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My name is Asano, and | 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.
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Financial Summary(Compared to Previous Year) M@M
FY23 1st Half FY24 1st Half . e
Vs Previous Year
Actual Actual
Sales 39,722 ; 351917 : (4,525) -ma%
Operating Profit 13,855 349% 10,651 303% (3'204) -231%
Ordinary Profit 23,201 584% 21,000 597% (2,201) -95%
Net Profit 16,795 423% 15,975 454% (820) -a9%
& Point

[Sales Console/PC] Focused on back catalog. In the previous year, three new titles were released

[Sales Mobile] Existing titles performing steadily

[Expenses] Decrease in outsourcing costs, advertising expenses, and development cost covered by partners

3
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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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Financial Summary(Compared to Initial Forecast)
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(Million Yen)

FY24 1st Half FY24 1st Half

g Change
Initial Forecast Results
Amount Profit Ratio Amount Profit Ratia Amount Efl'::t
Sales 38,000 - 35,197 - A 2,803 -74%

Operating Profit 8,000 21u1% 10,651 :z03% 2,651 331%
Ordinary Profit 13,000 342% 21,000 s97% 8,000 s1.5%

Net Profit 10,000 263% 15,975 454% 5,975 s98%
®Point
[Sales Console/PC] The back catalog has exceeded expectations
[Sales Mobile] Sales on self-published titles (launched in 2023) are weaker than expected
[Expenses] Decrease in personnel costs, outsourcing costs and advertising expenses

MNote: Forthe assumptions regarding the initial performance forecast, please refer to the supplementary materials (p36)

4
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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.
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Expenses and Personnel Count ®D
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{million yen/fpersan)

FY23 FY24

vs Qutlook Comparison [1]

H1 H1 Change / Changes in Trends
Empl t
P YT coGs 9,360 9,550 190 -
osts
SGA 2,320 2,340 20 =
11,680 11,890 210 Decrease / No Change
Outsourcing Costs COGs 4,360 3,210 (1,150) Decrease / No Change
Advertizing Costs SGA 1,730 1,240 (490) Decrease / No Change
Headcount™<vding temporary empioyees 2,562 2,736 174 Generally as Expected / No Change

@ Other Expenses

Development cost covered by partners
Decreased compared to the previous year, increased compared to the previous quarter
Sales commissions and royalty expenses (selling and administrative expenses):

Decreased compared to the previous year and decreased compared to the previous quarter™

[1] For the cost outlook as of the beginning of the fiscal year, please refer to the supplementary materials (pd0)
[2] The development cost burden from partners is recorded as a reduction in cost of goods sold The amount recorded, titles involved, and contract terms with partners are not disclosed
[3] Comparison of the total sales commission and royalty fees with the previous year and the previous quarter 5

<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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Results by Segment m:,,,,,.,;.,.
(Million Yen)
FY23 Fy24
1st Half Change Factors for Change
Entertainment Sales 37,210 32,761 (4,449) Decrease in sales from Console/PC and
Operating Profit 13[652 10’371 [3!281] Online/Mobile
AmUseront cales 1. 952 2' 083 131 For SP business, a decrease in commissioned sales;
) ) For AM facility business, one new store opened and
Operating Profit 353 252 (101] existing stores performance stable.
Real Estate Sales 603 600 (3)
Decrease in costs
Operating Profit a7 1 4 5 48
Others Sales 174 153 (21)
Operating Profit (248) (118) 130
Corporate & Elimination  Sales (217) (402) (185)
Operating Profit - - -
Total Sales 39,722 35,197 (4,525)
Operating Profit ‘]3,855 10,651 (3,204]

