
1Q FY Sep. 2026 
Financial Results Presentation
2026/02/04 WED
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1Q FY Sep. 2026 Highlights

■ Profits improved significantly YoY due to reduced advertising expenses, etc. 
　 New game development is progressing steadily

Entertainment Business

1Q Results
Sales: 4.7 billion yen (YoY: -10.2％) Operating Profit: -0.08 billion yen (YoY: ー%) 
Ordinary Profit: 0.4 billion yen (YoY: +752.4％)

* “Location-based game” is a registered trademark of COLOPL, Inc.

Results

Investment and Development Business

Sales: 4.6 billion yen (YoY: -10.6％) Operating Profit: -0.05 billion yen (YoY: ー%) 

Sales: 0.09 billion yen (YoY: +20.4％) Operating Profit: -0.03 billion yen (YoY: ー%) 

▪The latest Nintendo Switch™ title, “KAZUMA KANEKO'S TSUKUYOMI,”
  is set for release on April 23, 2026!

TOPICs

▪Developed a proprietary map service specialized for location-based games*
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Overview of Results

Sales: 4.7 billion yen (YoY: -10.2%)    Operating Profit: -0.08 billion yen (YoY: ー%)

Sales Operating profit Operating profit margin

*Sales of "DRAGON QUEST WALK" is recorded on a net basis (revenue sharing).
*Totals may not add up due to rounding or truncation.

(Million JPY)

Revenue Transition

FY2022
1Q 2Q 3Q 4Q

FY2023
1Q 2Q 3Q 4Q

FY2024
1Q 2Q 3Q 4Q

FY2025
1Q 2Q 3Q 4Q 1Q
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Results by Segment

*Sales of "DRAGON QUEST WALK" is recorded on a net basis (revenue sharing).
*Totals may not add up due to rounding or truncation.

Cost Reductions Across Segments; Strong Ent. Profit Improvement

(Million JPY)

(Million JPY)
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Ordinary profit was 0.4 billion yen and Net profit for the period was
0.1 billion yen, resulting in a surplus (Million JPY)

*Sales of "DRAGON QUEST WALK" is recorded on a net basis (revenue sharing).
*"Net Profit" refers to Profit attributable to owners of parent. (Profit attributable to non-controlling interests is included in "Income taxes" for display purposes.)
*Totals may not add up due to rounding or truncation.

Overview of Results Consolidated Income Statement
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Equity ratio of 91.7%
(Million JPY)

*Totals may not add up due to rounding or truncation.

Overview of Results Consolidated Balance Sheets



Entertainment Business



Entertainment Business Quarterly Sales Transition
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Sales: 4.6 billion yen (YoY: -10.6% QoQ: -26.9%)

Quiz RPG: The World of Mystic Wiz
DRAGON QUEST WALK

Console (Proprietary/Contracted)

Shironeko Project
Other Mobile

Licensing, Our IP Operation Merchandise, XR, etc.

Alice Gear Aegis
Web3

*Sales of "DRAGON QUEST WALK" is recorded on a net basis (revenue sharing).
*Totals may not add up due to rounding or truncation.

(Million JPY)

Breakdown of Other Mobile: Tokyo Casino Project, Shironeko Tennis, NEKO GOLF, FESBA+, ISEKAI ∞ ISEKAI, Tsukuyomi, and other discontinued titles.

FY2022
1Q 2Q 3Q 4Q

FY2023
1Q 2Q 3Q 4Q

FY2024
1Q 2Q 3Q 4Q

FY2025
1Q 2Q 3Q 4Q 1Q



Entertainment Business Mobile Games
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Striving to provide experiences unique to “Shironeko” 
and aiming for long-term, stable operation

Shironeko Project

Chapter 10 of the Main Story opens, 

taking the battle into a new world.

Held seasonal events 

featuring popular characters.
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DRAGON QUEST WALK

Pursuing the essence of Dragon Quest while implementing initiatives 

aligned with the IP's momentum.

Continued to hold anniversary events

Entertainment Business Mobile Games
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Focused on improving user engagement

Other titles

Collaboration with Gaianotes inc., 

a model paint manufacturer, was held.

