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Financial Highlights: Consolidated Results

(Million Yen)
FY24 Q1 FY25 Q1 Vs Previous Year
Amount Profit Ratio Amount Profit Ratio Amount zigc:gnet
Sales 17,607 - 14,800 . (2,807) -15.9%

Operating Profit 5,723 325% 3,574 24.1% (2,149) -37.6%
Ordinary Profit 18,703 106.2% 8,769 50.3% (9,934) -53.1%
Net Profit 13,638 77.5% 6,072 4.0%  (7,566) -555%

€ YOY increase or decrease
[Sales] Entertainment business(online and mobile sector)decreased
[Cost] Decreased. Personnel costs increased,variable costs decreased.
[Non-operating] Rebound decline from the previous fiscal year

3
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Financial Highlights by Segment

(Million Yen)
FY24 Q1 Change
Entertainment Sales 16,581 13,583 (2,998)
Operating Profit 5,701 3,706 (1,995)
Amusement Sales 757 1,054 297
Operating Profit 15 103 88
Real Estate Sales 280 312 32
Operating Profit 65 75 10
Others Sales 78 77 (1)
Operating Profit (58) (310) (252)
Corporate & Elimination Sales (90) (226) (136)
Operating Profit - - -
Total Sales 17,607 14,800 (2,807)
Operating Profit 5,723 3,574 (2,149)

4 YoY increase or decrease
[Entertainment] Sales decline in the online mobile sector
[Amusement] SP business increase in licensing income
AM facility business new store contribution (opened in July 24)

[Real Estate] Concert hall “KT Zepp Yokohama” contributed

4
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Earnings Forecast

(Million Yen)

FY24 Results FY25 Forecast VS Previous Year

Amount Ratio Amount Ratio Amount Ratio
Sales 83,150 - 92,000 - 8,850  10.6%
Operating Profit 32,119 38.6% 31,000 33.7% (1,119) -3.5%
Ordinary Profit 49,088 60.1% 37,000 40.2% (12,988) -26.0%
Net Profit 37,628 45.3% 27,000 29.3% (10,628) -28.2%
Dividend per Share(yen) 60 - 43 - ( ]_7) -28.3%
Payout Ratio 50.4% - 50.3% - (0.1pt) -

& Assumptions for earnings forecasts
-New titles are concentrated in the second half of the year.
The forecast includes titles that have not been announced at this time.
-There is no major risk assumption such as large temporary expenses
& Progress
-As of the first quarter, the operating profit was higher than the internal plan
-Forecasts are unchanged at this time as they are affected by sales trends of new titles

@
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Tokyo Stock Exchange Prime Market Listing Criteria Compliance Status

Implement measures
to comply with the listing standards on the Prime Market

¢ Policy
-Maintain listing on the Prime Market of the Tokyo Stock Exchange
-Measures to comply with listing criteria will be implemented by the end of March 2026.
¢ Situation
-Listing maintenance criteria (improvement period: until the end of March 2026)
Tradable share ratio 35% or more; 29.9% as of the end of March 25
¢ Measures
Under consideration. Prompt disclosure as soon as a decision is made

*For more details, please refer to the timely disclosure published on June 30, 2025. https://www.koeitecmo.co.jp/e/news/docs/ir6 20250630 02e.pdf

@
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2. Business Highlights
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Business Highlights: Entertainment Business Revenue Breakdown

The first quarter was dominated by existing titles, with no major movements

(Million Yen)
FY24 Q1 Change
Console/PC!!! Package etc!® 2,810 2,163 (647)
DL 3,260 3,510 250
DLC 580 380 (200)
6,650 6,053 (597)
Online/Mobile Online 110 80 (30)
Mobile 9,720 7,350 (2,370)
9,830 7,430 (2,400)
Events & Goods 100 100 0
Sales for Entertainment Segment 16,581 13,583 (2,998)

4 YoY increase or decrease

-No major new releases in both the previous and current year

-[Console/PC] Sales from collaborative business declined due to a rebound from previous year
-[Online Mobile] FY2023 title sales and licensing royalties decreased

