ﬁ€)
———————————...—

BUSINESS MODEL BY UNITS

Business Model of the Digital Unit (When In-House IP Is Used)

Customers (Fans)

Downloadable content,
updates, events

Downloadable content,
updates, events

Creators

Development Partners Collaboration

Digital Unit

IP usage

l
Other Companies RHE

MAIN STRATEGIES

Promote game portfolio
Strengthen development capabilities

Challenge and expand IP axis businesses

FY2027.3 NUMERICAL TARGETS

¥460 . 0 billion
¥5 1 . 0 billion

Segment sales

Segment profit

Note: Results forecasts are as of May 2026.
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Coordination
Other Units

Bandai Namco Group

FY2026.3 RESULTS AND RELATED DATA

Sales by Major Category

NETWORK CONTENT

¥228-5 billion

HOME CONSOLE GAMES

¥199. 1 billion

Network Content Home Console Games

OVERSEAS SALES RATIO*

42,

* Ratio of network content sales generated

TOTAL UNIT SALES

45-8 7 million units

FULL PACKAGE DOWNLOAD SALES RATIO

57«
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