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Building an Identity

- 8-12 year-old girls are leaving childhood and beginning to synthesee their adult identties and personal style.
- Who am |7
- Where do | fit n?
- What s cool 10 ma?
- To understand how today's tween girls are shaping their identibies, we must understand the influences in ther Ives
- What inspires her, who 13 informing her, and what motvates her
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Inspiring Personalities

-Some of the most popular tweean brands are based around a sst of characters wath archetypal personalty traks

-These archetypal personalities have traits that are universal, which makes it easy for the audience to relate to them

- Through these characters the tween girl will understand how their own interests concide with these personality traits so they can begin to
understand where they fit in among their peers
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Inspiring Personalities

- The Beacon Street Girls are Charlotte, Avery, Maeve, Isabel, Katam and one dog, Marty, each with distinct backgrounds and personalibes,
descnbed in the book senes and through an interactve website. The websie goas into further detail of therr Invea and encourages gris to leave
comments in each character’s communities. k also features a dress-up game for girs to style ther favonte character- they can choose styles,
fabnics as well a3 acceasones ke shoes, bags and jewelry.

- The wildly popular High School Musical production from Disney has a quiz featured on their site to determine which character you are like

- Tween band Girl Authority features 9 girls all with their own distinct identities, with a tagline that exclaims “Be the girl you want to be!™ The
group soid 73,000 copies of their debut album through wiral marketing alone.
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Aspirational Characters
-ldealized characters show the young audience what is considered “cool”
-Thesa characters inspire tween Qirls to shape their nterests to what 18 popular among ther peers
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Aspirational Characters

- The mult-millicn dollar Hannah Montana brand is based off of the Miley Stewart character that struggles in her life with all the same problemns
of a normal teen, but at might she throws on a platinum wg and becomes the self-assured pop star Hannah Montana. Her extraordinariby
talented alter-ego is kept a secret from everyone except her closest fnends and family.

- Tween book 3en2s The Clique follows the Iife of the five girls from Westchester County who happen to have a preoccupabon with 10oks,
fashion, makeup and wealth The books flow with dialogue of luowry brand names leaving a young audience with a keen sense of brand

Swarangss

-CW's Gossip Girl is basad on the life of an UES group of teenagers that just happen to be much cooler than anyone you know.
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Inspiring Reality

-Popular reality shows depict real characters and the traits and talents that make them popular

-These characters have the potential to be more impactful simply bacauss they are real

-Shows like Amencan ldol and Amenca’s Next Top Model that depict the transformahon of a regular person into an wdealized character, generate
added excitement for the tween audience through the potental that fame can happen to anyone



Inspiring Reality

- Fox Telewimion's American ldol pulled 12 million votes for last season’s Idol final, with a large portion of their audience in the Pre-teen, Tesn age
group. The show successfully puts together an in-depth look at each contestant, teling the story of how they reached the chance to be an Idol.

- The challenges and drama of Project Runway show the fascinating backstage of fashion design. The accompanying website of the show
teatures weekly challenges for viewers to parbCipate in the process as well as an interactive fashion dichonary 10 educate the wewer on garment
design

- BEach week viewers can watch model hopefuls be transformed into glossy magazing spreads on America’s Next Top Model amidst a
whirbwind of drama that maintains an interesting dynamic for the show
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Inspirational Axis

- Insperations for thes market fall along a spectrum of either being wholesome or edgy
- The characters inspre the audience to ether pursue their creative talents, or develop therr personalives through consumphon



Implications of Inspiring Characters

=Qpportunity to relate
- Stones enable tweens to Magine the "y mcture™ and put their
anxieties at ease
-Well developed characters are like them
- Complex feelings and relationship 1ssues
-Varned interests in art, sports and popular culture
- Baing relatable s a catalyst to capture and maintain attention until the
audience no longer finds the characters 10 be relevant to their lves