*1 Includes in-house titles, collaboration/collaboration titles. Publishing titles from other companies that are recorded as royalties are also divided and aggregated by product type.
*2 In addition to physical package sales, it includes royalties for distribution licenses, development consideration sales, down payments, etc. The breakdown and increase or decrease of the amount are not disclosed. 8
*3 Includes royalty sales for IP licensed titles in operation. The amount and ratio of IP licensing sales are not disclosed.
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Business Highlights: Entertainment Business Console & PC Segment Sales Volume

-No major new releases
-Upside to the plan that was expected conservatively

Console & PC Segment Quarterly Sales (1,000 units) 7 new titles
(1 major title "Dynasty Warriors ORIGINS")
3000 - 3 new titles
(1 large title)
2,000 A 2 new titles
3,290
2,270
1,000 - 1,970
1,620 1,680
1,480 1,370 o 1,560
0 T T T T T T T T
FY23 FY23 FY23 FY23 FY24 FY24 FY24 FY24 FY25
Q1 Q2 Q3 Q4 Q1 Q2 Q3 Q4 Q1

9
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Business Highlights: Entertainment Business Online and Mobile Sales

-There will be no major events in the first quarter.

Online Mobile Quarterly Sales (Million Yen)

15,000 ]
N 1 tit] New 2 titles
ew Itie (in-house)
(in-house) /
10,000 - -Half Annlversar_y 3 Titles
-Seasonality
14,140
12,440
10,930 11,210
5,000 - 9,830 9,910 9,190
8,630 ’
7,430
0 . . . . . . . .
FY23 FY23 FY23 FY23 FY24 FY24 FY24 FY24 FY25
Q1 Q2 Q3 Q4 Q1 Q2 Q3 Q4 Qi 10
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3. Frequently Asked Questions
- Summary of Disclosed Information

agenda

1. Earnings Highlights and Forecasts

2. Business Highlights

3. Frequently Asked Questions - Summary of Disclosed Information
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Frequently Asked Questions: Forecast Assumptions and Cost Structure

Q. The financial summary of FY24 says the forecast for FY25 includes “upfront investments”.
Does it mean there would be a significant expense?

A.There is no special cost. From an accounting perspective, the expenses for the current period
include development costs for future titles.

Accounting and PL structure

¢ Development costs are recognized as cost of goods sold (COGS) in the period they are incurred,
rather than being recorded as work-in-progress (WIP).

-The development costs for the current fiscal year include the costs of titles that will be launched both in the
current year and in the future. Therefore, no future impairment write-downs or valuation write-offs will occur.

¢ The performance for the fiscal year depends on the magnitude of sales from the titles launched
in relation to the expenses, including upfront investments.
*The new tiltle is a key driver. New titles tend to boost profits when they are launched.

-The amount and rate of operating profit fluctuate depending on the lineup of titles (humber, scale and the scheme of
each titles)

12
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Frequently Asked Questions: 4th MTMP Cash Allocation (Growth Investment)

Q. Will you significantly increase labor costs as a growth investment? Is the M&A planned?
A. Most of the investment is about human capital, including the acquisition of a new office.

Labor costs are increasing at the same pace as before

3-year cumulative growth investment

(cash basis)

72.5B
yen

3rd MTMP Actual

(over)
110B
yen

4th MTMP Plan

capital

(Workplace
Environment)

Human

capital
(Labor costs)

4th MTMP Breakdown

¢ Elements to actively implement if there’s an opportunity
* M&A - Emphasis on IP and synergy

Careful selecttion of counterparties

Economic terms undecided

¢ Planned elements

-Labor costs (the majority of investment in human capital)
Aggressive hiring and salary increases
— Personnel Costs increase by 10% per year

-Improvement of the workplace environment
Acquisition of new office: about 25 billion
— planned as an expense

-Others (development facilities, etc.)

13
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Frequently Asked Questions: 4th MTMP Cash Allocation (Return)

Q.Will the returns in the 4th MTMP be made in accordance with the MTMP Policy?
A.We will do it in accordance with the basic policy of shareholder return

In addition to that, we will implement the MTMP policy

Return policy

Consolidated annual total allocation ratio of 50%, or annual dividend of 50 yen per share

EaI_SIC *Total allocation ratio includes dividends and share buybacks. Dividend amount per share is approximate
olicy
» During the 4th MTMP Period, we will give back based on the basic policy
4th MTMP Profit return through dividends
Policy *Aiming to increase total dividends through business (operating income) growth

» Based on the basic policy, the policy to be added as the 4th MTMP Plan

14
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Frequently Asked Questions: 4th MTMP Pipeline

Q.What is the status of the 4th MTMP Pipeline?

