanvlesunavaniussauanudnsalann Roblox, Discord, Spotify Wrapped, Canva
waz Duolingo admdenuuunzasmnunasianulanaulunisldndnns 4p waziltoyaldelsedng
Winanelugaed a.7.2020-2025 msidelideyanisniiannssauuszidesdns wnasuaznuisen
ARuilunsansivinis Tnedinseidaedsnmsduaneiidenidamam wasnmaivieuifisudia
nIANY

NaNFITENUIN nénnnT 4P annsoiiunsiidausiy afeemduiusiBannen uasaiuaing
anufndseuusud Idog1aiuszansnin lnsvheuaiuidedstunseduluguuuuisasady foi
1. nann15lAseINg (Projects) ﬁaaiﬁéu%Iaaa%wLﬁamuazwammmmum dealvisdnildiusiuiuuy
sud 2. nénnsauvadiva (Passion) ai1saundeslesmensuaiitunuauazgaunisaifiguilaa
Fofle viliAneuasinindiuiede 3. ndnnsiileunazemuu (Peers) afayumunazndngiumadny
PNFLFIT %QﬁmmmL%aﬁamﬂﬂdﬁ‘ﬁayjammwauﬁimmq uag 4. vannsiau (Play) aseuszaunisel
flaynauuuazasadelumsveass vilriuslaandifardsanazuisdufugdu nadnsdfiinude
msdszgnilindnnisiednuiutendsufuiloaangsuaadufimainsassd dwaliinaugni
fidsBunazanunsotanaldndnsnisidusuiiiutu nmanduanlduinig uasnsuusiivie s
mu%’aﬁmuaimmamimam Lifelong Kindergarten-4P Marketing Model LﬂﬂﬂiaULLu’JﬁﬂL%ﬂyjim’lmi
dmunsdeansnismanniavia nendelausuuzdmsuinnsnainuazfuImsUTuA

AENARY : BUUIANABATIN, NTADAEITNITNAINATIR, N1THAINTINVRUTIAA, vinnIs 4P
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Abstract

This research explores the applicability of the "Lifelong Kindergarten" concept to digital
marketing communication strategies by analyzing the four principles (4P): Projects, Passion, Peers,
and Play. Through comparative case study analysis, this study examines five successful digital
platforms Roblox, Discord, Spotify Wrapped, Canva, and Duolingo—selected through purposive
sampling based on their prominence in utilizing the 4P principles and empirical data availability
from 2020-2025. The research employs secondary data from corporate annual reports and peer
reviewed publications, analyzed through qualitative content synthesis and cross-case comparison.

The findings reveal that the 4P principles effectively enhance consumer engagement,
foster value-based relationships, and strengthen brand loyalty through a reinforcing loop
mechanism. The Projects principle enables user-generated content creation, fostering brand
participation. The Passion principle creates emotional connections through shared values, building
genuine loyalty. The Peers principle establishes communities and social proof more credible than
brand messaging. The Play principle provides safe, enjoyable experimentation spaces that
encourage exploration and sharing. Significantly, the combined application transforms consumers
from message recipients to co-creators, creating sustainable engagement measurable through
increased engagement rates, retention, and referrals. This research proposes the Lifelong
Kindergarten-4P Marketing Model as an integrated framework for digital marketing communication

with practical recommendations for marketers and brand managers.

Keywords: Lifelong Kindergarten, Digital Marketing Communication, Consumer Engagement,
4P Principles
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ﬂ'1s?{amﬁmqm'ﬁmmmiuqﬂﬁ%ﬁaﬁﬁ’wmmﬁashwiaLﬁaqmﬂguqué’!ﬂ@uﬁlﬂumi?{ami
NLAEN ‘ﬁdﬂmamwgaﬁgﬂixﬂ@Uﬂ’]iﬁ\‘iﬁﬁﬂﬂgx‘igU%IﬂﬂLﬁ@a%”]ﬂmi%’UiLLaﬂﬁﬂJij’Yﬂﬁﬁ%@ dlowmalulad
ansaumekazd sdauseuladliidrunfiunuinludiausesueg1aninewing n1sdea1snisnana
Fuusidsulugguuuuiiguilaalifisadudfuans widsnaneidugdsans fadeassdidon uaxd
HddIUTMAUNTEUIUNITNIINIAAIALAgRSY (LM 53308 Uazane, 2567) nsnanndviatulagdu
Fagnosuneineglurasnisiudsuntugyanisnatnuuy 5.0 f3 6.0 ey afumsaireufiuiusuay
Uszaumsaliannzyanaiineuaussaufonisvesiuslaaldeiauriais (Kotler et al,, 2023)

