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A business model that aims to
maximize IP value

As we utilize our popular proprietary content for multiple game platforms, we are also
actively turning it into movies, theater productions, and other non-game media. I — 4 Amusement facilities

This Single Content Multiple Usage strategy allows us to enjoy multi-level N rg (Café collaboration)
profitability. Moreover, we have created a cycle whereby increasing the brand power ' '
of each IP promotes sales of new games, which in turn draws user attention back to
catalog games as well.
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Captivate people around the world
with our best-in-class immersive content
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