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Therefore, if such intangible assets were created in-house; licensed Noncurrent assets Asset value not shown
taken into account, asset values would be intellectual properties in balance sheets
create long-term entertainment value through multifaceted rollouts catering to current needs. higher than financial statements show. motiecegnized

Noncurrent assets

SEGA and Sammy have created during their long histories. These intellectual properties have transcended
generations and earned strong endorsement worldwide. We have ensured our intellectual properties

Intellectual Property Creation, Acquisition, and Development

We build our intellectual property portfolio based on a flexible approach that incorporates intellectual properties created in-house, intellectual
properties obtained through mergers and acquisitions (M&As), and major intellectual properties licensed from third parties. At the same time, we

advance multifaceted rollouts of intellectual properties to increase points of contact with users and the value of intellectual properties continuously. -
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* SEGA acquired the rights in 1998. Total unit sales are only for titles launched

after SEGA acquired the rights
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