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Business Model of the Amusement Unit

Developers

Stores

Customers (Fans)

Provision of products
and services

Facilities Operated by
Other Companies

Production /
Development Partners

MAIN STRATEGIES

TRANSFORM 2.0 - Promote business innovation
CONTROL 2.0 - Enhance internal controls
UNITE 2.0 - Promote collaborations

SUSTAINABILITY - Build a sustainable
business foundation

FY2027.3 NUMERICAL TARGETS

¥155-0 billion
¥10-0 billion

Segment sales

Segment profit

Note: Results forecasts are as of May 2026.

BUSINESS MODEL BY UNITS

Bandai Namco
Group

Other
Units

I Coordination

Provision of
products
and services

Directly operated facilities

Sales / New versions
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Amusement Unit

Collaboration .
IP usage approval for commercial-

ization, events, campaigns, and
facility planning

Rights Holders

FY2026.3 RESULTS AND RELATED DATA

Sales by Major Category

AMUSEMENT MACHINES

¥2 7- 9 billion

AMUSEMENT FACILITIES

¥121-9 billion

Number of Amusement Facilities (Global Total)

DIRECTLY MANAGED REVENUE-SHARING

FACILITIES FACILITIES*
234 facilities 907 facilities
OTHER DIRECTLY MANAGED TOTAL

FACILITIES

109 wciiities 1,250 sdities

* Contracted facilities for amusement game operations under a revenue-sharing agreement
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