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Entertainment Contents Business

In addition to drawing on our abundant IP assets to roll out content globally, the Group will
work to expand business value by taking advantage of our broad business portfolio.

External Environment

The global game content market continues to grow against the backdrop of rising download sales and the proliferation of game distribution
platforms. Although the Amusement Machine Sales and Amusement Center Operations markets were hard hit by COVID-19, the prizes began

torally in 2021 and the market is recovering gradually.

Video Game Content Market Size

(Trillions of yen)
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Source: SEGA SAMMY estimates based on data from Newzoo Global Games Market Data (July 2022) (US$1=¥130)

Domestic Amusement Machine and Revenues from Amusement
Facilities Operations

(Billions of yen)

P

2014 2015 2016 2017 2018 2019 2020 (FY)

Il Amusement machine sales [ Revenues from amusement facilities operations
Source: Japan Amusement Industry Association

Anticipated Opportunities and Risks

Opportunities

Ongoing growth in the game content market

The global video games market is seeing the proliferation and diversification of
platforms inline with the digitization of game content and services. The market
environment is changing dramatically—new business models that can support
continuous sales over the long term are emerging as earnings opportunities are
becoming increasingly diverse, encompassing not only one-off package sales but
also download and free-to-play (F2P) sales and subscription-based services.

Risks

Rising development costs

The costs of game content development are increasing due torising prices, the
greater mobility of developers, and longer development periods. There is arisk of
not being able to realize expected returns oninvestment.

| SEGA SAMMY HOLDINGS
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Number of Amusement Facilities and
Amusement Machine Units Installed

377,825
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4,
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Source: National Police Agency

Responses

Expanding touchpoints with users

¢ Strengthening global roll-out
e Multiplatform support
e Multilingual support

Prolonging product life cycles

e Utilizing IP assets
e Strengthening the digital sales
¢ Multichannel monetization

Strengthening user engagement

o Community management
e Strengthening the mix of media

Business Overview

Ensuring steady earnings through expansion across a range of areas

SEGA SAMMY's Entertainment Contents Business has expanded into various entertainment domains, each of which presents different
market growth potential and levels of competition. Leveraging its well-balanced portfolio, the Group is generating stable income without relying
excessively on any specific IP, title, or business activity.

= Sonic Colors: Ultimate
©SEGA

Consumer Area

We will focus on expanding the scale of earn-
ings by strengthening the global branding of
existing IPs.

To capitalize effectively on our abundant IP
assets, including dormant IPs, we will further
develop these IPs by means of remakes, remastering, and reboots, etc., as well
as offering them to subscription-based services and other forms of monetization
across multiple channels.

HATSUNE MIKU- COLORFUL STAGE!  PHANTASY STAR ONLINE 2

©SEGA/© CP/© CFM NEW GENESIS
©SEGA

Amusement Machine Area

We will aim to improve profitability by focusing on strong-performing
prize categories.

UFO CATCHER 9 third
©OSEGA

Animation and Toys Area

In the Animation area, in addition to producing animations of our major IPs, such as Detective
Conan, Anpanman, and LUPIN THE 3rd, the Group is focusing on the animation licensing and
merchandising businesses.

The Toys area is expanding to encompass a broad target audience, including mainstay
educational toys, character goods, and products for adults.

Detective Conan: The Scarlet Bullet
©2020 GOSHO AOYAMA/DETECTIVE CONAN COMMITTEE Al Rights Reserved.
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= [ Strong ongoing growth expected in the global video games market m Expanding touchpoints with global Sales trend of Sonic IP
E H = = H (Billions of yen)
'E Steady growth in the global video games market is ongoing. With the advance of digital distribution platforms enabling delivery of game con- aUdlence and contlnumg tO bUIld user 25
E tent to more people around the world, the global market is tagged to reach ¥29 trillion by 2025. engagement ‘
1T} For Sonic IP that stands at the center of SEGAS IP strategy, which continues to 20
. grow its popularity in overseas markets, we are strategically developing a
Global Video Game Content Market . ! . o .
global mix of media to expand earnings opportunities. Carrying on the 15
2020 2025 (Forecast) momentum of the Sonic the Hedgehog 2 global blockbuster movies, we will
continue to build a global fan base as we strategically expand our touch- 10

points actively by creating high-end animation content for a global distri-
bution platform, collaboration with games that enjoy worldwide popularity,
and pursuing licensing in various areas, including toys and apparel. 5

One objective is to deliver a new game to the fast-growing fan base for the Fy2021/3  FY2022/3 FY(i?ai?)’B
Sonic IP, thereby increasing profitability. Following the release of Sonic Colors:
Ultimate in the fiscal year ended March 2022, we released Sonic Origins in the fiscal year ending March 2023 along with the
upcoming blockbuster, Sonic Frontiers. We are also working on a number of Sonic IP projects for the fiscal year ending March
2024 and beyond. Going forward, we will continue to offer an even more vibrant lineup and increase the value of this IP.

LW v29 tition

Source: SEGA SAMMY estimates based on data from Newzoo
Global Games Market Data (July 2022) (US$1=¥130)

o]

/3 Key strategies in the medium-term plan

We are moving ahead with two major strategies in the Consumer area of the Entertainment Contents Business. The first is to reinforce existing
IPs and build a robust earnings base by the fiscal year ending March 2024. The second is to create a “Super Game” by the fiscal year ending )
March 2026. Through these two key strategies we will work to further grow earnings. Where the IP Strategy Is Headmg

Earnings

Growth
L . Strategic development of Expanding the fan base on Launching new games for
il el o o thge mix of mZdia ° a g?obal level fast o b
Core Strategies a rast-growing user base
Strategy @ Global launch of the all-new Netflix Partnerships with mega-popular games and their massive audiences
years  Core Strategies . « . . . . . . ] ) ___
Creation of a “Super Game animated series, Sonic Prime, in 2022 & R FTHEL RAF PR ) SONIT . [illy TR
Strategy @ : X AL
Strengthen the global branding of
existing IPs E)I'I = - =i ;
- R 3 Minecraft (June 2021) ROBLOX (Started June2022)  Fall Guys (Started August 2022)
R e e - Support subscription-based =
) 2
;&;’?my TOTALWAR 4 Expanding touchpoints with users, expanding territories
m ]
By FY2024/3 By FY2026/3 By FY2030/3
Sonic the Hedgehog 2 followed in
. . . the steps of the first Sonic movie in Toys, games, food, apparel, etc.
Growing mainstay IPs into global brands becoming a global box-office hit Earnings growth Deploying IPs in various areas
A Remastered title New title
Image of Brand Expansion Sonic Origins Sonic Frontiers
@ Expanding touchpoints withusers @ Prolonging product life cycles @ Strengthening user engagement =]
Danone Mobile Partnership

e Strengthening global roll-out e Utilizing IP assets e Community management e
e Multiplatform support e Strengthening digital sales e Strengthening the mix of media 92022 PARAVOUNT PICTURES CORPORATION AND SEGA
e Multilingual support e Multichannel monetization '

26 | SEGA SAMMY HOLDINGS INTEGRATED REPORT 2022 | 27



0
e
4
L
|
=z
(o}
O
|
4
)
=
=
<
=
oc
L
[
Z
w

28

R IP strategy

inaction

of content

Pursuing global growth of IPs through
the full-scale multiplatform deployment

Consolidated subsidiary Atlus holds numerous key IPs that

ATLUS

of highly-rated role-playing games.
The company continues to release new titles: Shin Megami Tensei VV came out in the fiscal
year ended March 2022 to high acclaim, followed in the fiscal year ending March 2023 by Sou/
Hackers 2—the first new title in 25 years for this IP, which first gained popularity as a game for
the Sega Saturn console. In the mainstay Persona IP, Atlus is starting to strategically remaster
past hit titles from the fiscal year ending March 2023, working to further expand the global fan
base by actively developing titles for heretofore unsupported platforms.

Utilization of a lineup of titles that are
highly acclaimed by users

* Remastered titles
We will begin the full-fledged release of remastered numbered past

titles from the Persona series from the fiscal year ending March 2023.

¢ Multiplatform deployment

have attracted a base of die-hard fans around the world,
including the Persona and Shin Megami Tensei series, and
has established its presence in recent years as a developer

Where the IP Strategy Is Heading

Remastering, utilization of existing IPs
Multiplatform deployment

Sales trend of titles in the Persona,
Soul Hackers, and Shin Megami

Tensei series
(Billions of yen)

25

. n

15

10

5

% Fy2021/3 FY2022/3 FY2023/3

(Plan)
Building a

global fan base

¢ Utilization of existing IPs

We released Soul Hackers 2, the first new title in 25 years for this IP
that first gained popularity for the Sega Saturn console.

© ATLUS. © SEGA. Allrights reserved.

Expanding touchpoints with users Prolonging product life cycles

% Inand after FY2023/3 % FY2021/3 7 FY2020/3

Title e Console PC | Europe
Persona 3 Portable FY2010/3 * * * * * * * * *
Persona 4 Golden FY2013/3 * w * * * * * * *
PERSONA 5 Royal FY2020/3 * * * * * * * * * *
Soul Hackers 2 * * * * * * * *

SEGA SAMMY HOLDINGS
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Be a Game Changer

—Serving, inspiring, awakening
over 3 billion gamers worldwide —

Yukio Sugino

President and COO, Representative Director
SEGA CORPORATION

Shuji Utsumi

Co COO, Director of the Board
SEGA CORPORATION

Tell us what’s behind the rapid growth of the Consumer area.

Sugino We setaggressive expansioninto global markets as a
key thrust of the current medium-term plan. | see our having been
able to tap into demand in those markets as a big factor behind this
growth. As the weight of global sales in our overall business per-
formance has become more evident in recent years, this is feed-
ing into a burgeoning confidence and general mood within the
company that we are capable of competing in markets outside
Japan as well. SEGA has put out numerous games over its long
history, and | believe this sizable library of titles gave us alegupin
terms of capturing stay-at-home demand during the pandemic.

Utsumi Worldwide, as people curtailed activities outside the
home because of COVID-19, this fueled robust demand for
games and drove a significant advance in digitalization, which
gave incredible momentum to growth in the Consumer busi-
ness. Meanwhile, major platformers like Google, Amazon, Face-
book, Apple, and Microsoft have entered the games industry in
earnest, and | think our strategy of building strong relationships
with such platformers really paid off. We've been able to build
very strong relationships, receiving a range of support including
in the area of marketing.

