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COMPANY HIGHLIGHTS
*	 Long-standing Relationships with IP Holders: CTW has established relation-

ships with anime IP holders and collaborates with top-tier developers to deliver 
games that appeal to a global audience of anime fans and gamers, with users in 
approximately 200 countries. Since its founding in 2013, CTW has grown into 
the market leader in the anime IP–based H5 games market, with 40 active games 
on its G123.jp platform and five more in preregistration.

*	 Revenue Resetting in Fiscal 2026: We see CTW resetting its revenue growth 
profile in fiscal 2026 (ending July 31, 2026), as titles launched in the first half 
of the year were largely offset by the natural attrition of legacy titles, underper-
forming expectations. However, over the longer term, we see CTW’s strategy 
focused on rapid speed to market for new titles and enhanced user engagement 
and in-game purchases driving revenue growth.

*	 Investments in AI and Advanced Technologies: Though we expect fiscal 2026 
and fiscal 2027 revenues to be lower than we initially forecast, we view positively 
CTW’s ability to leverage advanced technologies, including artificial intelligence 
(AI) and real-time data analytics, to enhance the platform’s efficiency and align its 
advertising spending with user demand to maintain positive return on advertising 
spending (ROAS) and expand adjusted EBITDA margins.
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PRICE CHART

Tokyo-headquartered CTW operates a browser-based video game platform built around 
popular Japanese anime franchises. Its flagship HTML5 (H5) platform, G123.jp, delivers 
free-to-play games to gamers and anime fans in approximately 200 countries worldwide 
across all web-enabled devices -- particularly mobile -- with titles developed primarily from 
licensed anime intellectual property (IP). The platform brings anime worlds to life through 
game development from third parties, online distribution, marketing and advertising 
services, development support, and customer support, creating a seamless experience 
for fans of Japanese animation.

COMPANY SPONSORED REPORT. SEE LAST PAGE FOR DISCLOSURES.
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PRICE CHART

CTW
(NasdaqCM: CTW)

Key Stock Statistics

Recent price (6/17/26) $2.64

Fair Value Estimate $5.00

52 week high/low $4.88/$1.10

Shares outstanding (M) 62.3

Market cap ($M) 164.5

Dividend NA

Yield NA

Sector Overview

Sector Communication Services

Sector % of S&P 500 10.4%

Financials ($M, as of 1/31/26)

Cash & Mkt Securities 19.5

Debt NA

Working Capital 9.2

Current Ratio 1.6

Revenue (FY2025) 90.4

Net Income (FY2025) 3.9

Net Margin (FY2025) 4.3%

Risk

Beta NA

Inst. ownership 0%

Valuation

P/E (FY 2025) 44.0

EV/Revenue (FY 2026E) 1.8

Price/BV NM

Top Holders

NA

Management

Chief Executive Officer (CEO) Mr. Ryuichi Sasaki

Chief Financial Officer (CFO) Mr. Patrick Liu

Chief Technology Officer (CTO) Mr. Hairihan Tong

Company website https://ctw.inc
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*	 Global Expansion Amid Rising Demand for Japanese An-
ime: We see CTW diversifying the geographic reach for the 
games released on its platform. In the first half of fiscal 2026, 
revenue from outside of Japan accounted for approximately 
32% of total revenue, up from 30% in fiscal 2025 (around 19% 
in fiscal 2024). We view positively the opportunity to expand its 
presence in the key growth region of North America, supported 
by a recently opened New York office.

*	 Strong Financial Profile: As of January 31, 2026, CTW had 
cash of $19.5 million on its balance sheet, with no long-term 
debt. Its August 2025 initial public offering (IPO) raised $12 
million in gross proceeds, which represented CTW’s first raise 
of external capital. It also had net working capital of around 
$9.2 million.

*	 Fair Value: Based on our enterprise value (EV)/revenue analysis, 
we arrive at a fair value estimate for CTW of $5.00 per share. 

COMPANY/INDUSTRY BACKGROUND
Tokyo-headquartered CTW (which stands for “Change the World”) 
was founded by Ryuichi Sasaki in 2013 and is dedicated to cel-
ebrating Japanese animation globally through the development 
of engaging interactive games and content inspired by popular 
Japanese anime IP and characters on its proprietary, browser-based 
G123.jp platform. The platform launched in 2018 in Japan and 
began distributing games in English to engage international au-
diences in 2021.
	 Japanese anime is recognized as one of the most influential 
forms of animation, with a global appeal across multiple media, 
including gaming. Anime’s global growth has been supported by 
its presence on many Western streaming services. G123.jp is glob-
ally accessible and offers players an immersive digital experience. 
It features a diverse selection of free-to-play games inspired by 
popular Japanese animations. 
	 As of May 2026, the company had 40 games on its platform 
and five titles in preregistration. Among these, role-playing games 
accounted for nearly 40% of current titles. The portfolio also in-
cludes simulation games, card games, and massively multiplayer 
online games. Most of these are based on Japanese animation IPs 
licensed from partner IP holders.
As of January 31, 2026, it had 20 titles in its backlog. As of January 
31, 2026, CTW had active partnerships with roughly 30 different 
animation IP holders.
	 G123.jp bridges game developers and end users. It provides 
comprehensive support to third-party game developers, enabling 
them to revitalize Japanese animation and deliver engaging, 
high-quality games that resonate with end users. The platform 