<Script>

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 M@,;.,.
(Million Yen)
1 :tYfle 1::5':" Vs Previous Year
Amount C°“;:;’2'a”t Amount c°';:::‘*“* Amount z:’j;‘;‘
Japan 23451  590% 20,792 59.1% (2,659)  -113%
Overseas 16,271 41.0% 14,405 40.9% (1,866) -11.5%
N. America 3,715 94% 4,255 121% 540 14.5%
Europe 1,324 33% 1,403 4.0% 79 5.9%
Asia 11,232  283% 8,747 24.9% (2,485)  -22.1%
Total 39,722  100.0% 35,197 100.0% (4,525) -11.4%

Mote: On a consolidated basis including all business segments

<Script>

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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Breakdown on the Sales for Entertainment Segment
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(Million Yen)
1:::2“ Change Contents
Console/PC" Package” 6,450 5,391 (1,059)
oL 7'050 6'220 (830) Fy23: Relea;z:sf three new
prc? 1,170 1,010 (160) Fvza: Focus on back catalog
14,670 12,621 (2,049)
Online/Mobile Online 300 210 (90)  Fv23: Three new titles
21840 19,530 (2310) [P iecsoneian
22,140 19,740 (2,400) service
Events & Goods 400 400 0 =
Sales for Entertainment Segment 37,210 32,761 (4,449)

les in-house titles and collaboration/c ccounted as royalties, categorized by product type
es not only packaged product related to distribution licenses, development compensation sales, and contract fees
[3]Details of amounts and changes are not 2 | royalty sales related to IP licensed titles currently in operation

es other companies' publishing titles

The amount and ratio of IP licensing sales are not disclosed

<Script>

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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Console/PC Unit Sales ()
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(1000 Copies)
FY23 1st Half FY24 1st Half Vs Previous Year
Units Ao Units Units s
Japan 1,270 36.8% 900 33.8% (370)  -291%
Overseas 2,180 63.2% 1,760 66.2% (420)  -193%
N. America 960 27.8% 710  26.7% (250) -26.0%
Europe 540 15.7% 440 16.5% (100) -18.5%
Asia 680 19.7% 610 22.9% (70)  -103%
Total 3,450  100.0% 2,660 100.0% (790)  -229%
DL Units 2,430 0.0% 2,085 (345)
DL Ratio 70.4% 0.0% 78.7% +8.3pt

€ Main Content
=“Rise of the Ronin” Repeat

=Focuses on back catalog titles, primarily in-house and collaborative staple titles

Mote: The sales figures for other companies’ publishing titles {collaborative and cooperative), including “Rise of the Ronin”, are not disdosed

<Script>

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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Sales Trend in Online/Mobile M@;.,,

"Nobunaga’s Ambition: Shutsujin® (Million Yen)
15,000 - "Atelier Resleriana” launched
"Mobunaga's \
Ambition:Hadou"launched
10,000 - \
14,140
12,440
11,210
5,000 4 10,130 a0 9,830 9,910
8,300 8,510 8,320
0 T T T T T T T
Fy22 FyY22 FY22 FY22 F¥23 FY23 FY23 FY23 FY24 FY24
Qi Q2 Q3 a4 Qi Q2 Q3 Q4 o} Q2
@®Point

In the fiscal year 2024, sales has been on stable trend,

existing titles having shown recovery from Q1 to Q2

MoteThe breakdown of sales in this area, as well as the sales, ratios, and trends of individual titles in IP licensing, are not disdosed

<Script>

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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Earnings Forecast
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FY23 FY24
Half-year Results Full Year Forecast

Amount Ratio Amount Ratio

Sales 35,197 : 90,000

Operating Profit 10,651 303% 30,000 333%
Ordinary Profit 21,000 s97% 40,000 444%
Net Profit 15,975 454% 30,000 333%

@ The full-year forecast remains unchanged

=There are no changes to the assumptions underlying the performance forecast

*Variable factors and risks: Sales figures for new titles (concentrated in Q3 and beyond) and sales of mabile titles

*Except business performance, no risks, such as unexpected costs, are anticipated

Mote; Quarterly internal plans, planned values for each expense, and sales by sector in the entertainment business are not disclosed

Details regarding the assumptions of the initial performance forecast are provided in the supplementary materials (p 36)

{Million Yen)

Progress

39.1%

35.5%

52.5%

53.3%

<Script>

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.