wiin1snainfdiassddnaninlunisidfeiuilnalaeg1aninaeng wifiwdgiuley mdfy

a a o

3 UsgnsiidenanaUsydnsuavesnisdedns taun Usenisusn Jeynianudndeaie (Trust Crisis)

o v v Y
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1nglFuase innirdeyalnenssaingudn (Kotler & Keller, 2017) #3158 083U UUMALFEIDIN
wusudliiannsoauanindedeuazanuyniuszozenls daaliuusuddnunndeusdaifuaiy
Mmelunissnwianudndvesiuslaa (Brand Loyalty) Usznisfiaes dyminisuianisidiusaud
w1234 (Lack of Authentic Engagement) LLazmsmmmﬁsﬂ’mﬂﬁauﬁ’w%aga (Data-driven Marketing)
wfazdelinusudidnlangAnssuduilnalddntu wifddlifsmemnuianssuiunsaieufuiug
wazn1sddiusiuegeuiase fuslaagnuenduiios “Wivune” vesteya luly “Wusding” Tunis
a$19assA ATy wagUsenisiiany Jeym1n15u1ai uil a§19a556 (Limited Creative Space)
iesandodiinvesszuunsiSeuslutegtuiidadunsudedusasmsussiiunaisUSmamnniiuly
WVIAAUAINTDIR LTS waTIA Tedunuiasieufetguifsatuiiiatululannisnain Aenisun
fuidnsuiuslaalunmsaiuasutsiiisraunisaidmiuwosud sldnsdeasnaneadunszuaunis
flFeuvsnenazanaugnumIensual (Resnick, 2017)

\WiemaulandUamitanulsznisdnedu WUIANBYUIANABATIN (Lifelong Kindergarten) vy
Mitchel Resnick 91n MIT Media Lab ﬁ\‘igﬂﬁﬁmﬁLﬂﬂﬂiaUéj’NS\‘ibLUﬂﬁﬁﬂwﬁﬂ%j\i‘ﬁl desaniduuudnd
annsaudtymnisnainndvaldlnenseiundnns ap il

1. Projects Aansieuilaenisasiioiviieaiimadnuase Ilunsundymnsvinnisiidiusiy
Tneidalonalvguslnratadoniies (User-Generated Content: UGC) wazdidaudasluniseanuuy
AanssusimfuLusus (Co-creation) ¥ilguslaawasuan “gSuans” 1Wu “gaireassd”

2. Passion Aousstuiadeuainanvaulanazanuvadiva Mlunseidgmeanudndededie
nsl¥msdeansiiaziiounmueiazgaunisaivesnguitiving (Value-based Communication) WiLns
Tawanuuumaies viliRanudeslomisensuaiuazauaisla

3. Peers Aomsuaniasuisoudiuiiioundoyuvy Tilumsudtymeuindefionu ndngu
M3dsan (Social Proof) frenisadrsyususeulatdfuslanaiuisauanidsudszaunisaiuasl
Auuzthdefunasiu Falnmnideiieunnnitfeyaanuusudlnenss

4. Play AemaiFeufiiiumsiau nsvaaes waznsnanfazaieassaasinl Tlunmstigminng
Matuiiadsassd densldiedesfodsaiivassd wu nslfesdusznourennumnadiadunssgdla
(Gamification) visewmalulad AR/VR teaisuszaunsaifiayn danuvnouazasndslunisvaaes

definsananuduinvesnisnainidvia Jgmiideduluduaudedeuasnisddmnsay
pasAIULANTmgufiannsnthuszgndld aziuldinnsdeasnisnataludagiudndudes
Fuindeulugnmsassujduiusifiannumne waznisesnuuunagnsivinliguslaafiunumannniinis
JudSuansiissdedies wuafa Lifelong Kindergarten FadunseunisanfivinzaudmsunisAnuily
pdail iosndeamatiunisdoudidaivasduarnisiduswidedos ieliuusudannsnans
Augnituiiandanassaduiuiuilng suitedulsdnmanndululdlunsdssgndldndnnig ap
1¢ur Projects, Passion, Peers wag Play W1fun1sdsansnisnain@ana i edvuariauisouas
fnguszasdfianusairuldlFasdunmstaunnagnsmsieasvesuusudluewian waluidmauiua
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MsUFUR naenaudidiuatvayunisaiisesdanuilvaluaininisnaiaddvad mdandyiunis
Wasuuasederiniiiluanissuil 21

NATetdendnen 5 unanvlesuRdanuuianzas Teun Roblox, Discord, Spotify Wrapped,
Canva uaz Duolingo Tnefimanaiiiininisuazidanagnddsd Usznsusn unaswosuimaniiduginly
msUszendldndnnis 4P sgnstnauuazyszauanudnsaluseauaina Ing Roblox uag Canva lanwsiu
Iuﬁmmia%’wﬁamiﬂmﬂ% (User-Generated Content %38 UGC) @ sd@anadasiundnnis Projects,
Discord Lﬂuéfmwwaﬁmsa%’wmmuaaulaﬁﬁLLsﬁqui'a (Peers w'%‘anwu?auﬁ’mmﬁau), Spotify
Wrapped agiioumsieansiiaiisnnuidenlownsorsuaiuazainamasiva (Passion 3oussudniuain
Auaula), wazanyine Duolingo tluduilunisldnagnsindfliady (Gamification #38n15UANNN
Uspgndld) fideuloafundnns Play (Msidsuiannsia) dsenisiiaes 1 5 unanwesuiidoyaids
Usgdndidflemeuazideiielsnnsenulsedtivesesdng nuddedidiuilunsansinms wazadnns
T auidawmeluraad a.a 2020-2025 vilannsadiessikazdaunseideyaldogisinny Usennsi
anu nsdAnwunariinseunqugmamnsTufivainvats dausnusaulal n1sAnw msdeans Tuauds
nseenuUUNTiin vhlfansnsaiunwsInvesnsUssgndldndnns 4P luudundiumnsnafu uazuand
Tiufsenuduanavesnneyuianaeatislunisdeasnisnanidsa

N1INUNIUITIUNTIY
WUANBYUIANaBAAIN (Lifelong Kindergarten)