SEGA has gained a reputation for its game development capabilities and the IPs it holds, but
this has not always translated directly into earnings. Tell us about the reforms you’ve made in

recent years to address this issue.

Utsumi Throughout its long history, SEGA has created and
brought numerous ground-breaking games to the market. We
boast a wealth of IP assets. After working at SEGA previously, my
career took me into various parts of the entertainment industry.
When | eventually came back to SEGA, my first thought was that it
was just like Treasure Island.

Unfortunately, we were not able to effectively utilize the many
IP assets SEGA holds. So, we took a good, long look at the library,
and have begun the strategic remastering and remaking of the
promising IPs we identified. In the games industry, the advance of
digitalization has driven massive expansion of the market and is

bringing changes to the business model. Now it is possible to
connect more people around the world with SEGAS IP. Our strat-
egy for doing this centers on the multiplatform deployment of
content and simultaneous worldwide releases. Our previous
approach was mainly to release a title on specific platformsin
Japan and then go on to deploy the content overseas. Now,
advances in the digitalization of distribution have freed us up from
time and space constraints, and we're in an era where content can
be delivered instantly around the world—giving us a golden
opportunity to score big. But that's easier said than done. To get
there as fast as possible, we completely revamped our operating
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methods, starting on the front lines. For example, to get ready for a
simultaneous worldwide release, the development and marketing
departments hold online meetings every morning with the studios
of our overseas sites, sharing details of plans and progress and
making sure everyone is on the same page. We also tweak game
content and marketing to address the unique needs of each
region. Meanwhile, to ensure a unified look and feel of the world of
the game, we've had to make sure our message is shared consis-
tently across all the departments involved. We also had to review
the value chain from a global perspective, from planning and
development to subsequent commercialization, making drastic
changes to the way we work. As we made headway with these
efforts, I've sensed a shift toward thinking about how we can gain
a following for agame not just by users in Japan but overseas as

As our track-record overseas
becomes more evident, thisis giving
rise to an atmosphere on the ground
that we are capable of competingin
global markets as well.

well. This is a major contrast to the attitude and atmosphere we
saw within the company just a few years ago.

Sugino Toadd aword about distribution, the global pandemic
gave further impetus to the trend of users buying games by means
of digital downloads. Digital distribution not only offers freedom
from time and space constraints but also has a major advantage
in terms of being able to adopt a flexible pricing strategy. Also, in
terms of broadening the user base, what it critical is the extent to
which we can make inroads into new territories. In particular, we
expect progress in digital distribution to play a key role in opening
up emerging markets where the conventional distribution network
based on brick-and-mortar stores is underdeveloped.

What is your thinking about profit margins in the Entertainment Contents Business? How do
you plan to manage investments, including in development of a “Super Game”.

Sugino \We are keenly aware that maintaining and improving
profit margins is a key management issue. Considering that the
global video games market is on a sustained growth trend, we are
also focusing on growth in net sales. We believe that if we boost
our competitiveness on a global level, this will tie in to both higher
profit margins and higher net sales. To boost competitiveness, we
will press forward with measures including internal organizational
reforms, more robust staffing, and steps to foster a culture of
embracing challenge.

Utsumi The operating profit margin in the Consumer area has
improved significantly—reaching 18.5% for the fiscal year ended
March 2022. One distinctive of the Entertainment Contents Busi-
ness is that profit margins shoot up when we create a hit title. The

| SEGA SAMMY HOLDINGS

key, then, is how to create quality titles and continue to turn out
hits. The market shift toward digital distribution will also be a boon
for profit margins.

SEGA's profit margins are still relatively low vis-a-vis the compe-
tition—but this is another way of saying that we still have ample
room to grow. To that end, our first task is strengthening existing IPs.
We will capitalize fully on SEGAS strengths: the development capa-
bilities represented by our global studio network, strong brand
recognition, and arich lineup of IPs. Moreover, we will strategically
invest in development of a “Super Game” targeting further medium-
tolong-term growth. The challenges involved are daunting, but we
plan to build up a title portfolio while keeping the balance between
investment and profitability under careful control.

Holding a rich lineup of globally rolled-out IPs

IPs from studios under European supervision

" - TWUQPOINT
TOTALWAR K  FOANROER @IUR

I
HUMANCIND

EMDLESS

DUNGEONM
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IPs from studios under Japanese supervision
;

4
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Sperce Chormel 5

Major past IPs

With the Sonic IP increasing dramatically in value, efforts to monetize this IP are going well.
Expanding touchpoints with users and strengthening user engagement will be key to
enhancing the value of Sonic and other IPs going forward. What are you doing in this regard?

Utsumi My sense is that the worldwide blockbuster success of
the Sonic movies was a real breakthrough for the IP. Aside from
just the ripple effect on games and other peripheral areas,
because we could point to the increased value of the Sonic IP as a
result of its box-office performance, we were able to build chan-
nels of communication in Hollywood and with other leading media
companies overseas. That's quite an achievement. We are cur-
rently in discussions with people in Hollywood about IPs other
than Sonic, and we're excited about what comes next. As movies,
animations, and other media add value to an IP, we are confident
this will contribute significantly to earnings from games as well.

Sugino The Sonic IP has set off a virtuous cycle of expanding
touchpoints with users while monetizing the asset. Looking

around the world, 'm not sure you could find many other IPs that
have shown such robust growth. Apart from the Sonic IP, we will
also strategically expand touchpoints with users and strengthen
user engagement by leveraging SEGAs powerful IP lineup. We
are also branching out in new ways to strengthen user engage-
ment: In addition to making use of social media and other chan-
nels, we have set up a dedicated video distribution studio, creating
an environment that allows direct communication with users. We
also manned a SEGA Atlus booth at the Anime Expo 2022 held
in Los Angeles in July 2022. We will continue to expand new
touchpoints with users, including direct contact with fans, while
enhancing the value of our IPs on a global level.

Tome, SEGA feels just like
Treasure Island.
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Achievementsin FY2022/3

Consumer Area

Our focus was on the global branding of existing IPs by means of reinforcing simultaneous
worldwide releases and the multiplatform deployment of content, releasing remastered titles,
and supporting subscription-based services. We released several new full game titles which
turned in strong results, including HUMANKIND™, Sonic Colors: Ultimate, Lost Judgment, Shin
Megami Tensei V, and Total War: WARHAMMER . Coupled with brisk sales of repeat titles,
this resulted in a total of 27,200 thousand units sold (compared with 41,770 thousand units
soldin the previous fiscal year). In terms of F2P titles, the existing tittle HATSUNE MIKU:
COLORFUL STAGE! performed well. We also released two new titles: PHANTASY STAR
ONLINE 2 NEW GENESIS and Sin Chronicle.

FY2022/3 (Results)

Net sales: ¥1 58.3 billion Operatingincome: ¥29.3 billion

HUMANKIND™ Lost Judgment

©Amplitude Studios 2021. ©SEGA
©SEGA.

Amusement Machine Area

In addition to the release of new titles such as Eiketsu Taisen, sales
were brisk for the UFO Catcher® crane game series and prizes for
these games.

FY2022/3 (Results)
Net sales: ¥49.7 billion

EIKETSU TAISEN
Operating income: ¥2 .5 billion

©SEGA

Animation and Toys Area

Inthe Animation area, we released Detective Conan: The Scarlet Bullet and recorded other
animation production and distribution revenues. In Toys, we sold new and mainstay products
such as Fun to change mouse covers, With a front camera! Fun to change mouse covers!
Sumikkogurashi Personal Computer Premium and Demon Slayer POD.

FY2022/3 (Results)
Net sales: ¥25.6 billion Operatingincome: ¥3.0 billion

SEGA SAMMY HOLDINGS

Entertainment Contents
Business Performance

247.6

2020 2021 2022 (FY)

M Netsales (Bilions of yen) [ Ordinary income (Billions of yen)
=== QOrdinary income margin (%)

Shin Megami Tensei V
© ATLUS. © SEGA. Allrights reserved

With a front camera! Fun to change mouse covers!

Sumikkogurashi Personal Computer Premium
©2021San-X Co, Ltd. AllRights Reserved.

Outlook Going Forward

FY2022/3 (Results)

¥235.9 billion

Operating income: ¥33.9 [o]]][Te])]

Net sales:

Ordinary income: ¥36.8 billion

Consumer Area

We will step up the introduction of new full game titles. We
planto release a major new title, Sonic Frontiers, in the
fiscal year ending March 2023. Numerous other titles are
due for release during that year, including PERSONA 5
Royal, a remastered version from the Persona series, as
well as Soul Hackers 2, Two Point Campus, and Endless
Dungeon. In F2P titles, while continuing to work on
strengthening the operation of existing titles, we plan to
release one new title.

Looking ahead at the business environment, although
we have to pay attention to increasing development costs
due to the effects of rising prices and the greater mobility of
developers, as well as longer development periods, these
factors are not currently having a major impact on results.

Amusement Machine Area

Although demand for prizes continues, the effects of
supply chain disruptions, exchange rate fluctuations, and
soaring raw materials costs are making themselves felt.
We will continue to pay close attention to these develop-
ments while reinforcing sales of the UFO Catcher® crane
game series and prizes for these games.

Animation and Toys Area

In the Animation area, in addition to generating revenues
from the distribution of new movies such as the Detective
Conan: The Bride of Halloween, we plan to sell new and
mainstay products in the Toys area.

FY2023/3 (Forecast)

Net sales:

¥277-0 billion

Operating income: ¥39.0 billion

Ordinary income:

FY2023/3 (Forecast)
Net sales:

¥1 92.0 billion

Operating income:

¥34.5 billion

Two Point Campus
©Two Point Studios 2022. Published by SEGA.

FY2023/3 (Forecast)
Net sales:

¥55-8 billion

Operating income:

¥3.3 billion

FY2023/3 (Forecast)
Net sales:

¥28.7 billion

Operating income:

¥3.0 billion

¥40.0 billion

Sonic Frontiers
©SEGA

Endless Dungeon
©Amplitude Studios SAS. ©SEGA.

Detective Conan: The Bride of Halloween

©2022 GOSHO AOYAMA/DETECTIVE CONAN COMMITTEE
AllRights Reserved.

INTEGRATED REPORT 2022

33



0
w
=
S
<
=
£
=
S
&
[a]
=z
<
[
(@]
=l
&
I
2
o

Pachislot and Pachinko Machines Business

As an “innovator in the industry,” SEGA SAMMY will launch new initiatives and strive to
generate stable profits by enhancing profitability.