A. Against the backdrop of expanding the development system, we aim to grow both the quality
and quantity of the pipeline while placing importance on portfolio balance.

¢ The 3rd MTMP Pipeline
Challenge to create a large-scale hit
* 5 million or 2 million large-scale titles

*New IP, New genre

« Monthly sales of 1 billion, 2 billion yen mobile titles

mobile {by our own

Sector I Category FY22 FY23 FY24 Total
ajor 3 ' 2 1 6
Console & ol
PC iother 8 3 8 19
i
Online operated > 3 ) 5

*Restructuring of the 4th MTMP disclosed in April 2025

¢ The 4th MTMP Pipeline

Risk management across portfolios

-4th MTMP Goals

"Growth in Number and Quality of pipelines”
-Lineup organization with a balance of scale
-Scrutinize the degree of risk-taking with market size

Online operated
mobile by our own

Sector ;Category FY25 i FY26 ; FY27 | Total
Console ajor
"""""""" The number and scale of titles
PC
Other

are to be refined based
on the 3rd MTMP.

*Number of titles that have been announced (in-house):
Console&PC : 3 large and 4 other titles. Online mobile : 1 title

15
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4th MTMP Announced Pipeline

A generous number of new titles will be launced during the 4th MTMP Period.
-Announced the large-scale title "NIOH 3"

Segment Title/Platform* Launch Region Publisher Publisher
Console NOBUNAGA'S AMBITION: Awakening Complete Edition Jun.2025 Global KOEI TECMO GAMES KOEI TECMO GAMES
PC Nintendo Switch™ 2 /PlayStation®5 .
WILD HEARTS S Jul.2025 Global KOEI TECMO GAMES KOEI TECMO GAMES

Nintendo Switch™ 2

NINJA GAIDEN: Ragebound (IP License)

PlayStation®5/PlayStation®4/Nintendo Switch™™/Xbox SeriesX|S/Xbox Jul.2025 Global The Game Kitchen Dotemu
one/Windows(Steam)
. . PlatinumGames
NINJA GAIDEN 4 Majortitle ¢ 5055 Global KOEI TECMO GAMES Xbox Game Studios
Xbox Series X|S/Xbox Game Pass/Windows(MS Store, Steam)/PlayStation®5 Collaborative (Co-development)
Atelier Ryza Secret Trilogy Deluxe Pack
PlayStation®5/PlayStation®4/Nintendo Switch™™ 2/Nintendo Switch™™ 2025 Global KOEI TECMO GAMES KOEI TECMO GAMES
/Windows(Steam)
Hyrule Warriors: Age of Imprisonment Major t|t_|e This winter Global KOEI TECMO GAMES Japan:KOEI TFQMO GAMES
Nintendo Switch™ 2 Collaborative Overseas:Nintendo
NIOH 3 KOEI TECMO GAMES
Major title Early 2026 Global KOEI TECMO GAMES (Mid. east Asia and north Africa:
PlayStation®5/Windows(Steam) Manga Productions)
Online i . Bandai Namco Entertainment
bl Klngdom. Hadou (CBTestTi?w 2025) Japan KOEI TECMO GAMES Bandai Namco Entertainment
mobiie iOS/Android T (Co-development)
1 1 . H H H
Nubunaga's Ambition: Tenka heno Michi(IP License) 2025468 Japan TENEA Gatmes GRAVITY GAME ARISE
iOS/Android ingne
Shin Sangokushi Sousouden(IP License .
g ( ) 2025%F6H China CMGE CMGE

iOS/Android

Note: Including title without an English name

16
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Frequently Asked Questions: Entertainment Business Regional Strategy

Q.What are the regions you want to expand in the future? what are the strategies for each region?
A.Promote a global approach from regions with high growth potential in each sector

Sector and Regional Strategies

& Console and PC sector

There is room for growth, mainly in North America, Europe, and China

— Strengthening the system for the success of large-scale titles in the global
market

4 Online and mobile sector
Japan, China + neighboring regions are the priority areas for the time being
— Aiming for global expansion in the medium to long term

& Market development and research
Based on Koei Tecmo Singapore, we aim to develop emerging countries in
India and Southeast Asia.