Resnick (2017) lauauwiAneyuianaendinlagtesiinisiseusnangaindudesiseuillonia
)

] v A

v 12 . ° a o . j:l v
a319a33A1ATIN5UBIAUEY (Projects) e uludefinunasiva (Passion) ieussiufuiieu (Peers)

wazkauagaynauiy (Play) nannis 4P dagyioun1siseushuy Naen19iseusniaedn fieuasig

'
a

srmu3lasenuesunsasileri (Constructionist) 483 Seymour Papert (1980) fliilainnisisous
AetuldATandlefiFouatuassddsingg denues

nsaesIMIRAIRRIvaLazN1sTdusmvauslng

miﬂ%m'ﬁmm@LLUU§®U§ﬂ’1'§Lﬂuqu§ﬂa’N (Service-Dominant Logic) (Vargo & Lusch, 2004,
2008) Lauai1AuAINIINNITATIAMAISIUTY (Co-creation) seninauusuduazuilaa lilynisds
UBUAMANNEIA 1AL Waznguwd TalusIsus uslaa (Consumer Culture Theory) (Armould &
Thompson, 2005) %Wl,ﬁu'jwQU%Iﬂﬂa%ﬁqmmmmaLLazLaﬂé’ﬂwaishumiU%Im TuuSunAdINa Uy
wansliitudn iomiigldadatuies (User-Generated Content) (Mufiz & Schau, 2011) n13a§19A1a
Dugnwuldiiuuusud (Brand Communities) (Bagozzi & Dholakia, 2002) wazni1suszendldnalniny
(Gamification) (Deterding et al., 2011; Huotari & Hamari, 2017) Lﬂuﬂaqwéﬁﬁﬂizﬁm%m Tunsasna
RE G TR
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nsadgluviunineuaziodensJusanidesld

Tuviunlne Suidevanetuiiinunisussandlduudnnisussgndldnalnng (Gamification)
warn15id1usan (Encagement) Jafimnuisadaadiundnnig ap wiing WULAY warsilen laansnasn
(2559) AnwuuImenisiansiieuirsuuannisussgndldnalning (Gamification) fidanasienisi]
dusulumsiseus (Learning Engagement) Tuyiueadenniu Ingard (2024) Ainwinagnsnsnainfavia
WU Facebook Live Streaminghagnuiin1sasna msddiusiuvesuiinaduadedrdymeninudnd
YoaUUTUA LazddinanisAnudnunismaiasiudedsausoulall (Social Media Marketing) uay A7
AnAvesuusud (Brand Loyalty) Tnewusinisnainn1ud edsauseulayl (Social Media Marketing)
finansznudauinde ANUANATeLUTUS (Brand Loyalty) H1udauusAunaisde avulianddese
n3IdUM (Brand Trust) Fsdenadesiundnnisnisuanildsuisen iﬁ’mﬁaw?a@mu (Peers) fin
Lﬁ?j'aﬁaﬁ]’mﬂ;m%uﬁmmﬁﬂﬁfymmz‘ﬁ'miﬁﬂwwm Communication and Media in Asia (Communication
and Media in Asia Pacific, 2024) Wu11 Instagram, Line wag TikTok fI5nsnanonsaeasn1snaInLde
oy (Content Marketing Communication) wagnagnsaudusius gnéuudedanusaulayl (Social
Customer Relationship Strategy) @sagvioudenud1fayues Passion uag Play lunsdeans uAveil
FoulomguinsFeuifunguinisnain lnonsuszgndndnnng 4P arnunAneyuianasndindiiy
Uiunmsdeasnisnainaavia saduysmednifdslid swidelafnwegadussuuanneu Tasiame

S v

iuu%wlmmazmL%wmaﬂwmuwmmmmﬂmﬁ%ﬁa (Kemp, 2024)

IQUTLEIAVRINITIVY

1. LﬁaﬁﬂmmmLﬁuiﬂlmumiﬂizqﬂﬁiﬁﬁwﬁﬂmi 4P 91nUUIAA Lifelong Kindergarten fiu
nagndn1sdeansnisnannAdvia

2. \ieduaszsinalnannudianaziaun Lifelong Kindergarten - 4P Marketing Model 1{u

Y

NIBULWIAALGIYIAUNNITEMTUNTFRANINNTAANARIYIA

YIULYAVDINITIVY

vaulniieafuidavniidnen

mi'mUummummﬂmmiﬂi“a nA L e nnIg LLP INLUIAA Lifelong Kmdergarten (Projects,
Passion, Peers, Play) funagmsnisdoansnmsnaaiasiawiniu liaseunaunsaauuuiadavionisnan
panladl

vauLwATitigafunsaiRng

nMs3elAnwainnsdine 5 unanrloduiasta léun Roblox, Discord, Spotify Wrapped,
Canva Waz Duolingo fifinulaasulunisldndnnis 4P uaziideyaiBaszdndifisane nsidel
AseUARNUNAsHe SuBuTienalinsldndnnsfanauslififeyamsisauzilome
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yauLaiiigafuLan

msfnwlddeyaseningd 2020-2025 esannifutasiiunanie suAdviainisiulnes1e39ni5)
MNHANTENUYDY COVID-19 uaziifoyaiBsuszdnudidedols

vauLuaiieafudsnssausudeya

n1539elddeyaniendansieaudszdrduesuiym, SEC Filings, :181U3T8N150a79 Uag

NN TTRLNTdansIsaewintu lufinsiuteyaugugfinndlénurieduimsvesunanilosy

9ALHUN15IVY

JULUUYRINTTIRY

ns3feiidunmsiseidmmnin neldnsieneidaenans Tngldnsiemeiioudoud
nsdlAnvndundnmiuuuinisves Eisenhardt (1989) waw Yin (2018) & wnunzd1miunisd191a
Usngnisaidudeuluuiunaie ievhanmdila “eg1sls” (How) waz “uisizingla” (Why) 1o
audnsalunisussyndldvannis 4p

nsAALdaNNIAIRNEN

5398 ildn51dennsdlfAnwIuuULe1zas $1uau 5 uwanrlosAavasEnIngUa.e. 2020-2025
AN 3 Usenis Ae