PEER COMPARISON

provides players with a portfolio of immersive, free-to-play games 
with an option to further enhance gameplay via in-game purchases 
(“pay-to-win”). Such purchases represent CTW’s sole revenue 
source. 
	 Since its inception, CTW has entered into partnerships with 
IP holders including Warner Bros. Japan, Kadokawa Corp., TMS 
Entertainment Co., Animation International Ltd., Shogakukan 
Inc., Hobby Japan Co., and Voyager Holdings. Such IP license 
agreements typically last three years. CTW gains access to the IP 
rights of Japanese anime franchises and, in exchange, pays up to 
10% of revenue generated from in-game purchases to the respective 
IP holders. 
	 Upon securing IP access, CTW works with game developers, 
providing guidance, feedback, and additional services throughout 
the development process. CTW also provides all marketing and 
advertising to promote the games and handles the back-office sup-
port. Game developers typically earn around 15%, on average, of 
revenue from in-game purchases. CTW pays an upfront advance 
to developer partners to support game development on a per game, 
per contract basis, which it begins to recoup once a game generates 
in-game purchases following launch until the advance is fully re-
covered. CTW’s strategy has fostered a rapid speed to market for 
new titles and focuses on user engagement and in-game purchases 
to drive revenue growth.
	 In fiscal 2025 and the first half of fiscal 2026, CTW recorded 
84% of gross in-game purchases as revenue to the company. This 
is up from 81% in fiscal 2024 and 77% in fiscal 2023. 
	 Historically, a small number of games have accounted for 
most of CTW’s revenue. Since its launch in 2019, simulation 
game Vivid Army has generated approximately $334.1 million 
of in-game player purchases through the end of fiscal 2025, the 
most of any title. The game accounted for 30.1% of fiscal 2025 
revenue but was down from 40.3% and 58.2% in fiscal 2024 and 
2023, respectively, as CTW has expanded its portfolio.
	 In 1H26, Arifureta, which launched in January 2025, con-
tributed approximately 19% of total revenue, and Vivid Army’s 
contribution declined to approximately 23.5%. Given the natural 
life cycle attrition of legacy game titles, CTW is reliant on the 
successful launch of new titles to offset this decay to continue to 
drive revenue growth. As such, underperformance of the newly 
launched titles in 1H26 had an outsize impact on CTW’s results. In 
total, CTW launched seven new titles in 1H26 (and four subsequent 
to period-end). 
	 Strong end-user reception of new titles launched in fiscal 2025 
drove robust growth across CTW’s platform, with average daily 

(continued on next page)

Recent 52-Week 52-Week Mkt. Cap 1-yr Price 1-yr Rev 1 YR EPS P/E Ratio EV/Rev
Company Ticker Price ($) High ($) Low ($) ($MIL) Change (%) Growth (%) Growth (%) (FY25) (TTM) Yield (%)