11
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Mid to Long-Term
Management Policy

KOEI TECMO HOLDINGS CO, LTD . L d
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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. | will explain the mid-to long-term management policy of
the Koei Tecmo Group.

12
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The 3rd Mid-Term Management Plan: Progress KD

€ Operating income target of 40 billion yen
Progress: The plan for FY2024 is 30 billion yen

— Re-challenge under the 4th Medium-Term Management Plan

@ Console titles with sales of 5 million copies (new IP)
Progress: 2 titles during the period

@ Console titles of 2 million copies level each period
Progress: 4 titles during the period

@ Smartphone game with monthly sales of 2 billion yen

Continuee to aim for achievement

@ Multiple smartphone games with monthly sales of 1 billion yen
Progress: A total of 2 titles during the period

The 4th Mid-Term Management Plan would be announced at the beginning of FY2025

<Script>
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
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Mid to Long-Term Direction ®D
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The next milestone is to enter the top 10 in the world

3rd Mid- =14th in the world as of FY2023 ™
Term Plan =Over the next three years, two AAA-class titles and multiple large-scale titles
(Current) *|Incorporating collaborations and publishing with other companies even for our own titles

While making upfront investments, aim to maintain both growth potential and profitability

Target: 10% annual growth in operating profit (on a three-year average basis) with an operating profit margin of 30%

=Within the top 10 in the world!"

Milestone =Sufficient development structure:;

(Long-term) Consistently launching large-scale titles every year and creating titles across diverse genres

=Self-publishing for our own titles even though large one

[1] Operating profit for digital entertainment businesses of game companies worldwide; Based on our research

14
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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.

14
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Vision @
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To Become the World's No 1
Digital Entertainment Company

& Steps toward vision
Managing both growth potential and profitability
Key factor for mid to long-term growth: Success in AAA titles, new genres and new IPs.

Build structure that allows us to consistently create large-scale hit titles in-house

@ Ranking™ 17th in FY2022 — 14th in FY2023 — Aim for the top 10

[1] Operating profit for digital entertainment businesses of game companies worldwide; Based on our research

<Script>

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.

15
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KOEI TECMO Ethos ~Creativity & Contribution~ KD
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Koei Tecmo is a company that
practices "Creation and Contribution”

C » *Create new and unprecedented fun (from 0 to 1)
Feation *Add new value to stable fun (from 1 to 2, 3...)

*Provide enjoyment to customers, generating joy and vitality

Contribution +

*Customer satisfaction leads to sense of puropose for creators

16
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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
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KOEI TECMO Ethos ~Creativity & Contribution~ KD
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Profit is a reflection of

Customer’s Expectations and Support

-Create unprecedented fun — Generate a new customer
Creativity -Utilize new systems and technologies
— leads to make new forms of fun

-Meet the expectations of waiting fans The producers

X make both coexist
—"a producer is
-Make the most of the resources provided a business owner”
Business -Keep "Quality, Delivery time, and Budget” within a certain range

Above all, “Quality" comes first

h

-Profit is outcomes resulting from how much “fun” we have made
Profit *Profit is the support from customers — Operating profit is the Company’s KPI
It is natural to respond to customer feedback and opinions

<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 "l enjoyed it" and "l 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.

17
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Business Highlights
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My name is Koinuma, and | 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.