1. fienslansiunsldvdnnis ap eghedies 2 ndnnsould

2. ffoyadwseindifieswenunasitdodiols

3. ARBUARNVIAINYANEDAANNTTY

nsdRnefidadan e

1. Roblox wwanWesuAidiauszinn Creator Economy Platform ﬁ;ﬂ%ﬁ%’mmmazﬂizmmiaﬂ
1AL Projects, Peers wag Play

2. Discord wwanWasuAaIalseLnn Community Communication Platform 1aaLAU Peers,
Projects ka¥ Passion

3. Spotify Wrapped wnannlo$ufidviauszian Annual Campaign Ainanerdumsizusngnisal
NTAIUSITU IAALAUATY Passion, Peers Lag Play

4. Canva uwanWosuAdINialszlan Design Democratization Platform lantauA1u Projects,
Play e Peers

5. Duolingo wwannesuAdviaUseinyn Gamified Language Learning Platform laatausu Play,
Peers ey Passion

undetaya

TiteyayAsgianuvaidedols 3 Uszinn Ao $1891uMaN15989U3E (Annual Report, SEC
Filings, Official Newsrooms), $18491U3380a19 (Business of Apps, n.d.; Sensor Tower, n.d.; Statista,
n.d.) LAZIUITENIIYINTT
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\n3asilafldlun1sade

matdeiildindosflonnsssnniiiingusrasdunnsinaiy Ao

1. ManumuasIanssa IWileademsumndammguianeAdedmauliieatu Lifelong
Kindergarten wagngun1snaInfIva

2. mAwTERduenas el neinsdifnuiiwseindandeyanfonives 5 uwanvledy
Tng9u59 WAT 129 uazdavanavydoyanunsoundnns 4P Famsnuyiuissanssunuvasteya
N1UN1TATIRABUNIINING LazT18ulseidvesesdnsiiindede TneiSouiivudoyaanunas

i A A o v Y 9] a & A A a s I3
AN 9 LW@UUSUQQWNa@@ﬂﬁQQﬂ@Qﬂ@Ha LLa%sLSUﬂiaULL‘U'Jﬂ@ ap LUuLﬂiaﬂN@IUﬂqijLﬂiqgﬁaﬁnﬂLUU§8UU

M1319MAATTYA

Y

WAUINTDUNITAATIEN 198AIAUAAITINAAINU H2TTA WarsULUUNAgNSAMSULAaEAaNN1TIU

Y 9
=2

4P fauandlunisned 1 nseuildidunmsgiulumsieszinnsddnviieliaunsaioudisuls
aghaluszuy

A1519% 1 ANSNTIATIERNTERAITNITNANARIVIAAINNANNTT 4P

LY
9

NaNN1s  AIIINAANMUTSUURNS AITIANITIATIENH sUnUUNagSTALATIEI

Projects maUalenalviguslaall 1. USuas UGC 1. wpagyuszian UGC
AIUTINATNATIARAIY 2. dp5sildslunts 2. MIUsEnIn/mseseda
yieiomitiinumang asradlom 3. N133IOBNUUUNAAT U
FAAURUTUA 3. anwaueN1sidT (Co-

created)

Passion  n1sdeanIAmAMTe 1. AUADAASDITENIN 1. Value-based
gALNsDifiaennded AALUTUATURUSIAA Communication
fupmudouazauawla 2. 526U Brand Loyalty 2. Brand Purpose/Story
voangulvang 3. Maidenloannsensual 3. SABETHANTENUNNS

GG

N 7 970 17
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naNMs  ANANARAMNTIUHURNT ATIANITIATIEH JULUUNAENSNIATIER
Peers  msasiunliguilan 1. yunanagnIsiiulnves 1. Community Building
wanidguauuaranie g 2. User
YUYUTIUNY 2. USu1ad Social Proof (N5 Review/Testimonial
Fv/Auugdn) 3. NMSIANINTTU/ATUYUYY
3. MIWNINTLINYUUY
Word-of-Mouth
Play NTEs9UsSTAUNITAIN 1. Engagement Rate 1. Gamification
aunauy Yasadelums 2. sseznanstufdunius 2. Interactive Content
NARDI WATNTLAUNIT 3. Anudlunsnaaes/iay 3. AR/VR Experience
Seu3
NANI5IY

a ¢y ey v o Y = =i W
HaNFIeTERtunsalfnwnandiliusuuuumsussgndldnannisdusenisiuansiaiuniy