CTW NASDAQ: CTW 2.64 4.88 1.10 164 -44 32 NM 44.0 1.6 NA

TENCENT HOLDINGS OTCPK: TCEHY 55.97 87.68 54.12 504658 -13 14 19 15.2 4.6 1.2

NETEASE INC NASDAQ: NTES 120.90 159.55 106.06 77463 -6 7 14 15.9 3.4 2.5

PLAYTIKA HOLDING CORP NASDAQ: PLTK 3.49 5.05 2.64 1328 -18 8 NM NM 1.1 12

CAPCOM CO OTCPK: CCOEY 9.11 17.20 8.63 7622 -43 15 13 21.6 5.3 1.5
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active users (DAU) (+34% to 264,149) and average monthly active 
users (MAUs) (+47%, to 3.38 million). However, as CTW recog-
nized the weaker than expected performance of its newly launched 
titles in 1H26, the company proactively reduced marketing and 
advertising to preserve capital and improve advertising efficiency. 
	 This led to a contraction in the user base, with DAUs de-
clining by 4% over 1H25 to 236,904 and MAUs declining 39%, 
from 3.27 million to 1.98 million. Importantly, despite the softer 
top line and active user base contraction, ROAS was 109.3% in 
1H26, up from 105.8% in the same period in fiscal 2025.
	 In our view, CTW’s 1H26 results were supported by relative 
stability from its paid user base as well as traffic to the G123.jp 
website that was not the direct result of advertising. Despite the 
overall user base contraction, paying MAUs declined by only 1.3% 
in 1H26 compared with the same period in fiscal 2025, and the 
average revenue per paid monthly user increased to $4.08 from 
$2.50. The ratio of paid monthly members to total MAUs improved 
to 3.82% from 2.35%. On a daily basis, paid DAUs declined by 
approximately 11% in 1H26 compared with 1H25, but average 
revenue per paying daily user increased to $18.19 from $16.31, 
representing 11.5% growth.
	 Taking a longer-term view of CTW’s growth, MAUs in-
creased by 252.5% from fiscal 2021 to fiscal 2025, representing a 
compound annual growth rate (CAGR) of 37%. Thus, we see the 
support from paid users and the historical growth in user engage-
ment representing a favorable long-term view of the user base’s 
potential, even before factoring in global expansion.
	 In fiscal 2025, players across 191 countries made in-game 
purchases on the platform, up from 159 in fiscal 2024. In fiscal 
2025, the G123.jp platform saw 261 million unique players, up 
22% from 214 million in the prior fiscal year. In fiscal 2025, CTW 
saw robust revenue growth in all regions.
	 Since inception, end users in Japan have accounted for a 
majority of the user base and in-game purchases. However, we 
see CTW diversifying the geographic reach for the games released 
on its platform. In fiscal 2025, revenue generated outside of Japan 
increased to 30%, up from around 19% in fiscal 2024. This figure 
expanded further in the first half of fiscal 2026 to approximately 
32%. We think the demand for continued anime content warrants 
marketing investment to attract new users to the platform.
	 In the first half of fiscal 2026, revenue from end users in 
Japan declined by 4.6%, compared to the same period in fiscal 
2025. This was partially offset by 38% growth from Taiwan, Hong 
Kong, and Macau; 2.4% growth in South Korea; and 9.4% growth 
in Europe, albeit off a small base. Revenue from end users in North 
America was largely flat between the periods. In January 2026, 
CTW opened an office in New York to support the expansion of its 
global operating footprint in North America, a key growth region 
for anime content demand.

INVESTMENT THESIS
In our view, CTW is well positioned to continue capitalizing on the 
growth in online gaming and the rise in global interest for anime 
and anime-based gaming over the long term.
	 In a 2023 industry report, Frost & Sullivan estimated the glob-
al online gaming market to be $151 billion in 2023 and predicted it 