External Environment

Along with the slow decline of the player population since 1995, there has been a long-term downtrend in the overall number of pachinko halls,
as well as in the number of machines installed and in annual machine turnover. On the other hand, the opening of large pachinko halls and an
increase inlocations of major hall operators has caused a rise in the number of machines installed per pachinko hall.

Market Size and Number of Pachislot and Pachinko Players

1,790

‘04 05 06 07 ‘08 09 ‘10 M

Ml Pachislot and pachinko market (trillions of yen) [l Other leisure markets (trillions of yen)

=== Pachislot and pachinko players (ten thousands)
Source: White Paper on Leisure Industry 2022, Japan Productivity Center

Pachislot and Pachinko Machines: Number of

Installed Machines, Unit Sales, and Annual Turnover

m

5,484
4935
—>
Machine 2. Prototype testing
3813 manufacturer <~ resultsissued
___ 3. Application for
i installation approval >
047 [RNNT] <4 Installation
e approval issued
1,804 e
|l ___ 5.Contractand
product delivery -
‘06’07 08 09 ‘10 1 12 13 16 15 16 17 18 19 20 21 (FY)

1213 1615 16 17

Numbers of Pachinko Halls and Installed Pachislot and

13,585 3379

19 20 1 (CY)
Il Number of pachinko halls (halls)

8,458
720
0008 09 W M 12 13 e 15 16 17 18 19

Pachinko Machines per Pachinko Hall

451.0

20 1 (FY)

=== Number of installed pachislot and pachinko machines per pachinko hall (units)

Source: National Police Agency

Pachislot and Pachinko Machine Approval Process

When marketing a new pachislot or pachinko machine, manufactur-

ers are required to go through multiple step approval processes in
accordance with the Entertainment Establishments Control Law.

1. Application for
prototype testing

Security Communications

Association

Public Safety Commission

in each prefecture

» 8 Start of

Pachinko halls operations

6. Application for approval L T 7. Final authorization

Il Number of installed pachislot and pachinko machines (thousands of machines)
M Pachislot and pachinko machine unit sales (thousands of machines) === Annual turnover (times)

Source: National Police Agency and Yano Research Institute Ltd. “Pachinko Manufacturer Trends 2022"

(Research of Japanese Market)

District police station

@ For more information on market data, see pages 81-82.

Anticipated Opportunities and Risks Responses

Opportunities

Possibility of expanding user base

By setting standards that allow new machines with a broader
range of gameplay, recent revisions to regulations may
expand the user base.

Growing demand for machines that take advantage
of revised regulations

If models that take advantage of revised regulations gain the
support of users, we can expect this to trigger greater demand
among pachinko hall operators and feed into sales growth.

SEGA SAMMY HOLDINGS

Risks

Decline in the player population

The decline inthe player population may undermine the
purchasing power of pachinko hall operators and affect unit
sales volume.

Risk of approval status
If we are unable to obtain approval* as expected, this could

have a significantimpact on sales.

* Obtaining successful prototype testing results in the pachislot or pachinko machines
licensing process.

Parts risk

Thereis arisk of losing sales opportunities due to the inability
to procure parts.

Creation of Hits

* Review of product lineup
¢ Increase the profitability of a Hit
e Strengthening media functions

Improvement of
Business Efficiency

¢ Improvement of development
efficiency

» Cost reduction through
standardization of
components, etc.

* Promotion of e-commerce

Business Overview

Leveraging development capabilities to offer products that meet demand
The Pachislot and Pachinko Machines Business draws on a powerful IP lineup and industry-leading development capabilities to supply
products that meet the demands of a diverse fan base. We are working to develop and market machines with innovative gameplay that
will help bring vitality to the market for both pachislot and pachinko machines. We are also seeking to lower costs through measures

centered on the standardization and reuse of parts.

A powerful IP lineup and

strong development capabilities
SAMMY has anIP lineup that boasts strong brand
awareness, led by titles in the popular Hokuto No
Ken series.

N

P Hokuto No Ken 9 Toushin
©Buronson & Tetsuo Hara,” COAMIX 1983,
©COAMIX 2007 Approved NoYHE-812
©Sammy

’ Pachislot Aladdiin A Classi

Sammy’s Strengths oy ANATIESSE

Multiple well-performing series

Number of Number of

Series titles in series Cumulative unit sales Series titles in series Cumulative unit sales
Hokuto no Ken 38 Approx. 3,040 thousand units Hokuto Muso 10 Approx. 240 thousand units
ALADDIN 15 Approx. 580 thousand units Eureka Seven 7 Approx. 170 thousand units
BeastKing 16 Approx. 510 thousand units {Monogatari) Series 12 Approx. 150 thousand units

SOUTEN-NO-KEN 16 Approx. 490 thousand units

Code Geass 4 Approx. 70 thousand units

Note: As of March 31,2022

Lowering costs and raising profitability

Pachislot and pachinko businesses are characterized by a reliance on electronic
components that carry a high cost ratio. The Group is working to raise development

efficiency and lower costs, such as through the reuse of parts.

Value Chain of the Pachislot and Pachinko Machines Business

“ Average development lead time:
1year-2.5years “

® Average sales lead time: Development

1month-

®In-house @ Outsourcing

Parts reuse

(2] 9 o

Manufacturing Sales Operations
Collection by
trade-ins or purchase
: Lower parts costs
Sourcing parts through

. Lower environmental impact
disassembly, etc.
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special Feature: Changes in the Environment Open up New Possibilities

Pachislot: No. 6.5 Model Machines Complying with

Revised Regulations Hit the Market

Pachislot modelsin compliance with the No. 6.5 model, which comply with revised regulations, began reaching
pachinko hallsin June 2022. Some are already performing well, contributing to the revitalization of the pachislot market.

Regulations for the new No. 6.5 models revised the upper limit on the number of games during the advanta-
geous section and the method of managing the upper limit on medal pay-out. Data shows that, prior to the
introduction of the new models, 70%—80% of pachislot players were dissatisfied with previous upper limits. The
revisions sought to resolve this issue, and are thus expected to give further impetus to the market going forward.

Taking advantage of the expanded scope of gameplay made possible by the revised regulations, the SEGA
SAMMY Group will continue to pursue manufacturing based on user preferences, bringing to market a wide
array of models offering compelling gameplay while complying with laws and regulations. We will help revitalize
the pachislot and pachinko market by aiming to generate hit titles across a range of No. 6.5 models in pachislot,
encouraging the return of dormant users and drawing in new users.

Pachislot Persona5

©ATLUS. ©SEGA. Allrights reserved.
©Sammy

The revisions changed the way of managing the upper limit on medal pay-out,
switching from maximum medal yield from the start of jackpot to maximum
medal yield from when the player reaches plus and minus zero with medals
inserted and paid out. While the limit of 2,400 medals is unchanged, the revised
regulations are expected to dramatically change player psychology by enabling
machines to be designed so that there is always the chance for players to win.

For No. 6.5 models, the maximum number of
games during the advantageous section has
been extended to 4,000. For soon-to-be-
introduced “smart” pachislot machines, the
upper limit will be abolished.

v v

Advantageous Section*'

Upper Limit on Number of Games Upper Limit on Medal Pay-out

(G = games)
Abolishm_en.t Through revisions to the voluntary regulations,
of upper limit players always have a chance to win
(2) @ Before
4,000G Up to 2,400 medals
from the start of jackpot
(MY 2,400)
3,000G
0 o >
.
. @ After
.
1,500G ., MY * For No. 6.5 models
R onwards, at most,
N Maximumyield 2,400 from plus and
S from plus anéi l minus zero medals
M Minus zero MeCa’s - can be obtained
No.6.0  No.6.2 No. 6.5 Smart (maximum yield 2,400 from
models  models models Pachislot

plus and minus zero medals)

*1 Advantageous section refers to a period that is advantageous to users,
when pushing order, etc., can be indicated and a lottery regarding
pushing order, etc., can take place.

*2 MY refers to the number of medals obtained from the lowest medal level during a single advantageous section.

SEGA SAMMY HOLDINGS

“Smart” Pachislot and Pachinko Machines to

Hit the Market in November

“Smart” pachislot and pachinko machines will start hitting the market in Japan in November 2022. The most
distinctive feature of these machines is that there is no physical payout of medals or balls. This offers significant
benefits for pachinko hall operators, users, and manufacturers.

Advantages of Smart Pachislot and Pachinko Machines

Improved gameplay
» Revised regulations make possible more diverse
game designs

Reduction in the number of parts
» No need for parts related to insert and payout

etc., of medals or balls
Pachinko Halls

Improvement of hall environments

» | ack of medals and balls colliding
reduces noise

Lower barriers to new store opening

» | ower initial costs

| Users e

Alleviation of user dissatisfaction
» Revised regulations resolve user disadvantages

Measures against infection
» |_ack of direct contact with medals and balls
enables more sanitary conditions

Smart pachislot
Cabinetimage

Other advantages

Lower operational burden

» Simplified operations

Crime control

» Prevention of crimes such as
bringing in medals or balls

Measures against
addiction

» Industry associa-
tions can collect
game data, etc.

The advent of smart pachislot and pachinko machines opens the way for all sorts of possibilities unconstrained by existing concepts

v

Since there is no physical payout of medals or balls, there is no need to arrange equipment in anisland formation for servicing. This allows
greater flexibility in store layouts. It will be physically possible to create small stores with only about 10 units, stores on the upper floors of build-
ings, or halls in one corner of a commercial facility.

Moreover, although further consultation with government officials is needed, there are growing expectations that the industry will continue
exploring a range of long-term possibilities, such as cashless pachinko halls and pachislot and pachinko machines that can download software.
If machines are all connected online, it will be possible to upgrade versions at any time, and thus change machine visual production and
specifications without replacing the cabinet.

In this way, smart pachislot and pachinko machines offer a range of advantages that have the potential to bring about a brighter future for
the industry. Currently, the pachislot and pachinko industry is exploring a variety of arrangements and frameworks amid a growing sense of
expectation that dramatic changes are in store for the market environment.