The latest event in the series was held.

Alice Gear Aegis Quiz RPG: The World of Mystic Wiz

Entertainment Business Mobile Games



Investment and Development Business
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Sales: 0.09 billion yen (YoY: +20.4% QoQ: -82.7%)

*The figures do not include the performance of No.1 Fund Investment Partnership (Support for student entrepreneurs) 　
  and Listed Stock Fund (targeting listed stocks in Japan) managed by our group company COLOPL NEXT, Inc.

(Million JPY)

FY2022
1Q 2Q 3Q 4Q

FY2023
1Q 2Q 3Q 4Q

FY2024
1Q 2Q 3Q 4Q

FY2025
1Q 2Q 3Q 4Q 1Q
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Balance of Operational Investment Securities: 8.7 billion yen
(YoY: -20.3%、QoQ: +0.6%)

(Million JPY)

FY2025
1Q 2Q 3Q 4Q

*The figures do not include the performance of No.1 Fund Investment Partnership (Support for student entrepreneurs) 
  and Listed Stock Fund (targeting listed stocks in Japan) managed by our group company COLOPL NEXT, Inc.

FY2022
1Q 2Q 3Q 4Q

FY2023
1Q 2Q 3Q 4Q

FY2024
1Q 2Q 3Q 4Q

FY2025
1Q 2Q 3Q 4Q 1Q
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New investments were made in two domestic companies

Company name:
CORE, Inc.

Business:
Operating a community SNS for working women

Company name:
Game Server Services, Inc.

Business:
Development and provision of game servers 

optimized for smart devices
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C

B

Selected as a General Partner 
for K-Growth's “K-Content Media Strategic Fund No. 2”

Jointly forming a fund as Co-GP 

with SM Culture Partners (SM Entertainment subsidiary)



Current Status and Future Forecast
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Advancing each strategy toward achieving “Global Top 20”

Consolidated Target: Sales 100 billion yen / Op. Profit 50 billion yen

“Entertainment in Real Life”

Delivering “New Experiences”
with the latest technology and creative ideas

in the Mobile Game Market

Global Top 20
◉Active expansion into overseas markets
◉Leveraging Powerful IP
◉Provision of new UX (new user experiences through one-of-a-kind creation)

Mission

Vision

Goals

Strategies

* “Global Top 20” refers to the top 20 companies in the global mobile game market as calculated by our own research,
   with consolidated sales and consolidated profit serving as a guide.
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Combining COLOPL’s cultivated technological capabilities with 
powerful IPs, We aim to create global hit titles

*"Original UX" refers to our original game experience, while "known UX" refers to widely recognized game experiences.
*The above chart was created based on our own standards.

  

 

Known UX

Other company’s IP

Original UX

Original IP

  
Areas where business opportunities

are sought through collaboration with
the Group and other companies

Area where hits are targeted globally 
by combining strengths and IPsArea where strengths were demonstrated

Content Strategy
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Policy for the Game Domain for the FY2026

  
Areas where business opportunities 

are sought through collaboration 
with the Group and other companies

Area where hits are targeted globally 
by combining strengths and IPsArea where strengths were demonstrated

”

 Other company’s IP

  

Original UX

Original IP

FY2026 Policy

Known UX

◉Pipelining AI-Powered Titles

◉Exploring new experiences through

　cutting-edge technology

◉Advancing development of 

　“Location-based games × Powerful IPs”

　targeting global hits

◉Collaboration with other companies utilizing our own assets

◉Development of adventure games leveraging the strengths of our group companies
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Mobile Games

Mobile Games
pipeline

5

Added one AI-powered title to pipeline
New titles, including a global location-based game, 

are currently under active development

Other genre

2
3
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Developed a map distribution service specialized 
for location-based games 

Achieved cost reductions and enhanced development speed.

