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My name is Asano, and I am the Executive Managing Director and Chief 
Financial Officer of Koei Tecmo.

Thank you very much for taking the time to attend our financial results 
briefing today.

I will now provide an overview of the financial results for the second 
quarter of the fiscal year ending March 2025.

2



KOEI TECMO HOLDINGS
FY2024 2nd Quarter / Financial Results Explanatory Material (With Notes)

<Script>

The consolidated financial results for the 1st half are as stated.

Key developments include a focus on existing titles in both the console/PC 
and online/mobile sectors.

Regarding non-operating income and expenses, we maintained a bond-
centered portfolio, allowing for agile responses, which resulted in exceeding 
the previous year.
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Here’s the differences from the initial performance forecast.

In the mobile sector, while sales of our titles launched in FY2023 did not 
meet the initial plan, the revenue exceeded our expectations, contributing 
positively to operating profit.

Additionally, the performance of back catalog and repeat sales in the 
console sector surpassed our plans, and cost reductions in outsourcing and 
advertising expenses also contributed to operating profit exceeding the 
initial forecast.

4



KOEI TECMO HOLDINGS
FY2024 2nd Quarter / Financial Results Explanatory Material (With Notes)

<Script>

The main expenses and personnel numbers are shown.

There has been no significant change in the trend of investment in human 
resources, and we continue to actively hire and increase base salaries. 
Personnel expenses remained at the same level as the previous year due to 
the impact of performance bonuses in previous year.

Outsourcing costs include development expenses for titles to be released in 
the future, as well as server costs and debugging expenses.

Additionally, while advertising expenses include costs for advertising our 
online and mobile operating titles.

There were no one-time costs related to collaborative titles or advertising 
expenses associated with new title releases compared to the previous year. 

As a result, costs were reduced, positively contributing to our earnings.
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The sales and operating profit by segment are as follows.

As explained in the consolidated results, the entertainment segment 
performed accordingly.

In the amusement segment, while the contracted development sales for the 
SP business decreased compared to the same period last year.
For the amusement facility business, the new store that opened in July 
contributed positively, and the sales from existing stores exceeded the 
previous year's figures, resulting in an increase in overall sales.

The real estate segment saw an increase in profit due to less maintenance 
and management costs for existing properties.

In the other segment, we recorded management fees for the funds we 
invested in within our venture capital business.
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Sales by region are as follows.

The sales ratio between Japan and overseas remains similar compared to 
the same period last year. 
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The breakdown of sales in the entertainment segment is as follows:

In the previous year, there were new titles in both the console/PC and 
online/mobile sectors. 

However, this year has seen a focus on existing titles, which has led to a 
struggle in sales compared to the previous year. 

Despite this, contributions from last year's titles and established franchises, 
along with improved profitability of mobile titles, have resulted in 
performance exceeding initial expectations.
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The total number of units sold globally in the console sector reached 2.66 
million.

The overseas sales ratio accounted for 66.2% of the total units sold.
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Here is the sales trend in the online and mobile sector.

In the first and second quarters, sales remained relatively flat.

Due to the stable performance of existing titles, the sales recovered 
compared to the previous quarter.
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I will explain the performance forecast.

The full-year performance forecast remains unchanged.

As of the end of the second quarter, results have exceeded the initial 
expectations. 
However, considering that new titles in the console sector are concentrated 
in the third quarter and beyond, as well as the trends in the global economy 
and financial markets, no revisions have been made.

Additionally, there are no changes to other assumptions on initial forecast, 
and we do not anticipate risks, which is not regarding business performance, 
such as one-time expenses.

This concludes my explanation of the financial results for the second quarter 
of fiscal year 2024.
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My name is Erikawa, and I am the President and CEO of Koei Tecmo.

Thank you very much for taking the time to attend our financial results 
briefing today. I will explain the mid-to long-term management policy of 
the Koei Tecmo Group.
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This fiscal year marks the final year of our third mid-term management plan, 
and the progress of our current key objectives is as shown.