Potential Shape of the Future Pachislot and Pachinko

pectations for all sorts of possibilities unconstrained by existing concept

Short to medium term Long-term potential

¢ Improved gameplay
® Reductionin
the number of parts
e Enhancement of
hall environments
e Crime control

e Lower operational burden
for pachinko halls
e Measures against infection
e Measures against addiction
o Lower barriers to
new store opening

More diverse pachinko hall layouts
Cashless operation

Machines can download software

Digitization of operations

Communication between pachislot and pachinko machines
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Achievementsin FY2022/3 Outlook Going Forward

Growing sales volume fueled a strong recovery from the fiscal Pachislot and Pachinko Machines

0
L
=
I :
3 : : ~ Business Performance
- year ended March 2021, wh|ch vva§ harq hit b;{ COVID 19. We FY2023/3 (Forecast)
g released revivals of past pachislot titles, including Pachislot Alad- 108.5
2 din A Classic and Pachislot DISC UP 2, selling 77,000 units (up Atz 86 O o
= from 35,000 units sold previous fiscal year). We also released th 75.8 75.8 vini Net sales: ¥ «\J billion
(;5 rom 35, units sold previous fiscal year). We also released the . Net sales: Y <O billion
E latest title in our mainstay pachinko series, P Hokuto no Ken 9 20.9 53.1 ! . 1 1 5 nl
) Toushin, selling 97,000 units (up from 69,000 units sold previous 22.7 13.5 Operating income: ¥9_3 billion Operating income: ¥ = billion
< fiscal year). Fixed costs also remained at low levels due to the
9 benefits of structural reforms implemented in the previous fiscal Ordinary income: ¥ » & billion Ordinaryincome: ¥ =\J billion
(2] year. —
5
s -11.3
2020 2021 2022 (FY)
Pachislot DISCUP2 M Netsales (bilionsof yen) [ Ordinary income (oillions of yen) We started to launch No. 6.5 model pachislot machines in July 2022 with
©Sammy @ Ordinary income margin (%) the release of Pachislot Kabaneri of the Iron Fortress. We followed this with

two other No. 6.5 model machines, Pachislot Persona5 and Pachislot Hard

Boiled, which got off to a good start in terms of both sales and utilization.

"Smart" pachislot machines, which will start reaching the market in

Pachislot and Pachinko Machine Unit Sales Market Sales Share of Pachislot and Pachinko Machines November 2022, wil further expand the range of gameplay. Smart

243 pachinko machines are due to hit the market starting in the spring of 2023.
Our Group will also actively introduce models that take advantage of
revised regulations as we seek to increase our share of utilization,
installation, and sales.

Pachislot Personab

©ATLUS. ©SEGA. Allrights reserved.
©Sammy

Pachislot Kabaneri of the Iron Fortress
©Kabaneri Committee ©Sammy

301

207

142 215 . . . . -

241 85 e7 123 : : : ' ' '

200 199 . . . X
138 [l 120l ¥’
o4 I 23 77 Future Revisions to Regulations  Revisions to regulations going forward will further
expand the range of gameplay
"4 "15 "6 "17 18

19 20 21 22 (FY) 13 "4 15 16 17 18 19 '20 21 (FY9)

[l Pachislot machine unit sales (thousands of units) Pachislot machines (%) === Pachinko machines (%) No 6 5 mOdels Smart pachislot machines smart pachinko maChines

B Pachinko machine unit sales (thousands of units) * Settlement dates from July to June

* In-house estimation based on total market unit sales of Pachislot and Pachinko published in Yano Research Institute Ltd. (from June 2022) (from November 2022) (from spring 2023)
“Pachinko Manufacturer Trends 2022"

® Extended upper limit of number of gamesin ® Abolishment of upper limit of number of ® Relaxation of the jackpot probability
the advantageous section games in the advantageous section (from 1/320 limit p> to 1/350 limit)
. ' . (from 3,000 p>t04,000) ® Further improvements to
Major Titles Soldin FY2022/3 ® Revised upper limit on medal pay-out gameplay under consideration
. . (max. medal yield from the start of jackpot=2,400 (new time reduction ¢ specifications)
Delivery Unit Sales »> to max. medal yield from plus and minus zero=2,400)
Pachislot  Pachislot CODE GEASS Lelouch of the Rebellion 3 Aug. 13,434 units . . .
g Major Titles for Release in FY2023/3 (Plan*)

Pachislot Aladdin A Classic Jan. 13,073 units Delivery

Pachislot ANEMONE Psalms of Pachislot  Pachislot Konosuba: God's Blessing on This Wonderful World! Apr.

Planets Eureka Seven HI-EVOLUTION Nov. 11,708 units Pachislot KEMONQO FRIENDS May

Pachislot DISC UP 2 Jan. 11,657 units Pachislot Kabaneri of the Iron Fortress Jul.

Pachinko P Hokuto No Ken 9 Toushin Dec. 31,865 units Pachislot Personab Sep.

P Shin Hokuto Muso Re:319ver. Jan. 17,328 units Pachislot RYUKYU BEAT-30 Oct.

P Hokuto No Ken 8 Kyuseishu May 10,226 units Pachislot Hard Boiled Oct.

P Shin Hokuto Muso Chapter 3 Jagi no Gyakushuu Mar 10,094 units Pachinko  Pinitial D 5l Pinitial D

P Monster Hunter Double Cross Renzoku Shuryou ver. AUg ©Shuichi Shigeno / Kodansha - 2014 New Movie “Initial D" Production Committee

Pachislot CODE GEASS Lelouch of the Rebellion 3 P Shin Hokuto Muso Chapter 3 Jagi no Gyakushuu ; SO e S A DN S T L2 et citen o s
©SUNRISE/PROJECT GEASS Character Design ©2006 CLAMP-ST ©Buronson & Tetsuo Hara COAMIX 1983, Approved NoKOR-313 P The Seven deadly Sins 2 Nov. gg:‘ﬁ;’;gh'gem/ NSRBI T L e wciftenCammiie:
©SUNRISE/PROJECT GEASS Character Design ©2006-2008 CLAMP-ST © 2010-2013 Koei Tecmo Games Co, Ltd. ©Sammy

©SUNRISE/PROJECT G-AKITO Character Design ©2006-2011 CLAMP-ST

©BANDAINAMCO SevensInc. ©Sammy Only titles announced as of September 2022 are listed above.
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RESORT

Resort Business

We are aiming to invest in the gaming area as the third driver of earnings in tandem with
bolstering the profitability of existing resort facilities.

External Environment

Pandemic-related restrictions on movement are easing

Restrictions on movement in Japan are easing. Overseas as well, which was hard hit by travel restrictions, restrictions are gradually being lifted.

Anticipated Opportunities and Risks Responses

Opportunities

Entry into the gaming area

Entry into the gaming area has the potential for becoming a major source of
earnings for the Group.

Risks

Resurgence in COVID-19 cases
Thereis arisk that a resurgence of COVID-19 cases may reduce visitor traffic at
facilities operated by the Group.

Risks associated with response to addiction issues

Neglecting to respond adequately to addiction issues and other social issues
could expose the Group to social criticism or render sustained development of
the industry impossible.

Achievementsin FY2022/3

Phoenix Seagaia Resort saw strong individual demand outside
periods when a state of emergency was in effect—the number of
facility users in the third quarter surpassed the same period of the
previous fiscal year, which benefited significantly from the effects
of Japan’'s Go To Travel campaign. However, not only in Tokyo but
in Miyazaki Prefecture and other locations as well, a state of emer-
gency was in effect for about 60% of days in the fiscal year ended
March 2022. Visitor traffic was down by 9.4% compared to the
fiscal year ended March 2020, before the full-scale impact of

Outlook Going Forward

Assuming the easing of restrictions on movement associated with
COVID-19, we expect arecovery in earnings. At Phoenix Seagaia
Resortin Japan, we expect contributions from ongoing government
measures to stimulate tourism demand. We will also pursue mea-
sures such as strengthening our customer relationship manage-
ment capabilities. At PARADISE CITY in South Korea, we began to

| SEGA SAMMY HOLDINGS

Building an earnings structure that can handle changesin
the business environment at existing resort facilities

Leveraging expertise gained during exploration of
entry into the Japanese integrated resort (IR) business in
the gaming area

CQOVID-19 materialized.

Overseas, at PARADISE CITY—an integrated resort facility in
South Korea operated by Group equity-method affiliate PARADISE
SEGASAMMY Co,, Ltd.—pandemic-related travel restrictionsin
various countries put downward pressure on results, with the drop
amount (@amount of chips purchased by customers at the table) from
January to December 2021 reaching only 48.5% of the level from
January to December 2020. The number of casino visitors also fell
significantly, to 56.9% of prior-year levels.

see aresumption of visits by Japanese VIP customers from June
2022, in line with the partial lifting of travel restrictions. Meanwhile, to
capture strong hotel-centered vacation demand in South Korea, we
will continue efforts to attract higher customer volume, including
reinforcement of marketing.

Business Overview

Through the operation of resort facilities, the Group is working to build up development and operational expertise while exploring investment

opportunities in the gaming area.

Phoenix Seagaia Resort

Japan’s leading resort complex

Phoenix Seagaia Resort offers Japan's finest resort stays, taking
advantage of anideal environment—such as three accommodation
facilities including the Sheraton Grande Ocean Resort, a world-class
convention center that can hold up to 5,000 people, as well as Phoe-
nix Country Club, one of Japan's preeminent golf courses, and a
tennis club—all surrounded by a vast, nearly 700-hectare grove of
Japanese black pines spreading roughly 11 kilometers north-south
along the coast of the Pacific Ocean in Miyazaki Prefecture. The
Group is working to strengthenits ability to attract customers by
continuously improving the value of the facilities.

©Phoenix Resort

The North Country Golf Club

(Chitose, Hokkaido)

As part of its activities to promote sports and contribute to the com-
munity of Chitose City, the Company runs Sega Sammy Cup Golf
Tournament and operates it as a facility for snow activities, North
Snowland in Chitose, in winter.

PARADISE CITY

South Korea’s first IR facility

PARADISE CITY, operated by PARADISE SEGASAMMY Co, Ltd., a
joint venture with the PARADISE GROUP of South Korea, is the first
IR facility in South Korea with hotels, casinos, commercial facilities,
convention halls, and clubs. We aim to be the preeminent IR facility in
northeast Asia by providing high-quality spaces and services.