=Opportunity to inspire possibilities
- Characters who have the same real kfe 1ssues, yet nse abowve and
transform into stars
-Hannah Mentana = awkward girl by day, self-assured rockstar by night
-High School Musical = the new kids who land a lead part in the
school musical
-Amencan Mall = Mall janitors make it big as a rock band
- Tweens relate to these characters by watching them realize ther own dreams
of popularity
- They spark interest and prowde motivation to develop talents

=Qpportunity to shape personality
- Insprational characters inspere their audience to be like them
- Interast in the characters can influence therr future choices to further sohdify
the tween girl's own personality

11
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TWEEN ACTIVIETIES
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Personalized Play

- Entertainment opportunities for this age group focuses on the ability for the user to personalze the expensnce

- Through the exploration of personalizing activities, the tween continues to develop ther tastes in dasign and fashion.

- Seff-promotion then becomes an important aspect of this kind of play, enabling tweens to show off ther personalibes and recens feedback
through peer acceptance or rejechon
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Personalized Play

- Real and virtual world Webkinz pets span the dwde between pivyeacal and virtual play. The plush toys come with a umigue code that owners use 1o
officially adopt therr toy online. Kids play games on the webaite to ean KinzCash which they can use to perscnalize their pet’s room. Connecting with
fnends in Webkinz world allow the users t0 show off their roDims to others.

- Celebnty dress up game, Stardoll grees the players the chance to style ther favonte stars with trendy fasheons and complete the look with accessones.
There 12 alao a Me Doll ophion, to create yourself as a doll and purchase wrtual clothing and accessones with Starpaints earned by parbcapating in the
webaite features. Then, the user can spontaneously try out 2 wide range of style profiles. The site now has over 20 million users worldwide.

- Self-promotion 15 made easy by Piczo.com, which offers ready made templates and features to design a personal webpage that reflects a teen’s
personality. No techmical skills required.

14
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Technology for Tweens

- Products made specifically for tweens emulate ther adult counterparts in an only shghtly less sophisbcated manner

- The tachnology enables them to explore their interests with simplified products that makes play fun, not overwhelming

-Becauss of outlets like Piczo or Myspace, the potential to be heard and gain fame among their peers and beyond s an attainable fantasy,
motivating the young audience to exploring pursuits like fimmaking and music

15
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Technology for Tweens

- Aspiring filmmakers can prachce therr skills with the Disney Flix Digital Camcorder. The accompanying Disney Director software exposas
tweens to film ediing, allowing users to play with editing clips and adding sounds and graphics to the wideo.

- The Hannah Montana Guitar is smaller than traditional guitars, making it easier for small-statured tweens to pick up the instrument and lzarn
how to play. The instrument also retails from $149, making it a less risky purchase for parents to let their tween explore an interest in music.

- The Firefly mobile phone, targeted especially for tweens, includes a flyKicks feature with a software applhcation that allows kids to create
video shde shows, edit pectures and even edit music files to create personalized nngtones.

16



virgual

Fhaia Holow Scor Dol
Habbo
Chibk Penguin
My Lirs Pz
Diersy Dirackar
) Webkinz Softwars ) .
social arcistic
quizzsa
Diaresy Flix
Vidao Camn
Stickisra
Hannah Moribana
ukcors

physical

Spectrum of Actitities

- Play for tweens i seeing a shift from the physical world o the wrtual world with many more options linking tweens to others wia the internet
- Much of the offenngs for thiz age group focusas on developing social relationships either on a local level or worldwide

- New technologees are enabling tweens to express ther creativity through specialty consumer electronics that are just shghtly less sophesticated
than their adult counterparta

17



Implications of Tween Activities

=QOpportunity to develop through virtual play
- Technology enables tweens to spontaneousty explore ther preferences and tastes that
support their unique peraonaltes
- Ability to quickly and constantly explore through personalizing virtual worlds and dolls
again and again
- Kids learn to dewvelop who they are and whers they fit in by parbcipating in the
webaite communies and interacting with other unique tweens