We anticipate that all the titles we aimed to release during this period will 
be launched. There were both achieved and unmet targets regarding sales 
volume and monthly revenue.

We will continue to challenge ourselves to meet our goals, including 
achieving an operating profit of 40 billion yen and creating AAA-class titles.

13



KOEI TECMO HOLDINGS
FY2024 2nd Quarter / Financial Results Explanatory Material (With Notes)

<Script>

I will explain the mid- to long-term direction.

As a long-term milestone toward our vision, we aim to be among the top 10 
in the world in terms of operating profit in the digital entertainment 
business of game companies.

As of the end of fiscal year 2023, we are ranked 14th globally. 
We recognize that our development and publishing systems are still in a 
growth phase, and we plan to actively expand our structure.

Even as we work on building this framework, we aim to increase operating 
profit at a rate of 10% per year, balancing growth potential and profitability.

To enter the top 10, we believe it is essential to create diverse titles and 
release major titles annually.
We are currently working on formulating our fourth mid-term management 
plan.
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Our vision is to be the "World's Number One Digital Entertainment 
Company."

Achieving the number one position in operating profit in the digital 
entertainment sector is a very high goal, but we aim to grow step by step 
while honing our skills.

In the third mid-term management plan, we moved up from 17th to 14th in 
the global rankings. With the long-term goal of entering the top 10 as our 
banner, all employees will work together toward this objective.
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I will discuss our fundamental philosophy.

At Koei Tecmo, we uphold the spirit of "Creation and Contribution." 
We aspire to be a company that contributes to society by creating new 
value.

"Creation" means generating new forms of enjoyment. 
We believe it is essential to produce unprecedented entertainment, including 
unique and innovative content, and to enhance existing enjoyment by 
adding new value.

"Contribution" refers to the idea that by creating new enjoyment, we can 
provide our customers with the greatest emotional experiences, which in 
turn generates joy and vitality for society. 
Additionally, customer satisfaction is a source of joy for creators, and we 
see it as a driving force that contributes to their sense of purpose and 
fulfillment in their work and lives.

16



KOEI TECMO HOLDINGS
FY2024 2nd Quarter / Financial Results Explanatory Material (With Notes)

<Script>

To create the best content, it is essential to balance creativity and business.

In our company, it is the producer who realizes this balance. Producers 
develop projects that generate new forms of enjoyment and manage them 
to ensure that "quality, deadlines, and budgets" remain within certain 
parameters.

The level at which this can be achieved translates into profit. 
Additionally, profit reflects the supportive voices from our customers, such 
as "I enjoyed it" and "I look forward to the sequel." 
These encouraging words motivate producers and creators, driving the 
growth of the Koei Tecmo Group.

By sharing this spirit with all employees, we will strive to create the best 
content and aim for the number one position in the world.

We appreciate your continued support.
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My name is Koinuma, and I am the Vice President and Representative 
Director of Koei Tecmo.

I will first explain the business highlights for the first half of the fiscal year.
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The main titles for the first half of the fiscal year are as follows.

In the console sector, the repeat sales of "Rise of the Ronin," which was 
released at the end of the previous fiscal year, and back catalog contributed 
positively.

In the online and mobile sector, the "Hadou" series continues to provide 
steady contributions. Although the titles released in 2023 have not yet met 
expectations, sales have stabilized since the beginning of this fiscal year, 
aiming for long-term revenue contributions.
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The pipeline is as follows.

We will release our flagship title for fiscal year 2024, “DYNASTY WARRIERS 
ORIGINS," in January. We are working on development aiming for a million-
unit hit upon launch.

Additionally, we plan to release several unannounced titles within the fiscal 
year.

Furthermore, “ROMANCE OF THE THREE KINGDOM 8 REMAKE," released on 
October 24, had a good start, achieving the number one spot on the Steam 
sales rankings in Japan, Taiwan, South Korea, and other regions on its 
launch day.
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I will explain the policy regarding the mid-term pipeline.

In preparation for the fourth mid-term management plan, development is 
already underway for many titles. 