INTEGRATED REPORT 2022
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: GROUP MISSION

Constantly Creating, Forever Captivating
— Making Life More Colorful —

“ . ' : "
. _ i

i e Products and Services

Providing safe, dependable, and
innovative products and services

Related SDGs

SEGA SAMMY GROUP

SUSTAINABILITY VISION

Sustainability helps keep life colorful
Material Issues

We at SEGA SAMMY believe our determination to enhance life with
to Be Addressed
a rich and colorful stream of captivating experiences should
be reflected in our approach to sustainability. g @

It is our responsibility to put sustainability at the heart of everything we do, HuMan Resources égvgrit?otrjgn Enwmnment
g 5 5 A ‘ trategic commitment
in tandem with our people, society, and the environment. " addictionsand 1o actiononclmte

@2y 00000 Governance disorders change
Related SDGs Strengthening sustainability Related SDGs Related SDGs
Y = governance
SEGA SAMMY will continue to pursue this synergy as -’

a company dedicated to the shared experiences of a colorful world.
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Expanding scope of
companies subject to
disclosure

Whole
company

Whole company Updating existing initiatives, adding new initiatives (annual)

SSHD*, Reexamining target figures and
SEGA, Sammy reconsidering action plan

SEGA Consideration of Implementation of

o global human resource global human resource
Building a global system measures measures
Group Review of disclosure policy and Implementing
companies examination of action plan the action plan

*SEGA SAMMY HOLDINGS INC.

Cultural diversity

@ Aiming to be a Group that gathers people from diverse cultural
backgrounds from all over the world

The company aims to achieve a global sales ratio of more than 50% by 2030. To support this,

we have set the goal of increasing our culturally diverse human resources*' to 21% or more.
We also plan to invest more than ¥4.0 billion in core human resource development over nine
years starting from 2022. Over the past three years, more than 20,000 people have taken
some form of educational program at SEGA SAMMY College (SS-College), whichis a learn-
ing place for SEGA SAMMY Group employees. The College offers an educational environ-
ment that is among the best in Japan. Through a variety of courses and learning programs, it
enhances the skills and motivation of employees with different specialties and nurtures fur-
ther innovation. As well as enriching our in-house education, we also engage with the indus-
try. For example, The Creative Assembly (U.K), a subsidiary of SEGA, which develops
consumer software, carries out educational outreach activities. This helps to secure human
resources for the gaming industry in the medium to long term. This policy is reflected in the
studio's talent acquisition strategy and the Company’s strategic commitment to talent.

*1 Culturally diverse human resources: Certified based on numerous criteria, such as being a foreign national, having overseas residence
experience and multicultural experience, and having a certain level of proficiency in languages such as English or Chinese. Human
resources who can deal with diverse cultures and use their experience in their work.

SEGA SAMMY HOLDINGS

Human Resources

Developing people who can create
experiences that move the heart

2030 targets

Culturally diverse human resources*’

Approx. 900 people—
(approx. 21%-)

Percentage of
women in managerial positions

Approx. 80 people-
(approx. 8%-)

Amountinvested in education

¥4.0 billion or more cumulatively

Engagement score

58 or above/Rank A or above

Source: Link and Motivation Co, Ltd.

Global (cultural diversity)

Increase percentage of culturally diverse
human resources*' to 21% or more

2030
2021
554 people 9(‘)5‘8 grecg(bl 5

.15%
(EPPete) (approx. 21%-)

Scope: SEGA SAMMY HOLDINGS, SEGA (Japan), Sammy

Development of core human resources

¥4 billion or more cumulatively by 2030

2030
2021
o Approx.
¥15/(§/gglrhon ¥450 million
/year

Scope: SEGA SAMMY HOLDINGS, SEGA (Japan), Sammy

E Entertainment Contents Business ﬂ Pachislot and Pachinko Machines Business B Resort Business m Group

E Aiming to be a group where each employee can be successful through
diversity, equity and inclusion.

The SEGA SAMMY Group is working to strengthen diversity, equity and inclusion around the
world. We believe that creating an environment and opportunities for each individual to thrive
is vital for using our human resources to the full. As part of this effort, Sega of America began
recruiting diversity equity and inclusion specialists. In Sega Europe, we have set up a dedi-
cated group.

As of March 2022, the Sammy Group has earned Platinum Kurumin*? certification and
the three companies SEGA SAMMY HOLDINGS, SEGA and Sammy have earned PRIDE
Index Gold*3. We aim to continue to earn these certifications. Such third-party recognition will
help us further improve engagement. Our first goal is to increase the percentage of womenin
management positions to 8% or more by 2030.

*2 Platinum Kurumin Certification: A type of Kurumin Certification granted by the Ministry of Health, Labour and Welfare to companies that
have made certain efforts based on the Act on Advancement of Measures to Support Raising Next-Generation Children. This certifica-
tionis granted only to companies that are recognized as implementing a higher level of initiatives.

*3 The PRIDE Index is an evaluation index of initiatives to support sexual minorities in the workplace by the voluntary organization “work

with Pride.” A Gold certification is granted to a company that meets the required standards for all five rating indicators.

TOPICS

Understanding and Controlling Unconscious Bias

Active career opportunities for women

Increase the percentage of womenin
managerial positions to 8% or more by 2030.

2030
2021
A .
42 people 80%%83 =

. 5%
EFTDLEY (approx. 8%-)

Scope: SEGA SAMMY HOLDINGS, SEGA (Japan), Sammy

Maintenance of work environment

Engagement score of 58 or above by 2030

2021 2030
50.1 58 or above/
Rank B Rank A or above

Target: All Group companies (excluding overseas)

To further promote diversity, equity, and inclusion, which form the foundation of management, the Group conducts
surveys, analyses, and seminars on unconscious bias (unconscious assumptions and prejudice). Through these activ-
ities, we aim to make employees aware of the existence of unconscious bias in their own minds and by controlling

them, we aim to foster a common understanding that will lead to the Company'’s growth.

SEGA SAMMY Sustainable Weeks in October 2021, a new initiative for the Group, featured a series of lectures by
external experts and executives. The lectures deepened employees’ understanding of how to deal with unconscious

bias and the tendencies of unconscious bias at the Group's managerial
level that seen from preliminary research. Starting in 2022, the program
will be implemented gradually, including for positions below the rank of
general manager. In the future, we will further promote reformsin
awareness and culture by spreading these ideas and initiatives widely
throughout the Group.

A seminar in progress

FOADIeRSATPAUE
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Products and Services

Providing safe, dependable, and
innovative products and services

2030 targets

Global leading contents provider

(Entertainment Contents Business)

SEGA Global branding of existing IP Creation of a “Super Game”

Win a “triple crown”—top share in
utilization, installation, and sales

(Pachislot and Pachinko Machines Business)

Sammy User-oriented manufacturing promotion, brushing up with a test-shoot
evaluation system

Quality improvement

B Evaluation team that supports the fun of each title

At SEGA, we have anin-house evaluation team that assesses the titles we develop for smartphones and video game
consoles by verifying the level of fun that they offer.

The evaluation team objectively assesses the titles, comparing them against the concept set by the development
department at the time of game planning. The team checks whether a unique appeal has been achieved for the title,
and whether customers can enjoy the game as originally intended. This evaluation content is also used by manage-
ment and the development department to review and discuss the development status, and helps improve the quality
of the SEGA's games.

Role of evaluation team

Checkpoint Checkpoint Checkpoint

Evaluation team

® Objective assessment and analysis of development status
® Feedback to various functions such as development, organization and management

Clearing development challenges and helping to improve the quality of titles

Scheduled to be launched on November 8,2022, Sonic Frontiers is the latest
title in the Sonic series. The game has evolved into the next generation of
stage-clearing action games with high-speed gameplay in all directions, uncon-
strained by the concept of a course. The evaluation team is also supporting new
challenges in this new title in the Sonic series.

Sonic Frontiers
©SEGA

SEGA SAMMY HOLDINGS

E Entertainment Contents Business ﬂ Pachislot and Pachinko Machines Business B Resort Business m Group

Market analysis,
hypothesis
validation

Brush-up using
own test-shoot
evaluation

Planning while

ﬂ User-oriented production process |
identifying needs
While planning, Sammy uses data-based market analysis and

hypothesis validation to identify target needs. We have also put
in place a system for enhancing the level of perfection with a
unique test-shoot evaluation system that provides more
user-oriented evaluations.

Effective
promotion and
market launch

Consolidation
and knowledge |.
creation

B Highly original brush up mechanism using test-shoot evaluation

Sammy is leveraging industry-leading
human resources for development to P iie N
[ 7% '\ PACHINKO&SLOT

deploy amassive 100-people test-shoot "@ JPARLOR m
evaluation into the development process. In U

addition, to achieve reliable product evalu-
ation, we have installed a mock hall (Parlor
Sammy) that closely resembles the actual
play environment.

Reliable and
useful test-shoot
evaluation

Large-scale test-shoot evaluation system
with 100 people

Preparation of mock hall environment

Combination of detailed attribute data and
product evaluation

Safety and security

B Newly established the Global Product Operations Division

Inresponse to the expected growth of the global video game content market, SEGA is pursuing the global branding of
existing IP as a key strategy of our medium-term plan. We are expanding touchpoints with customers through the
multi-platform global expansion of our game titles.

Releasing a game title in a simultaneous global launch across several platforms calls for a number of processes to
be brought together thoroughly and seamlessly. We must ensure that game quality meets the standards of each
platform and of SEGA. At the same time, we must observe the laws and regulations of each country and region where
the gameis released, while also localizing the game into many languages and ensuring that the creative expression of
the game is appropriate.

Launched in April 2022, the Global Product Operations Division serves as a hub for the development and publish-
ing of SEGA in Japan, Asia, North America and Europe. It consolidates and streamlines these processes for each
region. This helps us provide game titles that customers around the world can enjoy with peace of mind.

ﬂ Thorough quality assurance system

Sammy has put in place a thorough safety management system. It has established a Quality Assurance
Department as a dedicated organization in its commitment to ensuring zero major defects that would affect
personal physical safety.

In addition, we conduct not only
in-house quality audits, but also audits of
domestic and overseas cooperating
factories utilizing online as well.

Mass production

quality audit Feedback

Reliability testing

INTEGRATED REPORT 2022
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Environment
SEGASAMMY Colorful Carbon Zero*'

Achieving carbon neutrality by 2050

m By 2030, the Group aims to achieve carbon neutrality in Scope 1and Scope 2 in its main
businesses (Entertainment Contents Business and Pachislot and Pachinko Machines Busi-
ness). We also expect to reduce GHG*2 emissions by approximately 50% for the entire Group. In
addition, we will work towards achieving carbon neutrality for the entire Group in 2050. For
Scope 3, SEGA and Sammy aims to achieve a reduction of approximately 22.5% or more in

2021 »

mo non-
‘n of “raw green” electricityI
Pachislot and Pachinko -e.