would grow by nearly 8% annually to $220 billion in 2028. Within 
that market, mobile games accounted for approximately half of the 
market and were expected to grow at a higher rate (9.6%) annually 
to $124 billion in 2028. 
	 Games developed for the G123.jp platform are classified 
as H5 games, meaning they are browser-based games built using 
HTML5 technology that do not require extra plug-ins or down-
loads. In 2023, according to Frost & Sullivan, the top 10 H5 
companies accounted for a total of $954 million in gross billings. 
CTW ranked third in the overall global H5 games market, with 
gross billings of $87.3 million. Within the broad H5 category, the 
anime IP–based games market represented a global market of 
approximately $562 million in 2023. Importantly, the category 
grew at a CAGR of 10.2% over the previous five years and has a 
projected CAGR of 9.1% over the next five years. CTW’s gross 
bookings represented a leading position in this market, despite 
the presence of larger companies, including Tencent Holdings 
Ltd.’s Tencent Games and 37 Interactive Entertainment Network 
Technology Group Co.’s 37Games.  
	 We see several key differentiators for CTW moving forward, 
including its leveraging of well-established relationships with 
leading Japanese animation IP holders; its strong track record of 
working with validated developers, supporting the attractive con-
tent that is developed and ultimately monetized over the platform; 
and its robust investments in advanced technologies, including AI, 
to optimize the platform and generate attractive ROASs. CTW 
seeks IP licenses for properties that are considered top-tier, which 
typically range from 2 million manga copies sold to as many as 
20 million-30 million copies sold. 
	 We view positively CTW’s strategic decision to utilize and 
support third-party game developers rather than taking develop-
ment in-house, as it allows the company to maintain efficiency and 
limit risk. Its asset-light model allows it to maintain high gross 
margins and capital to invest in the platform and drive expansion 
of its user base. CTW has embraced AI to help invest in its plat-
form and technology, two areas that would otherwise be subject 
to third-party licensing, thus negatively impacting margins.
	 In our view, CTW has a strong track record working with 
validated, top-tier developers with a history of strong perfor-
mance and prior revenue generation and that have developed 
games that ranked in the top 100 on the Apple Inc.’s App Store 
or Alphabet Inc.’s Google Play Store at least once. With these 
established relationships, CTW is able to better match licensed 
IP with a suitable developer that can bring a new game to market 
efficiently and maximize the revenue-generating model. Despite 
the softer-than-expected 1H26 results, we see CTW working with 
its developer partners to promote enhancements to these titles over 
time, targeting improvements in engagement that may warrant 
increased advertising investment.
	 In our view, working with higher-quality development partners 
should result in less provisions taken on advances by CTW. From 
fiscal 2019 to fiscal 2025, CTW made a total of 58 advances to game 
developers to support game development activities. Of these, only 
six were not recovered due to failure to complete game development, 
while CTW was unable to fully recover advances related to an addi-
tional seven games that went offline before full repayment was made. 
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	 We see CTW’s investments in R&D and advanced technolo-
gies enhancing both gameplay as well as its operations. To maintain 
player interest and keep the games dynamic, CTW works with game 
developers to offer a variety of in-game purchases through “top-
ups” on the platform. Each game features more than 10 uniquely 
designed and customizable virtual items to enhance the gaming 
experience. The platform also integrates a social component, 
with organized in-game events, missions, celebrations, in-game 
messaging, and chat capabilities.  
	 We view positively CTW’s commitment to leveraging AI to 
achieve operational growth. It is using AI-driven tools to optimize 
the platform, including game localization and translation through the 
integration of large language models. Furthermore, its proprietary, 
AI-based, round-the-clock customer support ensures that players 
have a reliable, safe, and optimized gaming experience at all times. 
	 We also see CTW using AI to more effectively manage mar-
keting efforts to balance its user acquisition strategy. Data analytics 
guide advertising through targeted ads, and automated ad creation 
and placement optimizes its ROAS by analyzing player data and 
targeting ads more effectively. CTW has advertised across major 
networks, including Google, Meta Platforms Inc., Amazon.com 
Inc., and TikTok, and used paid marketing channels, including 
search engine optimization strategies, to generate targeted returns 
on its marketing spending.
	 This data can help the company determine in real time if a 
game is trending toward “hit” status as early as a few days after 
launch and most times within a month or so, which can help guide 
future advertising decisions. Thus, from that perspective, having a 
proprietary platform, as compared with merely distributing games 
through external channels, provides robust internal data in real 
time that helps guide promotional efforts and collaborations to 
drive paid user acquisition. 
	 Beyond its IP license strategy, as of July 31, 2025, CTW held 
two registered trademarks, one patent in application, two patents 
published, and 12 domain names. Importantly, CTW is seeking 
IP patent protection for its AI-related innovations in technology, 
products, and services. We believe this supports a strong margin 
profile, as having fully owned capabilities in-house can avoid the 
need for third-party licensing, among other benefits.

RECENT DEVELOPMENTS
CTW completed an IPO in August 2025 and trades on Nasdaq 
under the ticker “CTW.” Since its listing, the shares have declined 
by 47%. Year-to-date in calendar 2026, the shares have risen by 
53%, compared with an 8% increase for the S&P 500. 
	 In May 2026, CTW reported 1H26 results (ended January 31, 
2026). Revenue declined by 1% to $40.9 million year over year, 
primarily attributable to softer-than-expected monetization from 
newly launched titles amid moderating player engagement. Net loss 
was $1.2 million, or $0.02 per share, compared with net income of 
$0.6 million, or $0.01 per share, in the prior year period. However, 
adjusted EBITDA rose 16% to $4.3 million (10.6% margin), up 
from $3.7 million (9.0% margin) in the same period in fiscal 2025. 
Segment profit increased 55% to $18 million (37.1% of in-game 
purchases), as CTW reacted swiftly to emerging customer trends 
by reducing its marketing and advertising spending.

	 As of May 2026, 40 games were live on G123.jp, with five 
titles in preregistration. As of the end of fiscal 2025, there were 
20 titles in backlog. 
	 In May 2026, the company changed its corporate name from 
CTW Cayman to simply CTW to better reflect its global opera-
tions and to focus on its long-term vision in a name that stands for 
“Change the World.”
	 In March 2026, CTW officially launched the new game 
Kakegurui ALL IN based on the popular television anime.
	 In January 2026, CTW opened its first North American office 
in New York to support localized marketing efforts, as well as 
potential strategic partnership and user acquisition initiatives.
	 In December 2025, CTW launched Doraemon Comic Trav-
eler, a full-scale online role-playing game based on the Doraemon 
manga franchise.
	 In November 2025, CTW launched simulation game Crayon 
Shinchan: My Sugoroku Great Strategy, based on the classic tra-
ditional Japanese sugoroku board game and the main characters 
from the popular Japanese manga Crayon Shinchan. 
	 In August 2025, CTW announced preregistration for The 
Apothecary Diaries Palace Chronicles, a simulation game based 
on the popular anime The Apothecary Diaries, which has sold more 
than 45 million copies worldwide.