USUMvRMAazLUTUA Askandlunisei 2 Felsenaunignagnsianty nangulielsedng uavimas
9198971n533aULle NM5IATIEYElIIENTIeBenas warnsIAsIeinsalAny) laesiusiudeya
a a (S s ‘ﬂ' ! awv daa 6 a 1 IS
NAgNINTIeuYTzdlesAns lenansdude SEC uarauddenanuiluisasivnis ¥aed a.e.
2020-2025 AnuULieievaslayalasun1snsiraeuiIunsiUSsuisuuvatoyanatswnaie v

TuleluANUYNABILALAIUADAARBIYDINANITIY
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M13199 2 MTAUATININTUTEENALINANNTT 4P MNNIAFNYILNaNBIUATA (A.A.2020-2025)

o ) Spotify .
wannIs Roblox Discord Canva Duolingo
Wrapped
Projects Creator Economy Bot & Server UGC Sharing Design Co-creation Course Contribution

(1sugiaaseassA) Creation

1. Hasrannndr 4 (MIassvenies
Y

U8

2. sglaTiuanefu
Hashandt 1 Wud
poaals (U2024-
2025)

3. N3 1,000
dusvuuihele
\ad8 820,000
AOAANIADIY
(Roblox, 2024)

Wsnaas)

1. gldasha
@sesildny
939071 21 A1
W@SNInaduni
2. finouylifuuy
YSuumaLes

3. lomiigldashe
109 (User-
generate

Content)

(Discord, 2023)

(Mswas UGQ)

1. M3uws UGC lng
flden 227 dusng
Hamsu (02023)
2. dnsuwesuinndn
60 &unasted

3. PIUWIUNI®
(Tweet) WiaFy
461% (U2021)

(Spotify, 2023)

(NM59DALUUTINAW)

1. fIHanugnase
31 35 g Uty
2. dmuiwannin 8
WALLUU

3. 95% gnldnulag
US¥" Fortune

(Canva, 2024)

(MsTdEIUTINES
ABSH)

1. flaildusime
waliemuuy
Community
Translation

2. pRsARNUALY
1NN 8 wauRse
3. fulonitgldaing
N

(Von Ahn & Hacker,
2021)

Passion

Gaming &
Creativity
(ANunadlvianu
WNULATAIT

#519a55A)

1. gl 16.7
Wugudludly Q1
(2024)

2. msldnuads
2.7 Filussotu

3. DAU 79.5 a1u
59

(Roblox, 2024)

Community
Connection
(AU
YUUU)

1. na1nsleanu
Wiy 280 Wiise
o

2. 78% MHnuite
Aanssudilallany
3. 88% sty
nauslden
(Discord, 2023)

Music Identity
HAPUNIUAURT)
1. inUsngnsal
NITAUTTT

2. 48m Engagement

3. g8n Impressions
2.3 fuduns
(Spotify, 2021)

Design
Democratization
(M3vilnns
DOALUULLNDGIE)

Language Learning
(wsatuaalasung
SEUINIY)

1. DAU 31.4 ausne

1. 80% V899A5IAS T Q1 (2024)
A 131% (2021) 14a1usn

2. 60% LA Iugmgs
3. 919918UaN 25-34
U (Canva, 2024)

2. Session LQ%‘IEJ 5
U 29 A9

3. [anadesotu
30 Wi

(Duolingo, 2023)
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Wann13s Roblox Discord Spotify Wrapped Canva Duolingo
Peers Developer Server Social Sharing Global Leaderboard
Community Communities (Mswvsuuulaga) Community Competition
(yuvurinimm) (QAUBINIRY) 1 psursinnndn 60 (WMTuszAUlan)  (Msudstuuuy
1. dvdniann 4 dueu 1. 185§ 21 Aunsisiel 1. MAU 240 &y ‘Wow)

2. Forum
engagement g

3. Iszuumsiseus
wuuiieudiediou
(Peer learning

ecosystem)

(Roblox, 2024)

auuvagnldarunn
dUai

2. @$vleslvgjgn
2819 Midjourney il
du1%n 20 41U

3. SUIAEUNUY
M1 4 MRy

(Discord, 2023)

2. WNSNTEIYUUYN
unanesy

3. \Jumsuendouuy
W3TMTangs

(Spotify, 2021)

318
2. Jldduan 190
Uszine

3. Jldaund
100 ausnedu
Agtavin@nwm
(Canva, 2024)

1. MAU 97.6 81

578 (Q1 2024)

2. fimsudedudiou
3. 13yusiueauuy

Social Learning

(Duolingo, 2023)

Play Gaming Platform  Voice/Video Chat  Interactive Stories Al Magic Tools  Gamification
(wanvlasuiny) (Msaunuuuuidss (osmuuuliney)  (nesile Al 1. Streak {4 9
1. a¥uusvaumsal  wawiile) 1. Toyaumamgniaiwuy 1. 16nu 800 drueuvinadn 1 Y
11AA71 20 AU 1. fllesldneou LAY LU Listening undwodoy  Tuld
Uszaunsal 2. Bot Integration  Personality Lag 2. 1574 2. fszuu XP
2. Engagement 167 3. 8ludanunsa Sound Town DONUWUU WY uaziala
Wl el USuusiale v¥lin1s  Matching wazwlauleviudl - 3. ansnsinsldy
3. Uniuiivaseuy THruayndu (Spotify, 2021) 3. Instant uwse Churn
159pd11im (Discord, 2023) Creation anas 21% (2020-
(Roblox, 2024) (Canva, 2024)  23)
(Duolingo, 2024)
Haaws GDP wseilsngla 445 a$1957lA 575 a1 Impressions 2.3 aseele 33 adesele 531