Entertainment
Contents Business

of green energy certificates

SEGA

E Entertainment Contents Business ﬂ Pachislot and Pachinko Machines Business B Resort Business E Group

GHG emissions to meet the SBT*® level by 2030. As part of this effort, we began carrying out a
supplier survey in 2022. We increase our engagement with our customers and use the results to
reduce GHG emissions in our supply chain.

*2 Greenhouse Gases

*3 SBT: Greenhouse gas emission reduction targets set by companies based on the requirements of the Paris Agreement and based on
scientific evidence, targeting five to fifteen years into the future.

2050

oltaic equipment and services

=

Machines Business .
L 4

= :

Resort Business

erg s’_'gquentially by 2030

"c bIWg{ technolgﬁe_s?’ﬁd :iué‘c\_arbo
o v
) sav%//g eunswitc%g tg LED

ioninnovations by 2050

li
A

[

L 18

*1 SEGASAMMY Colorful Carbon Zero is the name of the action plan to promote the Group's efforts to reduce greenhouse gas emissions. “Colorful” conveys the idea of using a variety of measures to achieve zero
carbon emissions. -~ -

S

Examples of specific initiatives

E Decarbonization with raw green electricity

The Group has achieved significant energy savings through energy conservation efforts and
the consolidation of its locations into high environmental performance buildings.

As part of our efforts to preserve the environment and further reduce CO2 emissions, we
have partnered with Sumitomo Realty & Development Co.,, Ltd. and TEPCO Energy Partner,
Inc. to build a scheme to adopt raw green electricity** for the tenant spaces of office build-
ings. Under the scheme, electricity generated at a new photovoltaic power plant is used for
the office space of the Group headquarters. This directly helps increase the total amount of
renewable energy sources in Japan.

In addition, by using non-fossil certificates at nighttime and other times when solar
power generationis not available, the Group’s head office will be able to use virtually 100%
green power.

Head Office Building (Osaki)

*4 Green electricity that is considered to have been transmitted directly from the power plant through the general power transmission
network by matching the time of power generation and the time of consumption in units of 30 minutes.

SEGA SAMMY HOLDINGS

, replacement with high-efficiency heat source equipment, etc.)

]  —

Group-wide
carbon neutrality

i

E Utilizing 100% renewable energy data center

SEGA SAMMY Group, which uses the most of IT technology, has been consolidating the
data centers that were distributed among the Group's companies into Equinix*® since 2018.
By aggregating into Equinix's data center, which is actively working on environmental mea-
sures and has achieved 100% renewable energy utilization in Japan, we are achieving cost
reductions while reducing greenhouse gas emissions. As of April 2022, we are working on
integrating the core systems, workflows, and various development environments of the
Group's 24 companies, including our regional locations Phoenix Seagaia Resort and SEGA
SAMMY GOLF ENTERTAINMENT. We will continue to consider expanding our coverage or
promoting the use of cloud services that actively use renewable energy.

*5 Equinix is a global digital infrastructure company. It connects industry-leading organizations in finance, manufacturing, mobility, transpor-
tation, government, healthcare, and education across a digital-first world. To combat global warming, we are reducing our dependence
on fossil fuels. We have avoided roughly 430,000 metric tons of carbon dioxide equivalent emissions (mtCO2e) since 2011 through over
$129 millionin energy efficiency investments. In addition, in 2019, more than 90% of the energy consumed by the company’s global data
centers was used for clean and renewable energy.
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k&) Envionment  TCFD Disclosure

The disclosure of non-financial information has become increasingly important as the basis for two-way dialogue
between companies and stakeholders, including investors. We see climate change as animportant management issue
for the Group, and we have made it one of the core themes for our management strategies. We have been disclosing
climate change-related data in accordance with the TCFD recommendations since the fiscal year ended March 2022. In
addition, in June 2022, the Company implemented a statement of support for TCFD recommendations and participated
in the TCFD Consortium, which consists of TCFD-endorsed companies and financial institutions

Governance

In April 2022, we established the Group Sustainability Subcom-
mittee* within the Group Management Strategies Committee, a
corporate body established voluntarily by the Company. The
Subcommittee, which is a forum for deliberations on basic policies
and material matters relating to climate change, is chaired by the CEO
as the person with ultimate responsibility for climate-related initiatives.
It debates general aspects of sustainability, as well as formulating

Strategy

We carried out scenario analyses based on recommendations
from outside experts in order to identify climate change-related
risks and opportunities and estimate the impact of those risks and
opportunities on SEGA SAMMY HOLDINGS, SEGA and Sammy.

Risk Management

In April 2022, we established the Group Risk and Compliance
Subcommittee as part of the Group Management Strategies
Committee to discuss, verify, and share measures and data relat-
ing to risk management, etc. Its work includes risk assessment
through verification of the impact and likelihood of risk factors that
exist within the Group, and the discussion and verification of
countermeasures. The results of these activities are reported to
the Board of Directors. Risks relating to environmental issues are
studied by the Group Sustainability Subcommittee, which shares

Metrics and Targets

Our target in relation to climate change mitigation is to achieve
carbon neutrality for Scope 1and 2 greenhouse gas emissions for
our mainstay Entertainment Contents Business and Pachislot and
Pachinko Machines Business by 2030, and for all group activities
by 2050. Our target for Scope 3 emissions by both SEGA and

Scope 1,2
(t-CO2)

plans and policies designed to achieve sustainability goals. It also

monitors progress on the Group's initiatives. Plans and policies

discussed and formulated by the Group Sustainability Subcommit-

tee* are implemented after approval by the Board of Directors.

* The Group Sustainability Subcommittee consists of President, Group CEO, and Representative
Director, Senior Executive Vice President and Group CFO, and directors and Audit and Supervi-

sory Committee members with sustainability-related expertise in their skill matrices, and directors
in charge of sustainability at key Group companies.

Onthat basis we formulated countermeasures designed to
ensure strategic resilience based on the projected state of the
worldin 2030.

(> See the diagram to the right “Scenario Analysis Results—Impacts of
Risks and Opportunities, Countermeasures”)

its findings with group companies. In group companies, Executive
officers in charge of sustainability are responsible for monitoring
progress on action plans. The Group Sustainability Subcommittee
monitors progress on these activities, shares the information with
the Group Risk and Compliance Subcommittee, and submits
reports to the Board of Directors. Sustainability perspectives,
including climate change, are among the criteria used in deci-
sion-making about business portfolios. Sustainability factors are
also reflected in major investment and loan decisions.

Sammy calls for a reduction of at least 22.5%, which is well below
the 2°C science-based target. In the current fiscal year we started
to conduct surveys of our suppliers with the aim of encouraging
the reduction of greenhouse gas emissions

Scope 3

Group total
Reduction of 50% or more

Reduction of 22.5% or more
169,010

Group total
100% reduction 200,914
FY2021/3 2030 2050 FY2021/3 2030
(target) (target) (target)

M Entertainment Contents Business (including SSHD)
I Pachislot and Pachinko Machines Business Bl Resort Business

SEGA SAMMY HOLDINGS

M SEGA M Sammy

TASK FORCE on
CLIMATE-RELATED
FINANCIAL
DISCLOSURES

Scenario Analysis Results —Impacts of Risks and Opportunities, Countermeasures—

Category

Risks/opportunities Item

Timing

Impact on the SEGA SAMMY Group
[@® Risk O Opportunity]

Impact level

Countermeasures

Changesto
policies and
regulatory
requirements

Introduction of GHG
emission regulations
and carbon taxes

Medium/
long term

@ The carbon tax burden willincrease
if governments adopt tougher climate
change-related regulations and apply
carbon taxes to greenhouse gas
emissions.

Minor

Medium/
long term

@ |f governments adopt tougher
climate change-related regulations
and apply carbon taxes to greenhouse
gas emissions, manufacturers will pass
onthe resulting increase in the carbon
tax burden, leading to higher procure-
ment costs.

Major

We will continue to enhance our
systems, including studies on supplier
selection criteria, and the improve-
ment of supplier engagement.

Medium/
long term

@O Electric power charges could
increase or decrease due to the use of
electric power produced using renew-
able energy.

Minor

Effortsto
improve
resource
efficiency

Introduction of new
regulations

Short to
long term

@ Manufacturing costs could rise due
to atransition to alternative materials
(recycled/biomass plastics) with
smaller environmental footprints in
response to tougher regulations.

Major

We will also take the reduction of
manufacturing costs into account
when considering changes to prod-
uct materials.

Relocation of highly
efficient buildings

Medium/
longterm

O By centralizing head office functions
in Sumitomo Realty & Development’s
Osaki Garden Tower, which has
advanced environmental systems and
features, we will reduce greenhouse
gas emissions and curb cost increases
resulting from the future introduction of
carbon taxes.

Minor

Recycling/reuse

Shortto
longterm

O We will reduce costs by recycling
used amusement machines and
reusing parts.

Minor

Reduction of parts,
materials, and packaging
through environment-
focused changes to
marketing formats

Medium/
long term

O We will reduce the cost of parts,
materials, and packaging, etc., by
shifting to environment-friendly mar-
keting formats for online game sales
and sales of amusement machines.

Major

We will work to reduce environmental
loads by building partnerships with
platformers that are implementing
environmental countermeasures. We
will reduce environmental loads by
switching to interchangeable parts for
amusement machines and minimizing
the use of replacement parts.

Physical
changesinthe
environment

Increasing seriousness
of abnormal weather
events

Medium/
longterm

@ Sales could decline due to damage
and shutdowns affecting manufactur-
ing facilities and offices.

Minor

—Analysis Methods and Assumptions—
When conducting scenario analyses, we referred to existing scenarios published by the International Energy Agency (IEA), and the Intergovernmental Panel
on Climate Change (IPCC). We projected two world situations based on one scenario in which the increase in the average world temperature since the

industrial revolution is held to less than 2°C (the 2°C scenario), which is the target under the Paris Agreement, and another in which no policies or systems are
introduced and the average temperature rises above the present level (the 4 ° C scenario).
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@ Addiction

Prevention of addictions and disorders

Main activities and milestones 2030 targets
Compliance with laws and
regulations, voluntary rules related
to addiction, etc.

SEGA Survey and research on gaming disorders conducted by
four gaming-related organization in Japan

Sammy Promotion of measures to combat addiction such as gambling,
mainly with Industry Organizations

Contributing to the sound
development of the industry

Implementation of
industry-academia collaborative
research on addiction

SSHD* Monitoring of industry-academia collaborative research results with
Kyoto University (semi-annual)

* SEGA SAMMY HOLDINGS INC.