Red: Development base, Blue: Sales base
*Koei Tecmo Singapore (KTS), the development base of the Koei Tecmo Group. Develops
and operates titles and produces CG.

17
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News BUSINESS PLAN]

Disclosed the "BUSINESS PLAN 2025“
with messages from new Chairman Erikawa and new President Koinuma

English material here: https://www.koeitecmo.co.jp/e/news/docs/ir6 20250619 e.pdf
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https://www.koeitecmo.co.jp/e/news/docs/ir6_20250619_e.pdf

Supplementary Materials
1. Initial Performance Forecast

agenda

1. Initial Performance Forecast (Reposted)
2. Fourth Medium-Term Management Plan (Reposted)
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Initial Performance Forecast and Dividend Forecast

(Million Yen)
FY24 Results FY25 Forecast VS Previous Year
Amount Ratio Amount Ratio Amount Ratio
Sales 83,150 - 92,000 - 8,850  10.6%
Operating Profit 32,119 386% 31,000 33.7% (1,119) -3.5%
Ordinary Profit 49,988 60.1% 37,000 40.2% (12,988) -26.0%
Net Profit 37,628 45.3% 27,000 29.3% (10,628) -28.2%
Dividend per Share(ven) 60 - 43 - (17) -28.3%
Payout Ratio 50.4% - 50.3% - (0.1pt) -

@ Assumptions for Forecast
Sales: Expected growth primarily driven by new releases for consoles and PCs.
Costs: Major expenses, including personnel costs, are conservatively accounted for.

Asset Management: The amount of operations will temporarily decrease due to the redemption of convertible bonds, while maintaining a
portfolio focused on bonds.

Exchange Rate: 140 yen per dollar — Fluctuations of over 100 million yen per dollar, including costs, will impact operating profit.

Dividends: A payout ratio of 50% will be applied to net profit based on the basic policy.

Note:

All planned titles for release are already accounted for, regardless of announcements or collaboration schemes.

*For segment—specific plans and other details, please refer to the attached data collection. 20
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Initial Performance Forecast and Dividend Forecast (Costs Outlook)

Subject FY25 Estimate YoY MTP4 3years Trend

Employment Costs Increase An increase of about 10% per year
Outsourcing Costs Increase Gradual increase on an annual basis

. I in i ith sal wth.
Advertising Costs Increase ncrfaas.e N line With sales gro .

Mobile is concentrated around the launch period.

Total Headcount Maintain Continue proactive recruitment,
*excludes temporary employees the Pace of Increase focusing on new graduates in the domestic market.

@ Performance of previous years

30,000 -
20790 23,070 24,500
18,940 ’
20,000 1 16,840
9,150

10,000 - 5,410

3,980 3,650 4,750 5,650 6,180

2,970 ' 2,680 3,090
; 8 - B B B
FY20 Fy21 Fy22 FY23 Fy24

Employment costs Outsourcing Costs M Advertising Costs 21
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Supplementary Materials
1. 4th Medium-Term Management Plan

1. Initial Performance Forecast (Reposted)
2. 4th Medium-Term Management Plan (Reposted)
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Review of the MTMP3: Performance

Although we did not meet our performance targets,
we were able to achieve certain results.

@ Performance

Sales: Achieved a record high in the fiscal year 2023

Operating Profit: Although the target of 40 billion yen was not met, the profit margin remains high

Global Ranking: 20th (FY 2021) — 14th (FY 2023)

100 million yen

1,000 0 60%
47% 50%

200 m | 399, 50%
o,

34% - 40%
&00 m

1.000 30%

r
400 846 831
20%0
0 0%a
FY21 Fy22 FY23 Fy24 Fy24
Sales M Operating Profit [ | Profit Ratio MTMP3 Target
23
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Note: The ranking is based on the operating profit of global digital entertainment companies (according to our research). The same applies to the following pages.