EARNINGS & GROWTH ANALYSIS
As previously mentioned, CTW derives revenue from a fixed share 
of in-game purchases made by end users. We see CTW as being 
reliant on continuous expansion of its game portfolio, managing 
fluctuations in user engagement and in-game spending on older 
titles that progress through later stages of their respective lifecycles.
	 Fiscal 2025 revenue grew 32% to $90.4 million (84% of 
total in-game purchases of $107 million). Revenue from new 
titles introduced in fiscal 2025 was $32.3 million, which partially 
offset a decline of $10.4 million from existing games that saw less 
user engagement amid later stages of their product life cycles. For 
1H26, revenue declined by 1% to $40.9 million, largely due to new 
title launches that underperformed initial targets and largely offset 
legacy game life cycle attrition. 
	 We see CTW resetting its revenue growth profile in fiscal 
2026 (ending July 31, 2026), as titles launch in the first half of 
the year were largely offset by the natural attrition of legacy 
titles, underperforming expectations. For fiscal 2026, we esti-
mate revenue of $82 million, which would represent a 9% year-
over-year decline. We expect 2H26 results to reflect sequential 
period growth over 1H26 but decline nearly 20% year over year, 
largely due to challenging comparables from the robust growth 
for the same period in fiscal 2025. In fiscal 2027, we forecast 
revenue of $92 million, which would represent 12% year-over-
year growth.
	 For 2H26 and 2027, we expect recently launched titles includ-
ing Crayon Shinchan: My Sugoroku Great Strategy, High School 
of the Dead, and Kakegurui ALL IN, to be key growth drivers, 
supporting stabilization and a return to top-line growth for CTW. 
We also expect the pending launch of The Apothecary Diaries 
Palace Chronicles, which has exceeded 200,000 preregistrations, 
to drive fiscal 2027 revenue growth.
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	 In 1H26, cost of revenue was approximately 34% of revenue, 
up from around 24% in fiscal 2024 and 2025. We attribute this to 
higher personnel-related costs and infrastructure expenses. Other 
components of cost of revenue remained somewhat consistent, 
including payroll expense, payment processing transaction fees, 
and hosting platform and game server fees. Despite the inherent 
variability, we forecast cost of revenue of 33% for fiscal 2026 and 
30% for fiscal 2027. 
	 In 1H26, SG&A expenses were 66% of revenue, below 71% 
in fiscal 2025 and roughly in line with 65% in fiscal 2024, which 
was prior to CTW’s IPO. We attribute the 1H26 result to reduced 
marketing expenses related to the underperformance of newly 
launched game titles. However, we expect SG&A expenses to 
increase as a percentage of revenue in 2H26, as CTW continues 
to invest in its expansion efforts in key regions, including South 
Korea, Taiwan, and North America, to build operational scale and 
incur higher advertising expenses to support user acquisition and 
engagement for new titles. Thus, we forecast SG&A costs of 69% 
and 67% of revenue in fiscal 2026 and 2027, respectively.
	 We expect R&D costs to be approximately 5% of revenue 
in fiscal 2026 and 2027, compared with 6.1% in fiscal 2025, as 
CTW invests in staff to support technology-related investments, 
including AI infrastructure, platform functions, and customer 
support systems. We note that R&D includes expenses related 
to impaired advance fees paid to third-party game developers 
deemed unrecoverable, though we expect these levels to be 
variable over the near term but lower over the long term, as 
CTW focuses on working with higher-performing and validated 
developers.
	 For adjusted EBITDA, we project $8.1 million (9.9% margin) 
in fiscal 2026 and $12.8 million (13.9% margin) in fiscal 2027. This 
compares with adjusted EBITDA of $8.0 million (8.8% margin) 
for fiscal 2025. We forecast a loss per share of $0.06 in fiscal 2026 
and EPS of $0.02 in fiscal 2027, compared with EPS of $0.06 in 
fiscal 2025.

FINANCIAL STRENGTH & DIVIDEND
Our financial strength rating on CTW is Medium-High. As of Jan-
uary 31, 2026, CTW had $19.5 million in cash and equivalents on 
its balance sheet, compared with $12.2 million at the end of fiscal 
2025, bolstered by $12 million in proceeds from its August 2025 
IPO. Importantly, the company has no long-term debt. Total assets 
were $62.3 million, and shareholders’ equity was $37.4 million.
	 The IPO represented CTW’s first external capital raise since 
its founding, which we attribute to its history of organic growth, 
cash generation, and profitability. The company had net working 
capital of approximately $9.2 million and a current ratio near 1.6. 
	 We see CTW as well funded to invest in platform expansion 
as well as to engage in strategic collaborations in various regions 
with IP holders and game developers and potentially in M&A. 
Over time, we expect CTW to participate in additional financing 
activity to expand its investor base and trading float.
	 In fiscal 2025, net cash provided by operating activities was 
$100,000, compared with $1.7 million and $2.6 million in the prior 
two fiscal years. In 1H26, net cash used in operating activities was 
approximately $400,000.