Seriously address the increasing negative aspects in
impact as the business expands

Participatingin
the efforts of
industry organizations

Implementing
SEGA SAMMY’s
own initiatives

Compliance with
laws, regulations,
voluntary rules, etc.

Collaboration with industry groups

E At the World Health Assembly in May 2019, the World Health Organization (WHQ) recognized “gaming disorder”
as adisease, defining it as a pattern of excessive online and video gaming. In Japan, the Computer Entertainment
Supplier's Association (CESA), the Japan Online Game Association (JOGA), the Mobile Content Forum (MCF), and
the Japan eSports Union (JeSU) jointly established a study group to conduct surveys and research relating to phe-
nomena triggered by gaming, and to educate the public about appropriate ways to enjoy gaming.

The four organizations are currently carrying out collaborative surveys and research about gaming disorder and
exploring countermeasures for the future. The Group will continue to address these issues appropriately in coopera-
tion with the study group.

52 | SEGA SAMMY HOLDINGS

E Entertainment Contents Business ﬂ Pachislot and Pachinko Machines Business B Resort Business m Group

Addiction Countermeasures in the Pachislot and Pachinko
Machines Business

ﬂ Support for the helpline services of the recovery support network

The Group began to implement initiatives against addiction following the establishment of the Society for Research on
Pachinko Addictionin 2003. The Recovery Support Network (RSN), which was created in 2006 with the support of
various groups within the industry, has also introduced a wide range of initiatives, including awareness-raising activi-
ties and telephone helpline services.

ﬂ Activities during Pachislot and Pachinko Addiction Awareness Week

Pachislot and Pachinko Addiction Awareness Week is held in Japan every year from May 14 to May 20 with the aim of
raising awareness about pachislot and pachinko addiction. Centered around Awareness Week, in addition to holding
forums to broaden understanding of these issues, industry organizations are also engaged in Awareness Week poster
campaigns and other activities. The Group will continuously agree with these activities and make a contribution to
foster the sound development of the industry.

Countermeasures for Addiction in the Pachislot and Pachinko Machine Industry

2019 Formulation of Basic Guidelines for Addressing
Pachinko Addiction

Formulation of Basic Guidelines for the Pachinko and
Pachislot Industry for Addressing Addiction

2003 Establishment of the Society for Research on
Pachinko Addiction

2006 Establishment of the Recovery Support Network (RSN)

2017 Release of a statement on pachinko/pachislot addiction

2018 Replacement of pachislot and pachinko machines with 2020 National Police Agency expresses expectations and urges
new models that comply with amended regulations cooperation at a meeting of the Board of Directors of the

Establishment of the Advisory Council on Addiction R AR e C e g EY SIS AR e

Countermeasures in the Pachinko and Pachislot Industry
(acommittee of independent experts)

Industry-academia joint research project on
gambling addiction

E SEGA SAMMY HOLDINGS and Kyoto University are jointly conducting a process research project™ on gam-
bling addiction, which involves the collection and analysis of data on progression in gambling behavior. The purpose of
thisresearchis to discover advance warning signs of dangerous gambling behavior by collecting and analyzing play-
ing data from casinos.

The Group plans to use the results of this research to establish systems for the early identification of players show-
ing signs of addiction, aiming to prevent escalation. We will also establish facility operations that encourage users to
exercise self-control and restraint. In this way, we aim to develop an integrated structure for gambling addiction
countermeasures, from education and prevention through to treatment in collaboration with medical institutions and
other organizations.

Studies to date have analyzed playing data. In particular, research focused on examining the effects of prior wins
or losses on subsequent betting behavior in the process of repeated gambling. Playing data for the card game bacca-
rat were analyzed. Results from the joint research showed that repeated gambling behavior results in a tendency to
increase the size of wagers, regardless of whether the gambler wins or loses, and that this pattern is especially conspic-
uous after awin. It was also found that the percentage of people who will engage in risky gambling tends to increase
after repeated wins. These results were also published in the research journal International Gambling Studies.

* This research project is being carried out from December 2017 to March 2023 at the Kokoro Research Center Kyoto University
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ESG Risks and Countermeasures in the Value Chain

Recognizing that the various ESG risks faced by different face-to-face markets and business models confront different
types of risk, our group has taken steps to address these risks and has identified key themes for contributing to
sustainable management.

Pachislot and Pachinko Machines Business

ESG Risks

n Human Resources

Products and Services

Environmental Risks e Social Risks e Governance Risks

Key Themes for Contribution to Sustainable Management

Environment

Addiction

Governance

Entertainment Contents Business

Consumer Area

Planning and development

Distribution and sales

Operations and additional
contents distribution

M In-house
M Outsourcing

[

Excessive use by minors 6

Social problems associated with minors who
incur excessive fees when playing video games
based on the Gacha system, which encour-
ages gambling aspects, are not infrequent.
Content vendors are required to take counter-
measures for thisissue.

We provide safe and trusted

products and services. For certain titles, we have
applied age authentication to set upper limits
on monthly fees, and we have established and
implemented in-house guidelines to avoid the
use of vague terms that can give players overly
high expectations and to prevent the charging of
excessive fees. We also create experiences that
move the heart for people worldwide by providing
various types of gameplay for diverse users.

SEGA SAMMY HOLDINGS

Customer support 6

Video games create continued contact points
between the provider and consumers. There-
fore, the provision of ongoing support is neces-
sary. Any shortcomings in such support could
harm brands.

Normally, we respond to cus-

tomer inquiries through a player support help-
desk. If needed, however, we establish
dedicated helpdesks.

Game addiction 6

The World Health Organization (WHO) has recog-
nized gaming disorder as a mental disease.

Research has begun by external
experts with a fair, neutral, professional back-
ground, led by game organizations such as
CESA, JOGA, MCF, and JeSU.

With the support of the four groups, a
bench-marketing study has beenlaunched to
look at appropriate measurement criteria and
the characteristics of game addiction to sup-
port further research, such as understanding
the scale of problem gaming, its causes and
protective factors.

Planning and
development
Regulator revisions and etc. e

Before they can be sold, pachislot and
pachinko machines must receive approval
through prototype testing, which determines
whether machines are compliant with the
Entertainment Establishments Control Law
and other statutory laws and regulations.
Therefore, regulatory revision can significantly
affect the marketability and unit sales of pachis-
lot and pachinko machines.

We are taking steps toincrease
efficiency with the aim of accelerating develop-
ment so that we can swiftly respond to regula-
tory revision. In addition, we have to address
the risk of a potential drop in the ratio of products
receiving approval through prototype testing
while also developing models with diverse
gameplay that a wide range of customers can
enjoy casually. Our goal is to improve the quality
of our products, in parallel with efforts to rapidly
address changes to regulations.

Resort Business

Integrated Resort

(IR) Planning Development

Manufacturing Sales

\ﬁ \

Environmental burden of raw
materials and the processing
of recovered and surplus
components

Sammy’s manufacturing processes could give
rise to surplus electrical components and other
components. We use natural resources, such
as wood, and materials that could place a
burden on the environment, such as adhesives.
Appropriately processing pachislot and
pachinko machines at the end of their service
lives is animportant responsibility.

GEEIUEETY We are committed to the “3Rs”
(reduce, reuse and recycle) throughout all our
business processes. At the design and devel-
opment stages, we are working to standardize
parts and share parts between pachislot and
pachinko machines, and we reuse machines
removed from pachinko halls. We are promot-
ing the use of water-based adhesives with less
environmental impact.

Our reuse initiatives are aimed at mitigating
environmental impact, but a parallel objective
is to improve the profitability of our businesses
by increasing efficiency through the use of
common parts to reduce parts costs.

4 )5

Operations M In-house
I Outsourcing
|
Addiction and improper
modifications or playing

techniques that undermine
the industry’s image

There are concerns that growing public criti-
cism about pachislot and pachinko addiction
and the use of improperly modified pachislot
and pachinko machines in commercial opera-
tions or improper playing techniques, etc., that
could harm the image of this industry, ultimately
leading to a contraction in the pachislot and
pachinko machines market.

To support the sustainable

development of this industry, we are actively
working with industry bodies to control addictive
behavior. We also provide backing for Recovery
Support Networks and are developing machines
with more casual gameplay. In terms of efforts to
prevent improper modifications, we coordinate
with industry associations in a voluntary drive to
collect pachislot and pachinko machines that
have beenimproperly modified. In addition, we
have established an internal office tasked with
preventing illegal acts, which gathers market
information and contributes to the manufacture
of pachislot and pachinko machines that are
highly resistant to improper modification. We
also take measures to urge cautionin relation to
strategy guides that are unfounded.

with casinos
(Overseas)

Management of IR facilities

Management of resort
complexes without casinos
(Japan)

Compliance violations

Any litigation filed against us or any penalties incurred from regulatory author-
ities for violations of laws or ordinances may undermine our brand image and
possibly affect our participationin domestic and overseas IR operations.

Under the Group Compliance Liaison Committee, we are
working to build a corporate structure that fosters the development of
sound corporate management in observance of laws, ordinances, and

societal norms.

|
e Measures against addiction 6

bling addiction.

Lack of responsiveness to social demands for measures against gambling
addiction could invite public backlash and jeopardize business continuity.

Through industry-academia joint research with Kyoto
University we are working to develop systematic measures against gam-

By analyzing behavioral data from players showing signs of gambling

addiction, we aim to establish a system that rapidly detects addiction and
prevents behavior from escalating.

INTEGRATED REPORT 2022

55



56

A History of Experiences That Move the Heart

The SEGA SAMMY Group will continue to pursue the creation of
experiences that move the heart well into the future.

The SEGA SAMMY Group was formed in October 2004 through the management integration of SEGA

a creator of well-known innovative products, and Sammy, a developer of various industry-first products.

Since the management integration, SEGA SAMMY Group companies have continued to offer
experiences that move the heart for consumers and pursue new experiences through the full-scale
entry into the Resort Business in 2012 and other initiatives.