18
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«D

" s st
Major Titles on FY2024 15t Half o
Segment Title/Platform Launch Region Publisher
Console Rise of the Ronin ; Sony Interactive
Mar.2024 Global .
PC PiayStaﬁnn"'"} — Plan ta suppart PlayStation®5 Pro Entertainment
Romance of the Three Kingdoms:Hadou ) KOEI TECMO
Sep.2020 Japan/Asia
i05/Android/PC(Steam) GAMES
Nobunaga's Ambition: Hadou ) KOEI TECMO
Dec.2023 Japan
i05/Android/PC{Steam) GAMES
Nobunaga's Ambition: Shutsujin ; KOEI TECMO
Aug..2023 lapan/Asia
i0S/Android GAMES
Atelier Resleriana: Forgotten Alchemy and the Polar Night Liberator KOEI TECMO
Sep.2023 Japan/Global AN

i0S/Android/PC(Stearm)
@ Other Factors
- [Business Environment] No significant changes in the short term
- [Console/PC] The common titles in back-catalogue contributed (in-house and collaborations)

- [Online & Mobile] The "Hadou" series continues shows stable revenue over the long term

<Script>

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.

19
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«D

Pipeline o
Segment Title/Platform Launch Region Publisher
Console ROMANCE OF THE THREE KINGDOMS 8 REMAKE . KOEI TECMO

> - Oct.2024 Global AN
PC PlayStation 5/PlayStation 4/Nintendo Switch™ MWindows{Steam)
FAIRY TAIL 2 g
i . Dec.2024 Global KOSAThaCqu °
PlayStation 5/PlayStation 4/Nintendo Switch™ MWindows(Steam)
DYNASTY WARRIORS: ORIGINS = Major Title
v Jan.2025 Global KOEATP\E'ICEE"O
PlayStation E'5/Xbox Series X|S/Windows(Steam)
Atelier Yumia: The Alchemist of Memories & the Envisioned Land KOE TECMO
Mar.2025 Global
PlayStationE5/MayStationEM/Ninten do Switch™/Windows(Steam) GAMES
Venus Vacation PRISM - DEAD OR ALIVE Xtreme -
~ Earhy 2025 Japan/Asia Kog::;é;do
PlayST.diion“‘ 5/PlayStation ™ 4/Windows (DMM GAMES, Steam)
Atelier Resleriana: The Red Alchemist & the White Guardian KOEI TECMO
2025 Japan CANIES

PIc‘i},fStatinnE SKPIaySLakiongfifNinten do Switch™ /Windows(Steam)

P> In addition, several unannounced titles (up to mid-tier) are scheduled for release within the fiscal year

20
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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.

20
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Pipeline — Policy for Mid-term e

=Many titles are already in development for the fourth medium-term plan period
*The overall of the new title portfolio is expected to be on par with the third medium-term plan
- Aiming for a good balance across four revenue layers!"

- In light of reflections from the third medium-term plan, the risk balance is being reassessed

Number of Launched Titles on Third Medium-Term Management Plan (FY2022-2024) -

Sector Category FY22  FY23  FY24™  Total
b AAA Class 1 1 . ;
CO;ZO'E sl Others 2 1 1
up to Mid Tier™ 8 3 4~ 15~
Online In-house 1 3 < 4
Mobile IP Licensing-out 3 1 2 -4

[1] Four revenue layers New [F, Se

ries, Collaboration, IF Licensing (Supplementary Matenal p 46)
024

21
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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.

21
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I will explain our strategies and challenges.

22
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Towards Further Growth

"Creation of IP" and
"Enhancement of Development Capabilities”
as Sources of Long-Term Growth

@ "'Creation of Global IP" as an Important Challenge
- New IP is essential for the group's medium- to long-term growth

- Continue to take on challenges, not only for large titles

9 Active Investment in Strengthening Development Structure Leads to Future Growth r.
- Expand development capacity both vertically and horizontally

- Develop content meticulously and ensure it is completed to the highest standard

23
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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.