	 In fiscal 2025, net cash used by investing activities was $1.2 
million, which was flat compared with the prior fiscal year due to 
stable capital expenditures. In 1H26, net cash used by investing 
activities totaled $2.8 million. Last, net cash used in financing 
activities in fiscal 2025 was $1.1 million for payment of deferred 
offering costs, compared with no activities in the prior-year periods. 
In 1H26, net cash provided by financing activities totaled $10.6 
million, supported by the August 2025 IPO.
	 As of January 31, 2026, CTW had 350 full-time employees, 
roughly half related to art and creative (48%). R&D (23%), sales 
and marketing (13%), game operation (9%), and administration 
(7%) were the next largest categories.
	 We expect CTW’s income tax expense to continue to vary as it 
builds operating scale in new markets. In fiscal 2025, the company’s 
effective tax rate decreased to 13.1% from 27.1% in fiscal 2024, 
driven by a greater proportion of income generated by subsidiaries 
outside of Japan and located in jurisdictions with lower statutory 
income tax rates. We note that Japan’s tax rate (nearly 35%) is well 
above those of other operating jurisdictions that have lower tax rates 
and tax incentives, including Singapore (17%), Taiwan (20%), and 
China (25%). Thus, we think it will take several years for CTW to 
achieve a normalized effective tax rate. 
	 CTW does not pay a dividend, and we do not expect it to 
initiate any program in the near future.

MANAGEMENT
Ryuichi Sasaki founded CTW in 2013 and is its CEO and board 
chairman. Mr. Sasaki is an entrepreneur specializing in animation 
IP–oriented games, with over a decade of experience in the gaming 
industry. Under his leadership, CTW has evolved with a clear vision 
and strong business development strategies to drive innovation and 
benefit all stakeholders. 
	 Patrick Liu has served as CTW’s chief financial officer since 
July 2024. Importantly, Mr. Liu is based in the U.S. Previously, Mr. 
Liu served as an assurance principal at Marcum Asia CPAs LLP 
(formerly Friedman LLP). Mr. Liu received a bachelor’s degree 
in public finance from Xiamen University in China and a master’s 
degree in accounting from the University of Delaware in the U.S.
	 Hairihan Tong is CTW’s chief technology officer. Mr. Tong’s 
nearly 10 years of experience in product design and operations 
management in the tech sector have been instrumental in the 
development and global expansion of the G123.jp platform, the 
company’s success with new product launches, and innovation in 
technology solutions. 
	 CTW is a “controlled company” under Nasdaq rules, as Mr.  
Sasaki holds approximately 96% of CTW’s shares (48 million 
Class A/12 million Class B). The Class B shares carry a 10:1 voting 
structure. As a result, Mr. Sasaki controls 98.6% of the company’s 
voting rights. 
	 CTW’s board consists of five directors, three of which are 
classified as independent. We view positively that CTW has a code 
of ethics in place across the organization, which we view positively 
for corporate governance purposes. We note that its new public ac-
counting firm, Golden Ocean, is registered with the Public Company 
Accounting Oversight Board, which should provide investors with 
additional confidence in CTW’s financial statements.  
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RISKS
Risks for CTW include a competitive landscape among game 
developers and platforms, including the presence of large compa-
nies such as Apple, Google, Steam, Sony Group Corp., Nintendo 
Co., Microsoft Corp., Tencent Holdings, and NetEase Inc. and IP 
license holders; an online gaming market characterized by short 
game life cycles, requiring development of  new “hit” games to 
offset declines in in-game purchases from titles later in their life 
cycle; reliance on a small percentage of end users for most of the 
in-game purchases made on its platform; reliance on expanding 
beyond Japan into new global markets; risk of not fully recovering 
advances to game developers if a game fails to launch or generate 
sufficient in-game purchases; reliance on a few data storage and 
cloud infrastructure providers and potential service disruption 
or system downtime; customer concentration risk, as its top four 
customers and their related games each accounted for more than 
10% (71% in aggregate) of revenue in fiscal 2025. Its top two 
customers and their related games accounted for 67.3% and 89.1% 
of revenue in fiscal 2024 and fiscal 2023, respectively. 
	 In addition, we think the dual-class share structure with voting 
control for Mr. Sasaki and concentrated share ownership could 
limit expansion of the investor base in the near term. Last, CTW 
faces currency risk, as its reporting currency is the U.S. dollar but 
functional currencies include the Japanese yen, New Taiwan dollar, 
and the Chinese yuan.

VALUATION
Since completing its IPO in August 2025, CTW shares have 
declined by nearly 50%, currently trading above $2.60. Despite 
contraction in the user base resulting from the weaker than expected 
performance of newly launched game titles during the first half of 
fiscal 2026, we continue to view CTW’s efficiency and underlying 
profitability metrics positively and see it as well positioned to 
execute on its global diversification strategy. 