Review of the MTMP3: Priority Goals

We actively took on challenges with the aim of creating hit titles

Priority Goals Results

Performance | Operation Profit 40 billion Operating profit for FY24 is 32.1 billion yen.
Launch several Two titles were released. Although the targets for the period were
5M units—class titles(New IP) not met, they received high ratings.
Console/PC
Launch 2M units—class titles A total of four titles over the period, achieving a high Metacritic
each fiscal year score.
Launch title The two planned titles were realized, but monthly sales did not meet
with monthly sales 2B yen expectations.
Mobile ) ) o
tit . - . .
gunc several tities Achieved monthly sales of 1 billion yen with two titles.
with monthly sales 1B yen

Open-world

Location-Based
—s. s
L 2 s New }
; e gk Genre
i il N . 3
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Review of the MTMP3: Issue Recognition

Recognize global challenges based on environmental changes and the results of challenges

External environment (Entertainment Seg.) Challenges

Changes in the Market
Expansion of Development Structure

*Expansion of the overall market size (Development domains)
*Rapid growth of emerging countries

Improvement of Quality to AAA

Changes in Technology (Development domain)
*High—end development of games
*Diversification of platforms and the

_ Cost Reduction and Management
emergence of generative Al

(Whole company)

Changes in Society

Global Marketing and Publishing

(Marketing and Business domain)

- Competition for disposable time
-Increased expectations for game quality

25
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MTMP4 - Supplementary Materials: Review of the MTMP3: Issue Recognition

Challenges Domain Initiatives under progress

*Over 200 new graduates will be hired for the 2024 fiscal year.
Establishment of AAA Studio.

Expansion of

Development
Development system s

*Improvement Graphic Technology of KATANA ENGINE

Improve

. Devel t |-Utilizati f other G I-P Engine (U | Engi
Quality to AAA level evelopmen ilization of other General-Purpose Engine (Unreal Engine)

*Improvement of PC version product comfort

KATANA ENGINE Automation Technology

Costs reduction
and Whole company |-Budget Management centering on major titles
management R i A, A B i E i i B it i B i Bl Iiiiiili i

KATANA ENGINE Automation Technology

*Expansion of Global Publishing Structure

Marketing

. Entry into emerging markets (Middle East and North Africa)
Business

Marketing towards Global

*Engaging in Review Research and Knowledge Building

26
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MTMP4 - Supplementary Materials: Fundamental Philosophy

@ Purpose

*Koei Tecmo Ethos

Creativity and Contribution

— Create new value and contribute to society.

*Corporate Slogan

Level up your happiness — More happiness with new excitement.

@ To Practice Our Purpose

*Vision
To Become the World's No.1 Digital Entertainment Company

*Values

Quality & Satisfaction,
Creativity & Business,
Quality—Delivery—Budget

*Basic Management Policy

Provide the Best Entertainemnt Content.
Achieve Continuous Growth.

Improve Employee Welfare.

Challenge new Business.

Purpose

<Koei Tecmo Ethos>
< Corporate Slogan>

To Practice Our Purpose
<Vision>
<Values>

< Basic Management Policy >

< Materiality >

Management Strategy
< Long—term Vision>
<MTMP4>

Code of Conduct

Purpose

FEERE
RETHEHIC

Materiality

<=l —

Management Strate

{TENRREE

Code of conduct

To practice Purpose a

217
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MTMP4 - Supplementary Materials: Materiality

@ Materiality
Key issues to focus on for sustainable growth and
enhancement of corporate value in the medium to long term:

Purpose
<Koei Tecmo Ethos>

< Corporate Slogan>

1.Provide the greatest excitement with new content that exceeds
expectations.

2.Create new appeal through the development of IP.

3.Develop talent that generates new value.

4 Create a workplace environment where diverse talent can work
energetically.

5.Appropriately distribute economic value.

6.Strengthen corporate governance.

7.Promote the charm of culture and history globally.

8.Protect consumers and provide a safe environment for enjoyment.
9.Contribute to the enrichment of the heart.