Auneaais (2024)
1. nMsHule 31% YoY
2. DAU 79.5 811

poaals (2023)
1. yaf1u3em 15
Wuauneaals
2. MAU 200M

Wudunds

1. msuanaaluuls
YnT1in

3. @519 Cultural

Moment

NuATUABAANS
(2025)

1. yae 42
WuauARaaIs
2. MAU 240 a1u

auneaans (2023)
1. 1@uls 43.6%
YoY

2. DAU 31.4 811

nuELnUn: MAU = Monthly Active Users, DAU = Daily Active Users, YoY = Year-over-Year. %’ayjamm’lmmﬂizﬁﬂ
SEC Filings LarTEAEinTInaoULd (2020-2025)
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wndsdaya: LONAITINELNT/TIBNUNNNTVBIUNAANDTY UargIutayaalifuassIeaUenaIvnssy Laun
Business of Apps, Sensor Tower gy Statista (AuAul 2568)

ANSAANUNANISIATIZATIUNTURN YN

(%
CYR R 4

PNMTAATIERUTEUTBUTIUNTAIRN W uNannasuAIaTIIuNanWasy KITenuuuuy uag
TorunudAgannsenmsiuanstsendululilunisssgndlindnnnsau szn1sainuuafn Lifelong
Kindergarten fiunagnsnsdoansnisnainfara

1. anudavgulunisuszgndldmuuiungsia lnsudazunanoissgndlindnnisdusenis
Tusgdumnandudud dnadunudnuazndnsusiuaznguidmane Roblox way Discord Lifusmiindi
WaNNS Projects Lag Peers LﬁaqmﬂLﬂuLLwaMWﬁmﬁ';ﬂ%'gwLﬁyamtﬂuﬂé’ﬂ Tuvaeiwnannasy
Spotify Wrapped LUU®&nNN15 Passion w'mmﬁa%’waL?Iaa'ina'auuﬂﬂaﬁ'asﬁaué’mﬁﬂmﬁ%msf[,%’
unanesy Canva a39aunaszninandnnis Projects uag Play oA eadoaieassAiidnfiadne
d2u Duolingo Husee 197 lania ulunsnaunauisdvdnnisegwauy sainunalnunufdfliady
(Gamification) & ¢ wansl¥iius1mdnnis Lifelong Kindersarten Lulgnsdsauvuieiudmsu
nngsia wiidunseuwnAefidangunazannsauuldldnamiun

2. NalNNTSTIIULUUR9RSLETUAGY (Reinforcing Loop) N5 iAsnesiuansliisiuinndnnng

[V
v

vied lilivihaudaszanfuuiioulouaziaiumdsdstunazdu sndaogna unanlesy Roblox ALY
Sunnsadiany (nM3adns Projects) Aonsamdnduainauauladiuda (n1sfl Passion) 910t
wdatunanuluguvy (M3udstunu Peers) §eagldudmdvunasidala afrussgdlaliiammnse
vugfinsruiuntsianuniad uluusseinadiaynauiuuazUasnds (n13i@uLUy Play) 29359hen
ogeradosuazdmaliglidanunniuiu Snvarnshauwuuisasiosuislddninluum anvlasud
Uszauanudisaisannsasnnglilildssezenuazaiadnsnsiiduimiigiesnaseliles

3. MmaAsurituunumvasguilna dedunuiiddyiianfenisivannsiedsautuaiienis
Wasuwdasiuguluunumeesiuilae an “§3uarnfisuedon Hu “msadrsasdimiu’
vangruannsdidnwinandiviindeduilaaldiulonalunmsaiunudsinuadlavuyuvuiiaiuayy
videegneldussenafivasads wanwiazdsuanmadu “gnd1” sndu “wusiing” nieusius
“panusud” Auuniuaratvayuiusudlasafasle ysngnisaidifulddaauandeys User-
Generated Content Ul Roblox ﬁﬁzﬁaﬁfmfh 500 dMumeaansansy (Goldman Sachs, 2023) #388131
N15LY3 Spotify Wrapped ﬁqq5waw§uﬁmiwaﬁuuim%aﬁLﬁanﬂﬂ nswasuudasiasieudanis
Wasuruannsaanuuunsigsnssudumdn (Transaction-based) lugnnsiduadaninuduiug
(Relationship-based) %qaamﬂé’mﬁ’uﬁﬁmqmﬁmamqﬂ 6.0
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nsdaaTenglaaaldeysunns

NMsfaukagleTeinanTIdededu fideldduasizinalnanudnsauaziinu Lifelong
Kindergarten-4P Marketing Model LﬂuﬂiammﬁmL%agimmsé{’m%’umsﬁ'amimimmmﬁ% ia Tunail
Usgneuseanuduiidonloeiu feil

Fuiinile wé’nmiﬁyugwﬁﬂizmi JussAusznoundnvesluma laun Tasenis (Projects)
AennsliflenaduilnaaireassAnasuvesmuies mnuvasiua (Passion) Aonsidenlesiuamauay
oaumsalfiguilaaidofie euuazyuwy (Peers) Aonisadnaguyuuazniaiioussiniu uaznisiay
(Play) M3assussemafiaynauuazUasnislunisvaaes

fuiies nalnnndeules uansdennuduiusiuuasaiumdsseninmdnniaied nousias
ndnmslalldvinuuendy uiduaiuuazduindoufeiuwasiy ahamdnudanniifisty Fadumaue
fimsldudnneiedsuduidinadnsiinniinisldusniie:

Fuiiana nadnsmenisnann wansiwansznuiitaldluausedu Ae 1. sedunginssu Taann
Fns1nn3ilaausau (Engagement Rate) anilduuunasmasy (Time Spent) warUsinaniomitldan
(UGC Volume) 2. sesusiauni aarnanufisnela (Satisfaction) aal4279la (Trust) wageudsla
uug1h1 (Net Promoter Score) wag 3.5¢dugsfa Tnaindnsnisnduuilde (Retention Rate) yae
nARATINYBINAT (Customer Lifetime Value) Wagnmaidulasiunisuensa (Word of mouth)

fadalnnadlilfidufionsovumfammgul uiduedeslodwidaiiinnsnainaiuise
thluuszgnaldlenga Tnsannsadudunnmsiinngiinuusudvosmuiidnennlundnnislauindian
Mntuoonuuunagnsidenlesmdnmaadididetuog 1duszuu uasTonalunaredfieusulss

ARG RIIG

aAUsIHANTTIY

MAMFIATIERILUTUANSEANY WUImdnnsausnsamsaUsegndldiunisdeans
nMsnanAavialaegiefiussansam lag Projects Browasuguslanangfuansidugdsinaisassd
Passion Headimndenlsamersunl Peers Motaiuaindedeiundngiumadsay wag Play
PavafrsUszaunsaifiaynuazdadu dwaliAnanuyniuuazaudnfdeuusudluszozen naln
fananagiioudn “msoenuuuiansauliguslaaiunuim” WudsdiAnmsidusaugt msvende
warnsBudumsdsay Fehlimnuduiusseninuusudiuiuilnaudusdusgadeios namside
d0nAAOINULUIARA Lifelong Kindergarten 994 Resnick (2017) ﬁ'Lfiumsﬁaufm‘j‘qa%’waﬁﬁwm
Projects, Passion, Peers Wag Play ImEJLﬁaﬂﬁzqﬂﬁaju“iuwmimmmﬁ%ﬁa paRUsEneUdaINsauUas
WJuianssu iy meﬂﬁgﬁamﬁ;ﬁ%’a%ﬁu (UGC campaign), N15851398535A 301U (co-creation),
N158319YUYU (community building) kagn15ddIUs I (engagement) Lﬁaa%f'mawhﬁ'wLLazsusnstﬁﬁ
dusluguuesulal dawadensiuiamen AnukniuneITIal WagauiNAdokUTUALUTEEEET)
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¥

wanINGaannaesiuiwIfnnIsnaInga 6.0 NiANudAyivUsEaunIsaluuuAua LaznI5asne
AuATINRUsENILUTUAT U UTIaA Ferigedutgdnisdeansiiiulssaunisaluasnisidiusiud
LIl eHaE NSNS UNINNIINTERNTUUUNILAE?

39ARINFIINNITAILGNITAAILA

31NN15FUATIZINAN1ITY §3T8lawau Lifelong Kindergarten-4P Marketing Model 1du
nseULANBIyTaNMsTesuenalnmuduiussenitemdnns 4P fuwadnsnisnsnanadsia lng
Tuwwaiuandlidiuinndnniss 4 lildvhauuenanty wilanudeslosmuisduaiudstunas iy
asAUsznauvasluag

1. Project ifusingu ialemaliuslaradradomuasddudmdugnduduiiddy ¥ili
quslaawasuain “g¥uans” 1y “fadreassd” Fahlugmsaiisassdsauduy uagiiiunisildiusu
SRR ELRLY

2. Passion \Juussduindou nsdeansnuruazgaunisaifiaenndestuanudevesiuilan
afrausegslanneluidedu ilinstdusuilildudionssutangm widudw samdudrunives
dndnwaluardsnaliAnarmAnAsdeuusudfiuyiass

3. Peers 1uivens msadrsyuruiiguslaramnsauandsuyssaunisal sanslimuuzi
Faftu uagfuvhmihidundnsumsdseuiiinduannninisdoasnnuusudlaenss yuuuiiduudey
Peveenansiidumazaisenideielrtunusudegaudusssumna

4. Play Wusiss msahadszaunsailaynauiunazlasnds anglassalunisidnsunazaing
anuUsgiiulafidai
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UGEC Campaign Co-creation Engagernent

& o w P o - .
unnwiglesiglai iy ATIATHATIATINY QTR TEtT

Gamification Value-based

n1slisusenauny Communication

UINTEAULSIRALR AsdaaTIE AL
LLERE)

o Brand Loyal
Interactive Content Tuwnawannis 4P / o o ty,
X e . - o p ’ AL NARBLUSUA
dWownBdlamauls Play ™ nsEsufidlaineand Passion \ FRBILELE
- <
ARNR Experience N l Emotional Connection
Ussauniseiaiouaa . L AR
N Peers - s i
",_‘J_.—/,F‘\\ FHER UL TUA
Community Building Social Proof Word-of-Mouth
nsai gy wanguadau NsUaNAg
L o s
yanwal
ANNENNUSIAEATS

—————————————————— 2193La31MA9 (Reinforcing Loop)