	 The company’s recent forward EV/revenue multiple was 
just 1.8-times our fiscal 2026 revenue estimate of $82 million and 
1.6-times our fiscal 2027 estimate of $92 million. This compares 
with a forward multiple around 3.5-times for a peer group of global 
computer and mobile game stocks. That group has traded as high 
as 5-times over the past six months.
	 In our analysis, we also compare CTW’s forward EV/reve-
nue with a set of peer companies that have U.S. stock or American 
Depositary Share listings, including Capcom Co. (TSE: 9697/
OTCPK: CCOEY, 4.8-times), NetEase (SEHK: 9999)/NGS: NTES, 
2.9-times), Nintendo (TSE: 9794/OTCPK: NTDOY, 2.7-times), 
Playtika Holding Corp. (NGS: PLTK, 1.1-times), Tencent Holdings 
(SEHK: 700/OTCPK: TCEHY, 3.9-times), and Take Two Interactive 
Software Inc. (NGS: TTWO, 5.1-times). As a group, these companies 
also recently traded at an average forward multiple of 3.4-times con-
sensus 2027 revenue estimates and, prior to recent market volatility, 
traded from 3.5-times to 5-times over a sustained period.
	 On an EV/EBITDA basis, the peer group above is trading at a 
forward multiple around 12.2-times consensus estimates for 2027: 
CapCom (11.2-times consensus), NetEase (7.8-times), Nintendo 
(15.5-times), Playtika (3.7-times), Tencent (8.8-times), and Take 
Two (26.2-times). This compares with CTW’s multiple around 
11-times, based on our 2027 adjusted estimate of $12.8 million.
	 We consider several other companies as peers to CTW, 
including GDEV Inc. (NGM: GDEV), DoubleDown Interactive 
Co. (NGS: DDI), GCL Global Holdings Ltd. (NGS: GCL), and 
Gravity Co. (NGM: GRVY). However, we exclude these from our 
analysis due to outlying valuations, negative enterprise values, or 
a lack of consensus estimates. 
	 To value the stock, we apply a 3-times multiple to our 2027 
revenue estimate, a discount to the peer average, which we view 
as warranted given the near-term revenue growth uncertainty.
	 Adjusting for net cash, we arrive at a fair value of $5.00 for 
CTW shares. 

Steve Silver,
Argus Research Analyst



A R G U S  R E S E A R C H  C O M P A N Y  •  6 1  B R O A D W A Y  •  N E W  Y O R K,  N.Y.  1 0 0 0 6 

EQUITY RESEARCH REPORT

INCOME STATEMENT

($MIL) 2023 2024 1H 2025 2H 2025 2025 1H 2026 2H 2026E 2026E 1H 2027E 2H 2027E 2027E
Revenue 62.9 68.4 41.2 49.2 90.4 40.9 41.1 82.0 44.0 48.0 92.0
Gross Profit 45.9 52.2 68.3 55.0 64.4
SG&A 37.4 44.6 63.9 56.7 61.6
Operating lncome 5.6 6.6 -1.1 -5.1 -0.9
Adjusted EBITDA 10.6 12.0 3.7 4.3 8.0 4.3 3.8 8.1 6.3 6.5 12.8
Interest Expense NA NA NA NA NA
Pretax Income 5.2 8.2 4.5 -2.8 1.3
Tax Rate (%) 35 27 13 NM 10
Net Income 3.4 6.0 3.9 -3.8 1.1
EPS ($) 0.06 0.10 0.01 0.05 0.06 -0.02 -0.04 -0.06 0.01 0.01 0.02
Diluted Shares 60.0 60.0 60.0 62.3 62.5
Dividend Per Share ($) NA NA NA NA NA

Growth Rates (%)
Revenue NA 9 32 -1 -17 -9 7 17 12
Operating Income NA 18 NM NM NM
Adjusted EBITDA NA 13 NM 16 NM 1 47 71 58
Pre-Tax Income NA 58 NM NM NM
Net Income NA 76 NM NM NM
EPS NA 67 NM NM NM

Financial & Risk Analysis ($MIL)
Cash 14.9 14.5 12.2 NA NA
Working Capital 5.5 6.2 9.7 NA NA
Current Ratio 1.5 1.5 2.2 NA NA
LTDebt/Equity (%) NM NM NM NA NA
Total Debt/Equity (%) NM NM NM NA NA