= QOpportunity for self-promotion and comparison
- Social networking sites allow tweens 10 show off ther artishc talents by developing
peraonal websites that promote ther uregue style preference
- By searching other memebers sibas, the tween can compars their tastes to others, be
inapired by the differences, or further understand ther likes and dislikes

- Opportunity to explore talents
- Technologwes specihcally made for tweens with a less expensive pnce point create an
opportunity to explore muthple interests in order to understand better therr natural talents
-What results iz a natural inclinabon towards discovery through tnal

18
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Informing Positive Development

- Information sources that focus on positive development through wnting about how to navigate dificult stuahons tween girls ind they are facing
at thes stage in their lves

- Reading adwce and hearing stones from other girls their age help to ease ther anxeties while they are in transition

20
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Informing Positive Changes

- Discovery Girls offers arbicles and inspinng stones that help tween girls nawigate through the dificult changes in their relationships and Iives

- From the publizhers of Dscovery Girls, The Fab Girl's Guide book senes goes in-depth into specihic imsuss that are relevant in tween girs’
Ives

- The Daring Book for Girls 15 billed a3 a manual for everything a young g nesds to know, including stones on female heroas in history, secret
note-passing skills, science projects, fnendship bracelets, double dutch, cats cradle, the perfect cartwheel or the eternal mystery of what boys
are thinking.
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Fashion and Popular Culture

- Magazines that cater to the trends in teen culture, from fashion and beauty to celabrity gossip

=Informs tweens on what i popular, helps them to develop tastes that will be accepted by ther peers, and gain self conhdence by doing so
- These publications dynamically display information that i exciting for the reader and reflects their passion for their culturs




SHGPFIHG Bl-:}WUUIT Freebies & Coupons Inside!

'Hl'.'ll.JE'\Br'IE
FAwnsome Shons
“Flirty Makeup a

FREE

ank Top, The Best

F{-ﬁﬂl Glﬂtt%‘e

For Your Bo ‘."r

Hew hddiclion Alert; Peisse aus

Fashion and Popular Culture

GIANT zac & cole POSTER

o & &

i
£
|'I'Il5-l: Narscops = 1Y 4 ouizzes I'r'ln'ql'h-s.

first bock
(= e p g
oG Eiholos

- Teen fashion bible, Seventeen, informs tweens and tesns of fashion and beauty trends among ther peers. Aricles also help to develop healthy

gQrooming, beauty and exercise habets that can have a signihcant impact on a girls salf-estsem.

- Keeping up on popular culture builds confidence simply by the feeling of being in the loop. Teen People informs teens of the popular celebribes

that inspire thair lives.

-J-14 follows all the teen celebrties with dynamc layouts, everyday photos of celebrbes and profiles of celebrity fashion.
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Spectrum of Information Sources

- Popular tween informahon sources seem to fall in two distinct categones- informing development, or informing fashion and popular cutture
- Both mides of the spectrum have proven t0 be signmcantly relevant to ther audience
- An opportunity exists to inform this age group of relevant independent culture and cultrvate a positne community of leaders in culture.



Implications of Informative Sources

- Opportunity to gain credibility
- Knowing what 12 refevant to the consumer and caprtak=ing on informatree features that wall
sohdify the brand as a credible source
-Develop a portal to jump to links that they regularty wisit or new ones that will nspire them

=Opportunity to react to current tastes of target
- Informing cursehlves with the information that is informing the target market will help us
react quickly to what i relevant in thaar lives

- Popular fashion trenda
- Celebnty media influsnces
- Izsues affecting the target market

- Posstvely impact their inea with resources to help them nawgate changes in thewr Ives
-Links to articles
- Polls for opimons on \sues

= Opportunity to expose our audience to new and exciting interests
- Most information sowrces only follow popular culture
- Inapre the consumer further by informing them on indie culture, expanding therr choces
-Help them set themselves apart and fesl good about themselves for being a leader

among their peers
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