To Practice Our Purpose
<Vision>
<Values>

< Basic Management Policy >

<Materiality >

Management Strategy
< Long—term Vision>
<MTMP4>

Code of Conduct

Purpose

FEERE
RETHEHIC

Materiality

<=l —

Management Strate

{TENRREE

Code of conduct

To practice Purpose a

28

© KTHD © KTG



MTMP4 — Supplementary Materials: Materiality (Details)

Provide the greatest excitement
with new content that exceeds
expectations.

Continuously creating new content is the foundation of our sustainable
growth, and by consistently providing the greatest excitement to
people, we aim to contribute to a vibrant society.,

Materiality Details

Create new appeal through the
development of IP.

By developing and utilizing our IP as various entertainment content, we
create new appeal and offer new excitement to people.

Develop talent that generates
new value.

Through the development of talent with creativity and technical skills,
we generate new value and contribute to the growth of the company
and the realization of a better society.

Create a workplace environment
where diverse talent can work
energetically.

By respecting the diverse values of employees and creating a vibrant
environment, we enhance engagement and maintain high motivation,
thereby improving the company’s competitiveness.

Appropriately distribute economic
value.

We appropriately return the profits generated through our business
activities to stakeholders, including shareholders, employees, and local
communities, and continue sustainable growth through contributions to
society.

29
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MTMP4 — Supplementary Materials: Materiality (Details)

Materiality Details

We prioritize transparency and fairness to achieve sustainable growth
and enhance corporate value. Additionally, we work on preventing
corruption and bribery, including with business partners, to increase
trust from stakeholders

6 | Strengthen corporate governance.

Through our content, we aim to promote the charm of history and

- Promote the charm of culture from Japan and Asia to the world, fostering understanding and
culture and history globally. respect for different cultures and striving for a society that values
mutual respect.
. By considering consumer protection, cultural adaptation, and
Protect consumers and provide a |. . . . .
8 . : information security, we create a safe and enjoyable play environment
safe environment for enjoyment. . . .
for customers worldwide, thereby enhancing trust with our customers.
Through new experiences and excitement, we enrich our customers’
9 Contribute to the enrichment of |hearts and nurture communities. As a member of society, we actively

the heart. participate in local community and academic activities, contributing to
the realization of a better society.

30
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4th Medium—-Term Management Plan: Summary

As the first step towards becoming “World’ s No.1,“
aim to be in the world’ s top 10 in the long term.

Long—term vision
top 10

“Lay the foundation for growth”

th M;
Topi4 4* Mid-term FY2031~2033
Management
Plan FY2028~2030
.
MTMP3 —
FY2025~2027
FY2022~2024

Note: The ranking is based on the operating profit of global digital entertainment companies (according to our research). 31
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4th Medium—-Term Management Plan: Goals

Four goals to “Lay the foundation for growth”

MTMP3 4th Medium—-Term Management Plan: Goals MTMP5 -
MTMP6

(DGrowth in the Number of pipelines @ Growth in
@ Growth in the Quality of pipelines sales capability

[Development] [Marketing, Business]

@Growth in cost efficiency

[Whole company]

32
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4th Medium—-Term Management Plan: Quantitative Targets

Aim for a cumulative operating profit of over 100 billion yen

€@ Operating Profit Targets (Main Targets)
* Cumulative operating profit of more than 100 billion yen over three years*
*Re—challenge to achieve an annual operating profit of 40 billion yen
= Operating profit margin of 30% or more (both annually and cumulatively over three years)

@ Related Targets
=Sales of over 300 billion yen cumulatively over three years
»Console/PC sector: cumulative sales of more than 30 million units over three years
*Online/mobile sector: sales to grow gradually over three years

Note: Assumptions
*Growth centered on in—house developed titles. Licensing revenue is incorporated at the same level as the fiscal year 2024,
maintaining approximately the same level over the three years of the 4th Medium—Term Management Plan.
* Of the operating profit, the proportion of operating profit from in—house titles, excluding licensing revenue, is 65% or more.
33
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4th Medium—Term Management Plan: Comparison of the MTMP