The number and scale of the titles in development are expected to be 
roughly equivalent to those in the third mid-term plan, but we aim for a 
well-balanced content across four revenue streams.

Taking lessons from the third mid-term plan into account, we are rethinking 
our lineup to ensure that our performance does not rely solely on challenge 
titles, thereby reassessing the risk balance.
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I will explain our  strategies and challenges.
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To achieve long-term growth, it is essential to focus on the creation of IP 
and the enhancement of our development capabilities.

As management policy, we have emphasized " the creation and  expansion 
of global IP," and we consider "IP creation" is a critical challenge. 
The emergence of new IPs can generate revenue opportunities through 
series and collaborations. We aim to continue challenging ourselves across 
various fields, not just with large titles.

Additionally, we will actively invest in strengthening our development 
structure. 
This includes vertical expansion in terms of increasing development 
resources and horizontal expansion in terms of broadening the number and 
variety of titles.

Especially for large titles, we believe that carefully crafting content and 
thoroughly refining the details are key requirements for success. 

We are working to improve our foundational development capabilities to 
achieve this.
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We believe that our company's strength lies in our ability to develop a 
diverse genre of titles with high quality.

This is made possible by our seven uniquely talented development divisions. 
At Koei Tecmo Games, we have a development structure consisting of six 
brands and one studio, with each division responsible for its own profit and 
loss as well as growth, aiming for autonomous development.

By enhancing our development structure and further leveraging the 
strengths of each brand, we aim for mid-to long-term growth.
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I will explain our strategy.

We aim to achieve growth in both the console/PC and online/mobile sectors. 

Within this framework, we position the console sector as a key driver of 
high growth.

By enhancing our development capabilities, we will focus on increasing both 
the number of titles we can release and the sales unit volume, pursuing 
growth along two axes:

First, stable revenue. By releasing profitable titles, such as series, every 
fiscal period, we aim for steady growth.

Second, challenge titles. We will invest the funds generated from stable 
revenue into challenge titles. By venturing into new IPs and genres, we aim 
to create long-term revenue opportunities.
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Here is our strategy for the online and mobile sector.

We expect the online and mobile sector to serve as a stable source of 
revenue, supporting our performance by covering the upfront investments 
in development titles.

Our approach is to create titles that contribute over several years, and by 
accumulating new releases, we aim to expand sales across the entire sector.

The domestic mobile market is particularly competitive, but we recognize 
that establishing a unique positioning, as seen with the "Hadou" series, is a 
winning strategy.

Based on this approach, we will strive to balance growth and profitability in 
both the console and online/mobile sectors.
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Here is our regional strategy.

In the console and PC sectors, we recognize that there is growth potential in 
North America, Europe, and China/Asia. It is particularly important to 
achieve significant global sales with large titles, and to that end, we will 
strengthen our marketing structure.

In the online and mobile sector, we will challenge both our own titles and 
licensed IP titles in key regions such as Japan and neighboring Asian 
countries, including China, as well as in global markets like North America.

Looking to the future, we aim to develop markets centered around Koei 
Tecmo Singapore, including India and Southeast Asia.
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I would like to introduce our current efforts regarding the four development challenges 
explained at the beginning of the fiscal year.

For the expansion of our development structure, we are continuing our proactive hiring, 
primarily focusing on new graduates.

To improve title quality, we are advancing the graphic technology of the KATANA 
ENGINE. We are also working on title development using a general-purpose engine, 
aiming for further improvements in quality and cost.

Regarding cost reduction, we are developing automated production technologies and 
implementing AI to automate certain processes. 
We are also strengthening our budget management structure.

In terms of marketing, we have begun discussions aimed at building a long-term 
framework. Additionally, we are accumulating research and know-how to gain high 
recognition.

For all these challenges, we are committed to not just short-term solutions but to a 
process that will enable us to acquire the competitiveness needed to compete globally in 
the long term.

That concludes my explanation.
We’re truly grateful for your kind attention today.
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