Mobile Games
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Multiple adventure games currently in development

PC/Console Games
pipeline

11

PC/Console Games

Major titles in development

*Contract development projects and ported titles are not included in the PC/console games pipeline.
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PC/Console Games

The Reimagined "Tsukuyomi" Set for Release on Nintendo Switch™

* Nintendo Switch and the Nintendo Switch logo are trademarks of Nintendo Co., Ltd.
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Grand Prix Winner at the Generative AI Use Case Awards

AI

Highly acclaimed for addressing generative AI risks and concerns head-on.
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XR

Deployment of “360maps” next-gen AR navigation 
at Toranomon Hills, Station Tower

Creating “mobility experiences as entertainment” utilizing XR technology.
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Aiming to be a company that uses entertainment to inspire 
people’s actions and discoveries, expanding the joy of every life

COLOPL's Unique 
Technologies

Everyday Life Scenes

COLOPL’s Growth Potential

Location Data

Transport

Next-gen 
Devices Events Shopping

FinanceFitness Public 
Services
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Other Initiatives
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Integrated Report “COLOPL Report 2025” released

Featuring initiatives related to human capital, and employee messages.

Click here for the Integrated Report “COLOPL Report 2025” PDF

https://colopl.co.jp/redirect/pdf/?id=26&f=/assets/pdf/ir/library/reports/COLOPL_Report_2025.pdf
https://colopl.co.jp/redirect/pdf/?id=26&f=/assets/pdf/ir/library/reports/COLOPL_Report_2025.pdf
https://colopl.co.jp/redirect/pdf/?id=26&f=/assets/pdf/ir/library/reports/COLOPL_Report_2025.pdf
https://colopl.co.jp/redirect/pdf/?id=26&f=/assets/pdf/ir/library/reports/COLOPL_Report_2025.pdf
https://colopl.co.jp/redirect/pdf/?id=26&f=/assets/pdf/ir/library/reports/COLOPL_Report_2025.pdf
https://colopl.co.jp/redirect/pdf/?id=26&f=/assets/pdf/ir/library/reports/COLOPL_Report_2025.pdf
https://colopl.co.jp/redirect/pdf/?id=26&f=/assets/pdf/ir/library/reports/COLOPL_Report_2025.pdf
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Supplementary Material

33*Sales of "DRAGON QUEST WALK" is recorded on a net basis (revenue sharing).
*"Net Profit" refers to Profit attributable to owners of parent. (Profit attributable to non-controlling interests is included in "Income taxes" for display purposes.)
*Totals may not add up due to rounding or truncation.

(Million JPY)



34*There are some differences in calculation due to rounding down of less than one million yen and rounding off. 34

Supplementary Material

*Totals may not add up due to rounding or truncation.

(Million JPY)
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Expense Transition

35*Totals may not add up due to rounding or truncation.

Supplementary Material
(Million JPY)



363636*Sales of "DRAGON QUEST WALK" is recorded on a net basis (revenue sharing).
*Totals may not add up due to rounding or truncation.

Supplementary Material

(Million JPY)

(Million JPY)
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*Totals may not add up due to rounding or truncation.
*Sales of "DRAGON QUEST WALK" is recorded on a net basis (revenue sharing).

Supplementary Material
(Million JPY)



3838*Titles since FY2012 are counted.
*QAU: Number of users who launched a game at least once, at least 7 days after downloading. Total for all titles.
*There is a slight difference in calculation due to rounding down to the nearest 1 yen.

38

Supplementary Material Domestic Title QAU x ARPU

FY2022
1Q 2Q 3Q 4Q

FY2023
1Q 2Q 3Q 4Q

FY2024
1Q 2Q 3Q 4Q

FY2025
1Q 2Q 3Q 4Q 1Q

（QAU thausand)

（ARPU JPY）QAU ARPU
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*From 1Q FY2023, the number of employees is the number of full-time employees (excluding employees temporarily transferred from the Group 
  and including employees temporarily transferred to the Group)

Workforce TransitionSupplementary Material

COLOPL

FY2022
1Q 2Q 3Q 4Q

FY2023
1Q 2Q 3Q 4Q

FY2024
1Q 2Q 3Q 4Q

FY2025
1Q 2Q 3Q 4Q 1Q

Amount of each group company



Making everyday more enjoyable and wonderful through entertainment

We’re sending out the latest information on the COLOPL group!