MTMP3 MTMP4 MTMPS5 to MTMP6

Growth Driven Reliable Portfolio Towards
by Major Titles Balancing Growth and Profitability a structure that ensures
solid profit foundation
&Key Targets @ Four Goals and
Operating profit target of 40 billion yen 1.Growth in the number of pipelines the release of AAA—class titles
2.Growth in the quality of pipelines every year
Console/PC 3.Growth in sales capability
— Multiple titles with sales of 5 million 4.Growth in cost efficiency
units (new IP) during the Medium—Term
Management Plan period € Quantitative Targets
— At least one title with sales of 2 million *Cumulative operating profit of over 100
units each year billion yen over three years
*Re—challenge to achieve an annual operating
Mobile profit of 40 billion yen
— Titles with monthly sales of 2 billion - Operating profit margin of 30% or more
yen
— Multiple titles with monthly sales of 1
billion yen
34
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4th Medium—-Term Management Plan: Growth Story of the MTMP4

Initiative towards Goals Outputs and Effects Generated Results

Growth in the

Quiality of pipelines \ —
Expansion of

Growth in the

Low risk, medium return

N the number of -
ExistinglP pipelines titles
Collaboration ) > G.I’adua|
Growth in Sales profit growth
Capability I .
ncrease in

Growth in cost profit per title

ffici . .
etiieiency A highly reliable
portfolio that Goal
Investment from | oals
_ . balances .
Stable revenue in the future generated profits rowth potential Achieved
through series development and horizontal expansion, etc. g p. »
and profitability
Growth in the
Quality of pipelines
New » | Breakthrough
rofit growth
IP Growth in cost AL
Genre efficiency _
-~ 35
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4th Medium—-Term Management Plan: Business Portfolio of the MTMP4

Gaming sector Non—gaming sector

Proactive development investment for growth Investment tailored to
the conditions of each sector

Online *mobile sector
Existing titles by ourselves P sector Amusement Seg.

business I
1 5% by our own and joint nvestment to

of development investment Initiate investment [ achieve 10% growth

Console*PC sector

Allocate approximately
65%
of development investment New titles by ourselves 1P sector Real Estate Seg.

(License—out)

20% No significant Mgu
Maintain

Online *mobile sector

of development investment investment

Note
Development Investment: A rough percentage of the total investment amount that combines major development costs such as personnel expenses and
outsourcing costs. Headquarters expenses and other costs are not included. 36
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4th Medium—Term Management Plan: Three Plillars

Strengthening the management foundation, business strategy, and cash allocation

Four Goals Goals
to be achieved 1.Growth in the number of pipelines 2.Growth in the quality of pipelines
during the period 3.Growth in sales capability 4.Growth in cost efficiency

Three Pillars

2.Business Strategy 3.Cash Allocation
(Entertainment/Amusement/Real Estate) (Growth Investment and Returns)

Initiatives

towards each goal . .
1.Strengthening the Management Foundation

(Human Capital and Governance)

37
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First Pillar: Strengthening the Management Foundation (Human Capital)

Realizing the vision through the development of “Creativity & Business” talent

Achieving the vision of “To become the World's No.1 Digital Entertainment Company”

Growth in the Quality and Quantity of pipelines, and Growth in Cost Efficiency

Human Capital Management

Talent “Creativity & Business”

development Creators who realize new and interesting experiences & Business professionals
policy who achieve growth and profitability.

4 4 4

Building a Safe and Supportive
Work Environment for

Securing a Diverse Workforce, Talent Development System for
Focusing on New Graduates Achieving Growth

Strategy

38
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First Pillar: Strengthening the Management Foundation (Governance)

Transition to a New Structure from 2025, Strengthening Governance

@ Promote the Separation of Management Supervision and Execution
*The Board of Directors will be composed mainly of the President and CEO, and non—executive directors
 Established Koei Tecmo Corporate Finance Inc. to consolidate finance functions.

@ Transit to a Structure with Over 50% External Directors and Over 30% Female Executives

*Newly appoint one external director and one external auditork

<{Structure of the Board of Directors after changes>

Ratio Of Ratio of

external Female

directors directors
41.6%—54.5% 18.89%—33.3%

39
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Second Pillar: Business Strategy

Execute business strategies tailored to the roles and conditions of each
business sector

Positioning and Direction for Each Business and Sector

Segment Sector Positioning Direction
Growth driver . .
Console/PC 4 Enhance the ability to create attractive IP

Online/Mobile and maximize revenue and value.