A 1 Lifelong Kindergarten-4P Marketing Model
: (lunalageide)

wiiluma Lifelong Kindergarten 4P Marketing Model 1‘71'ﬁaﬁaﬁwmﬁuﬁﬂﬂﬁgﬂﬁﬂﬂwﬁﬂu
BeuftRluriananvesnisise wianmsafmuauuimsnshluldlusueniiieairsnmaisdossnsld
Tnoiaualsivuisnuniofusznounisiilnadlunaasdlilusduuulassnisihdesiiunisesnuuy
wALN15Aa1nAa a3 eueadUsenau Projects, Passion, Peers wag Play L1iufanssy 1wy
meﬂﬁy}ﬂj’e}mﬁ;ﬂﬁﬁa%ﬁﬁu, N15a39ATIATINAY, N1FATINYUTU UazNISUBNGE TuszeviSudumsiden
wAndAaat nieuinis 1 nqudvanedidaiau uaginsianssumulueaidusetasan nieudmun
fEYenounazndanmseiuay laun N138dIUsI, MITUIAMA, nangIunIedny 5208957 59
NARWSIEZEN LU AuRTUN19esual wagauSnAdeuuTuRaIntuiassduse wasazlunidou
diousuugdluealdimng fuusunuesesdng foureenaluduunmdgmiomisenudusely i
wamsfananazellunaaisnuaiudinagrdias i foRldeedeliles
NalANISVINUIWAUVBINANNTT 4P

MnMsieTinuTmdnnie 4 Sarudenleduzluuuisenaiumdsiuduain Projects
a%’mﬁjuﬁiﬁ’ciu'%lnmmmaaﬂ, Passion ¥ A15LAN00NT U AN BLATANF BT B9, Peers
Pagvgonanazaiiansgilannygusy, Play ivilinszuaunmsimundudosmynuagliung au
n&uLEsy Projects Tnalnnsyieuudaungadu
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Gz’J’aLauaLLuzL%aﬂﬁﬁ'amnIuma

L Gunmaiaszinmaiusud Tneszyinuusudiinuamdneslsfiaonadeiundnng ap
wnfign wozSudunvdnnsiunou wiuflssneraldia 4 ndnmaendeuty

2. a¥iiuiivaendvdmiumananes laefuilnadesidnuasndelunisuaninufaiiu a3
oy wasfidausalaghindigniansaiviognindu fadunsaiendninusidmiugusy uaznisgua
yuyuIadudedidy

3. Wanuddnyiu anuuiasuazanuaenades (Authenticity) 15deansnaAILazgALNTE]
aeadusaiuazasnnaanunisnszyinvesusud Juslaalugafdaaiuisansiaaeunuassladng
Frduarunidaladuiiugruvesenmindoedie

4. Mgwalulagogramunvaniungudmanewasiasudszaumsal lldasanududoulagly
Jndu

5. YANARY19TOUAIY UBNIINAIE TALTUT I @FN1N150@IUTIN, NS0, BATINTT
Wasuidugnd) msianaiBsnuninie 1wy anuidniilreuusus, aunnueanisiidisiu, quany
YosuYY LayAnuinAroLUTudszaren o ssiiumud S aenauviass

YDLAUDIUE

Horauauusinly

1. dwsuuseneunisuasiiun1snainvedssna lneeniz SMEs arsdwanis3deluldidu
wuavnslunsendiuaud Ayuein1sky 4P ludeannidva Tnefnundadfidesusuluwdazdiu
TWdn nauseid Sanadnsnianisnain 1wy N1355USWUTUA NSTEIUTIN BBAYIY UTBTNTINTINHULN
ot iloUseifiuneunasndin1suuunu

2. dmsumisanuviessdnsiaduayulusznaunis SMEs aslinansideriesonuuunis
ousuvdeRilalsfiRAsTUNTUsEend 4P TuuTummsmannddsia Taswfunisuuas “nagns” Tmdu
“Uuunuivildase” wandeusunisinua

1 1 a 1%

3. dmUUIMswUsUALarinNIIRAIn MITRANIUNANTENUYEINITIY 4P fa Yad1msIdu

Y
v '
A A v (%

uazyafInasneIgnsltauvesgndluguszezem lnaiiudeyasdeideazldmdiaiiaenadosty
Whmneuusud Wietiedindulaamumsnsnainegisliveua

a. dwmiudauadouaryuvuoouladvesuusud msimuavdninusidmiugruidauieains
fufinnsdeansiivasnste anaudauds warduaiunisddiusanedununzay deisatuayy
amdnwaluazanuiidedevesuusudlusyezen

Foruauuzlunsiiseafudely

1. MSiNLIALATANLMAINTANBYBINGNFBE1 wagRinsaTeudisunassinngsiaie
gnamnTsy Welinansiduasuidednedslinnelu
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2. M7MITITYRUUNEAN WU KUUARUNINTINAUMTRUA BalTEN nTaTeyangAnssuan
Yoansiavia wlelildiauuniauazaudn uarandediinnnmslideyanuumenunuies

3. mindsnsosuisaudumadunalidniy mssonwuunisidouuunaaomiofmeaas
[lennaeuIN1sUsy 4P dsnareradnnisnismanneeisls

4. msvhmsAnuudeszezeniilofiamunase yarns1Aud Lazyarinaenetgnsldanuyes
gnéllesanidunadnsiiasannim

5. MIfaUILAzATIIEoUANNINYBLAS Bsla Tl g AU LT UNlne WU Anfisatazady
p3epaUUTn Sdsnstmuadad ianadwsnansnaafiaenadoatulssinmunanledy
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