Ratio Analysis
Gross Profit Margin 73% 76% 76% 67% 70%
Operating Margin 9% 10% NM NM NM
Adjusted EBITDA 16.9% 17.9% 8.8% 10.5% 9.2% 9.9% 14.3% 13.5% 13.9%
Net Margin 5% NM 4% NM 1%
Return on Assets (%) NA 10 9 NA NA
Return on Equity (%) NA 28 11 NA NA
Op Inc/Int Exp NM NM NM NM NM
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Argus Research Co. has received a flat fee from the company discussed in this report as part of a “Sponsored Research” agreement 
between Argus and the company.  No part of Argus Research’s compensation is directly or indirectly related to the content of this 
assessment or to other opinions expressed in this report.  Argus Research provides a suite of Sponsored Research services including 
but not limited to initial reports with ongoing coverage and updates; proprietary Argus Research earnings estimates; distribution to 
Argus Research’s clients; a license to enable the company to proactively use and distribute the report ; a press release announcing 
our initial coverage and updates; and access  to the Vickers Research database.  The price for this suite of services generally ranges 
from $22,000 to $35,000 depending on the level of services selected. Argus Research receives no part of its compensation in the 
form of stock or other securities issued by the company discussed in this report, and has no long equity position or short sale posi-
tion in the company’s stock. Argus Research is not involved in underwriting securities for the subject company, and will receive no 
proceeds or other financial benefit from any securities offering by the company. Argus Research; its officers, directors, and affiliates; 
and the author of this report have no financial interest in, or affiliation with, the subject firm. The report is disseminated primarily 
in electronic form and is made available at approximately the same time to all eligible recipients.

Argus Research Co. (ARC) is an independent investment research provider whose parent company, Argus Investors’ Counsel, Inc. (AIC), 
is registered with the U.S. Securities and Exchange Commission. Argus Investors’ Counsel is a subsidiary of The Argus Research Group, 
Inc. Neither The Argus Research Group nor any affiliate is a member of the FINRA or the SIPC. Argus Research is not a registered broker 
dealer and does not have investment banking operations. The Argus trademark, service mark and logo are the intellectual property of The 
Argus Research Group, Inc. The information contained in this research report is produced and copyrighted by Argus Research Co., and any 
unauthorized use, duplication, redistribution or disclosure is prohibited by law and can result in prosecution. The content of this report may 
be derived from Argus research reports, notes, or analyses. The opinions and information contained herein have been obtained or derived 
from sources believed to be reliable, but Argus makes no representation as to their timeliness, accuracy or completeness or for their fitness 
for any particular purpose. In addition, this content is not prepared subject to Canadian disclosure requirements. This report is not an offer 
to sell or a solicitation of an offer to buy any security. The information and material presented in this report are for general information only 
and do not specifically address individual investment objectives, financial situations or the particular needs of any specific person who may 
receive this report. Investing in any security or investment strategies discussed may not be suitable for you and it is recommended that you 
consult an independent investment advisor. Nothing in this report constitutes individual investment, legal or tax advice. Argus may issue 
or may have issued other reports that are inconsistent with or may reach different conclusions than those represented in this report, and all 
opinions are reflective of judgments made on the original date of publication. Argus is under no obligation to ensure that other reports are 
brought to the attention of any recipient of this report. Argus shall accept no liability for any loss arising from the use of this report, nor 
shall Argus treat all recipients of this report as customers simply by virtue of their receipt of this material. Investments involve risk and 
an investor may incur either profits or losses. Past performance should not be taken as an indication or guarantee of future performance. 
Argus has provided independent research since 1934. Argus officers, employees, agents and/or affiliates may have positions in stocks 
discussed in this report. No Argus officers, employees, agents and/or affiliates may serve as officers or directors of covered companies, or 
may own more than one percent of a covered company’s stock. Argus Investors’ Counsel (AIC), a portfolio management business based 
in New York, NY, is a customer of Argus Research Co. (ARC), also based in New York.  Argus Investors’ Counsel pays Argus Research 
Co. for research used in the management of the AIC core equity strategy and model portfolio and UIT products, and has the same access 
to Argus Research Co. reports as other customers. However, clients and prospective clients should note that Argus Investors’ Counsel and 
Argus Research Co., as units of The Argus Research Group, have certain employees in common, including those with both research and 
portfolio management responsibilities, and that Argus Research Co. employees participate in the management and marketing of the AIC 
core equity strategy and UIT and model portfolio products. Recipients of the Research reports in Singapore should contact the Intermediary 
of the Research Reports in respect to any matters arising from, or in connection with, the analysis of the report. Where the recipient is not 
an accredited, expert or institutional investor as defined by the Securities and Futures Act, the Intermediary accepts legal responsibility 
for the contents of Research Reports in respect of such recipient in accordance with applicable law. When reports are distributed by 
Intermediaries in Singapore, the Intermediary, and not Argus Research, is solely responsible for ensuring that the recipients of the Research 
Reports understand the information contained in the Research Reports and that such information is suitable based on the customer's profile 
and investment objectives. Laws and regulations of other countries may also restrict the distribution of this report.  Persons in possession 
of this document should inform themselves about possible legal restrictions and observe them accordingly. This content is not prepared 
subject to Canadian disclosure requirements.
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