23



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

Towards Further Growth ()
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Title Development Leveraging the Strengths of Each Studios
Our Advantage Lies in Developing a Diverse Genre of Titles with High Quality

By strengthening our development structure, we can further enhance the strengths of each brand

Koei Tecmo Games Development Structure

Brand leaders are responsible for the P&L and the growth of their departments.
-Development Department Structure: There are seven development departments (six brands plus one studio

Overview S g
system). Each department has divisions with heads
of the System . . ) . ) .
*Operational Execution: Each brand is responsible for formulating development roadmaps and business plans,
managing budget performance and rolling forecasts, and allocating human resources.
Features
Name KouShibusaawa w-Force Team NINJA GUST RubyParty midas AAA Studio
Console (Large] ) )
Console (to Mid-sized) B @
Online/Mobile L k. : "
Studio Scale Large Large Large Middle Small Small
Key Genres Simulation Action (Casual) Action (Core) IRPG Female-arientad Mohbile

*As of end of Sep, 2024

“AAA Studio; Development titles and release dates are not disclosed 21

<Script>

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.

24
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Strategy — Console & PC S sl

Positioning:
Increase growth rate through two axes:
Challenge titles (investments) and stable revenue growth
Growth strategy:
Expand development structure to increase the number of new titles and sales units
- While challenges come with risks, successful hits can lead to upside potential
and create additional revenue opportunities for long-term

Console
PC

&
Sales -

Chance/Risk

Challenge Titles
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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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Strategy — Online & Mobile ey
Positioning:
Online Generate Stable Revenue (Cash Flow)
Mobile Growth Strategy:
Build up gradually for steady growth Create new titles that contribute over multiple years

-In response to the decline of existing titles, add new releases to increase sales in the sector
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*The diagrams are for illustrative purposes only and do not represent planned values
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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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Strategy — Region by
Console/PC: Strengthening the structure for North America, Europe, and China/Asia regions
Key Regions ‘ o : . ; o ;
b Euc Online/Mobile: Focus on Japan and neighboring regions for while, with plans for global expansion
y Sector

P Looking ahead, develop markets such as in India and Southeast Asia, centered around Singapore*

Red: Development Bases, Blue: Sales Bases .
Note: Koei Tecmo Singapore (KT3) is a development base of the Koei Tecma Group It is involved in title development, operations, and CG production 27
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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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Development Challenges and Initiatives (V)

Level up your happiness

Challenges Initiatives Detail/Plan
Expansion of Hiring Over 200 People for FY2024 Plan to Maintain Equivalent Pace in the Medium Term:
1 development (Mainly New Graduates) " + Assignments will focus on various development departments and CG.
system Establishment of AAA Studio

Improverent Graphic Technology of KATANA High-Speed Pracessing Technology and Lighting Technology :Currently being developed far

ENGINE FY2s. . ) . .
— Function development will confinue in the medium term.
Improve Used in the Development of Titles would be Releasad This Fiscal Year
2 Quality Utilization of other General-Purpose Engine — Continuation planned for the following fiscal year and beyond (to be used in conjunction with
to AAA level the Katana Engine, with decisions made on a title-by-title basis).

Newly Established This Fiscal Year and Integrated into the Development Process

New operation verification process for PC :
pe P *Already been implemented for FY24 titles.

Progressing Automation Features for Asset Production”- and Library Expansion

KATANA ENGINE Automation Technology™ - Ongaing over a medium-term span

Costs
3 Reduction Uiiaton dE& Int{.oduclion of Al FLlrlctions f.or ?ebupgir1g anc.! Balar.lc.e Adjustment
and —Currently researching applications in improving efficiency
management
- Subdivision of Development Milestones tor Major Titles
P! )
Budget Management ) - . .
—Increasing the number of milestone review meetings.
Marketing Expansion of Global Publishing Structure Building a Structure Over the Long Term
4 directly leads to
purchase Raising Title bvaluation Engaging in Review Research and Knowledge Building
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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 Al 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.




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

KD

Level up your happiness

Disclaimer
This document may contain forward-looking statements Please be aware that actual performance

may differ significantly from these projections due to various factors
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