Stable revenue
. IP
Entertainment Business by our own Aim to grow
/with joint project Expand game IP across multiple platforms to
P further enhance its value

, , Stable revenue
Licensing—out

Sp Achieve growth in a mature market through
Amusement _— Stable revenue improvements in existing businesses and
Amusement Facilities e L .
initiatives such as new store openings.

Real Estate — Stable revenue Support the group

40
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Second Pillar: Business Strategy — Entertainment Seg.

Enhance the Capabilities
to create attractive IP and maximize revenue and value

Enhance Capabilities to Create, Expand, Leverage and Support our IPs

m

Support

41
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MTMP4 — Supplementary Materials: Entertainment Business Strategy (Details)

Capabilities

to be enhanced Goals Initiatives

Create high—quality IP that is attractive to users worldwide.

Growth in *Planning and development focused on the market.
Create L
the Number of pipelines . . . :
*The ability to create new games utilizing major IPs, along with the
capability to develop the next key IP.
Growth in -Improvement of marketing and sales strategies
Expand | bilit
sales capabiiity -Early entry into emerging markets
Expand game IP across multiple areas to maximize IP value (merchandise,
lead to events, media).
Leverage Growth in *Promote IP expansion and build business models

the Quality of pipelines
*Maximize IP value through media mix

*Expansion of the development system and enhancement of creator
capabilities.

Growth in the Number of
Support pipelines

Growth in cost efficiency|Innovation in production processes utilizing new technologies such as Al

42
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MTMP4 — Supplementary Materials:Growth Strategy for Console and PC Sector

@ Positioning
Drive growth

& Growth Strategy
Increase the number of titles and improve quality to enhance the hit rate per title.

Balance challenges with stable revenue by adequately positioning both large—scale and low-risk titles.

Sales _-

1

1

1

1
- : Chance & Risk

1

1

1

Challenging titles

Stable Revenue
(Low-risk titles, Back catalogue)

, Time

(
Launching new titles constantly 43
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MTMP4 - Supplementary Materials:Growth Strategy for Online and Mobile Sector

@ Positioning
Generate stable revenue

@ Growth Strategy
Achieve incremental growth by adding new titles.
Aim for the stabilization of the entire sector rather than expanding the scale of individual titles,

and create new titles that contribute over multiple years.

Sales

New title 3
New title 2
New title 1

Chance & Risk

Existing Titles

Time

44
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Second Pillar: Business Strategy — Entertainment Seg. Pipeline Policy

The number and scale of new titles
will be refined based on the 3rd Medium—Term Management Plan

@ 4th Medium—-Term Management Plan: Pipeline Policy
*Maintain multi—platform strategy
*Reconsider the degree of risk—taking based on reflections from the 3rd Medium—Term Management Plan
*Organize the lineup with a balance between large—scale and mid—class titles

Number of Titles Achieved in the 3rd Medium—-Term Management

Category FY22 FY23 FY24 Total
Major 3 2 1 6
Console ]
PC Other 8 3 8 19
Onllr.1e operated 9 3 _ 5
mobile : by our own

45
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Third Pillar: Cash Allocation (Growth Investment)

Expansion of growth investments centered on human capital

€ Growth Investment

Actively invest funds for growth, focusing on human capital.

-Human capital (talent development, establishment of a comfortable work environment)

*Development infrastructure and facilities

"M&A

About
712.5

Billion Yen

MTMP3

Over

110

Billion Yen

MTMP4

- Growth in the number
and quality of the pipelines
- Growth in cost efficiency

Operating Profit
Over 3 Years:

More than

100

Billion Yen

Further growth
investment

Profit Returns

46
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Third Pillar; Cash Allocation (Profit Returns)

Committed to providing high returns to shareholders
through sustainable and stable dividends

Positioning of — The most important management policy
Profit — Share the results that delight customers

Distribution with internal and external stakeholders to enhance corporate value

Basic Policy on Consolidated annual total payout ratio of 50%, or an annual dividend of 50 yen per share
Proﬁt Returns *The total payout ratio includes dividends and share buybacks. The dividend amount per share is a guideline

*Profit returns are primarily through dividends.

PO;;?I_yMiujng = Aim for stable dividends and seek to increase the total dividend amount

through operating profit growth

47
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