SEGASamMMy

Management Integration 2004

Established 1975 3 sammv
1989 2001

® Launched ALADDIN, the
industry’s first single-bonus
hitter pachislot machine

® Launched Pachislot Hokuto No
Ken, which set an unprece-
dented sales record unbeaten
to this day

® |aunched Pachinko CR ®
Hokuto No Ken, the Company’s
best-selling pachinko machine
by number of units

® Launched BeastKing,a
pachislot machine with assist
time (AT)

Launched Pachislot Psalms of
Planets Eureka Seven, which
introduced new gameplay
characteristics into No.5 models

ALADDIN BeastKing Pachinko CR Hokuto No Ken Pachislot Psalms of Planets
©Sammy ©Sammy Pachislot Hokuto No Ken ©Buronson & Tetsuo Hara,NSP 1983, Eureka Seven
©NSP2007 Approved No. SAE-307 "
©Buronson & Tetsuo Hara,/ NSP 1983 ©Samm: o ©2005 BONES/Project EUREKA
©Sammy Y ©Sammy
©BNEI

Established 1960 SE@A@
1988

® Launched Dreamcast, the

@ Launched the Mega Drive home

@ Started rolling out Virtua Fighter, ® Launched Ryu ga Gotoku, the [ ]

first title in a blockbuster series

Started distribution of online
RPG PHANTASY STAR

video game console powered by
ahigh-performance 16-bit CPU

Mega Drive
©SEGA

SEGA SAMMY HOLDINGS

a3D computer graphics (CG)
fighting game

Virtua Fighter
©SEGA

industry’s first home video
console withinternet connec-
tivity

=,

/

Dreamcast
©SEGA

of home video console games

® Launchedthefirsttitlein the
Sangokushi Taisen series of
network-enabled trading card
games

Ryu ga Gotoku

©SEGA

Sangokushi Taisen
©SEGA

ONLINE 2

PHANTASY STAR ONLINE 2
©SEGA

® Launched new series Pachinko CR Shin
Hokuto Muso, drawing onagame IP

Pachinko CR Shin Hokuto Muso

©Buronson & Tetsuo Hara,”NSP 1983,
Approved NoKOJ-11

©2010-2013 Koei Tecmo Games Co,, Ltd.

©Sammy

©® Made PHOENIXRESORT CO, LTD, a
wholly owned subsidiary

® Established a joint venture "PARADISE
SEGASAMMY Co, Ltd." with the
PARADISE GROUP of South Korea

Phoenix Seagaia Resort
©Phoenix Resort

@ Started distribution of smartphone
game Puyo puyo!! Quest and
CHAIN CHRONICLE

Puyo Puyo!! Quest
©SEGA .

=
CHAIN CHRONICLE
©SEGA

® Launched Pachislot Hokuto No Ken Tenshou, ~ ® Launched Pachislot Hokuto No Ken Shukumei ~ ® Launched Pachislot Kabaneriof the Iron Fortress
the first title in the Hokuto No Ken series for
No. 6 models

for No.61models for No. 6.5 models

Pachislot Hokuto No Ken Shukumei
©Buronson & Tetsuo Hara,”NSP 1983, ©Buronson & Tetsuo Hara,” COAMIX 1983,
©NSP 2007 Approved NOYAF-420 ©COAMIX 2007 Approved NoYRG-121
©Sammy ©Sammy

Pachislot Kabaneri of the Iron Fortress
©Kabaneri Committee ©Sammy

Pachislot Hokuto No Ken Tenshou

® Acquired gaming machine manufac-
ture and sales license inthe USS. State
of Nevada

® Opened PARADISE CITY, South
Korea's first integrated resort

® |aunched PHANTASY STAR ONLINE 2 ® Sonic the Hedgehog 2 became a world-
NEW GENESIS wide hit.

©2022 PARAMOUNT PICTURES
CORPORATION AND
SEGA OF AMERICA, INC

PHANTASY STAR ONLINE 2 NEW GENESIS
©SEGA

® L aunched home video console game ® Launched HATSUNE MIKU: COLORFUL STAGE!
Persona 5
® Launched PC game Total War:

WARHAMMER 2

® Released the Sonic the Hedgehog movie

Total War: WARHAMMER 2

HATSUNE MIKU: COLORFUL STAGE!

© Games Workshop Limited 2020.
© SEGA/© CP/© CFM

Published by SEGA.

Sonic The Hedgehog

©2020 PARAMOUNT PICTURES AND
SEGA OF AMERICA, INC.

ALL RIGHTS RESERVED.

Persona b

©ATLUS. ©SEGA. Allrights reserved
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Non-Financial Data

Human Resources Data

Number of Employees

People
8,798
7726 i | 7535 7,760
18 19 ‘20 21 22 (FY)

Note: The number of employees increased in fiscal year 2020,
mainly due to the transfer of temporary workers in the Entertain-
ment Contents Business to permanent employment contracts.

Employees Rehired after Retirement

People

60
57
43
I 24
"8 19 ‘20

21 22 (FY)

Number and Percentage of Female Managers

People /%
113

18 19 ‘20 21 22 (FY)

[ Number of female managers
=== Percentage of female managers

Average Overtime Hours per Month

Hours

24.3
21.9 22.3
19.7  19.4 I
21

18 19 ‘20 22 (FY)

New Employee Turnover Rate

%

6.0

2.0 2.0

18 19 ‘20 21 22 (FY)

* The new employee turnover rate indicates figures for SEGA

SAMMY HOLDINGS, SEGA, and Sammy only.
Employees Taking Childcare Leave and
Percentage of Employees Returning to
Work after Childcare Leave

People /%
100 100 100 100 100

98.6 97.8 96.8

. 91.7 94.4
114
107
104 101
| I I I
18 19 ‘20 21 22 (FY)

[ Number of employees taking childcare leave

== Percentage of male employees returning to work after
childcare leave

=== Percentage of female employees returning to work after
childcare leave

©

Environmental Data

Other Indicators (FY)

2018 2019 2020 2021 2022
Mid-Career Hires (People) 226 224 196 97 131
Hiring of Persons with Disabilities*' (People) 94 105 95 127 135
Employees Taking Maternity Leave (People) 55 b6 70 46 39
Days of Paid Leave Taken (Full-time employee) (Days) 1.5 13.1 14.6 11.0 12.0
Percentage of Paid Leave Taken*? (%) 63.7 75.1 80.9 50.7 56.6
Days of Volunteer Leave Taken (Days) 70 101 18 0 26
Employees Taking Volunteer Leave (People) 46 42 16 0 17

*1 Hiring rate of Group companies to which statutory requirements were applicable as of June 1.
*2 Calculated by dividing the number of paid leave days taken by the number of statutory annual paid leave days.

Includes statutory annual paid leave days at some Group companies.

Scope of Data and Aggregation Methods

@ Fiscal years 2018 and 2019: 15 domestic companies, fiscal year 2020: 13 domestic companies, fiscal year 2021: 12 domestic companies, fiscal year 2022: 10 domestic companies
(SEGA SAMMY HOLDINGS, SEGA, Sammy, SEGA TOYS, TMS ENTERTAINMENT, SEGA SAMMY CREATION, SEGA Logistics Service, Sammy Networks, PHOENIX RESORT, DARTSLIVE)

©® Number of employees indicates consolidated Group figures

@ Hiring of Persons with Disabilities indicates the number of persons with disabilities hired by Group companies to which the Employment Rate System for Persons with Disabilities is applicable.

SEGA SAMMY HOLDINGS

CO:z Emissions (Scope 1)
t-CO2
8,712
7,679
7,199
I 5,782 5,499 I
"18 "9 ‘20 21 '22 (FY)
Total Energy Input
GJ
1,894,720
1862911 10 509
693,471
579,023 I
18 "9 20 21 22 (FY)

Notes 1: Some data estimated based on total floor area

CO:z Emissions (Scope 2) CO:z Emissions (Scope 3)
t-CO2 t-CO:2
85,140 84,498 g o0 953.356
572,127
505,629
22,553
18,969
"8 "19 20 21 22 (FY) '20 21 22 (FY)

Electricity Usage Industrial Waste Discharge
MWh t

173,879 172,918 171,020 1,571

1,397
1,188
1112 1,158
56,324
47,445 I
18 19 ‘20 21 18 19 '20 21

22 (FY) ‘22 (FY)

2: Decline in COz emissions mainly reflects reductions in the use of fuel and electricity
3: Coefficient for CO2 emissions from purchased electricity: Adjusted emission coefficients for each electricity provider for the fiscal year prior to each reporting fiscal year

Water Usage
ma
911,771
855,791 823,099
705,961
603,287 I
‘18 19 ‘20 21 22 (FY)

Number of violations of environmental laws and regulations (FY)
2020 2021 2022
0 0 0

Environmental Indicators at Sammy’s Kawagoe Factory (FY)
2020 2021 2022
Pachinko and pachislot machine recyclerate  Recyclerate (%) 95.4 98.6 96.4

(total for pachinko and pachislot machines)

Use of environment-friendly raw materials in Amount of wood used (t) 215 29 60
pachinko and pachislot machines Of which PEFC-certiiedwood ~ 3.3%  100% 0%

Scope of Data

® Fiscal year 2018: 13 domestic companies, fiscal year 2019: 15 domestic companies, fiscal year 2020: 14 domestic companies,
fiscal year 2021: 11 domestic companies, fiscal year 2022: 19 domestic companies
(SEGA SAMMY HOLDINGS, SEGA, Sammy, TMS ENTERTAINMENT, SEGA TOYS, DARTSLIVE, Sammy Networks,
PHOENIX RESORT, SEGA Logistics Service, ATLUS, Sega of America, Inc., Sega Europe Ltd, Relic Entertainment, Inc.,
Sega Publishing Europe Ltd, Sega Black Sea EOOD, Amplitude Studios SAS, The Creative Assembly Ltd, Sports Interactive Ltd.,,
Two Point Studios Limited)

Please check the Company website for the latest ESG data.
https://www.segasammy.co.jp/english/sustainability/esgdata/
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Governance

Evaluating the Group from an outside vantage point
A Message from an External Director

As the highest body that makes
decisions about business execution,
the Board of Directors has aduty to
enhance corporate value under

a sound governance frameweork:

Looking at the Company today in light of what I've been saying about the ideal Board of Directors, the Group seems to
be moving in a very positive direction, particularly in terms of the progress of the Board's decision-making processes.
Past Board of Directors meetings consisted of matters to be resolved and matters to be reported. Now, on top of that, the
meetings flag items to be discussed and set aside sufficient time for deliberation, and discussions have become livelier.
In addition, the Group Management Strategies Committee was reconstituted to include the participation of all external
directors. This voluntary body functions as a forum simply for discussion, meeting to consider issues before they go to
the Board of Directors for resolution. | feel this shift to “talking things through™ has led to a greater understanding of the

60

Kazutaka Ok_LJ‘bb

Director, Audit and Supervisory Committee Member (External)

The ideal Board of Directors and the role of external directors

I've been taking part in management of the Company as an external Audit & Supervisory Board member and external
director since 2019. Drawing on my experience as a certified public accountant, | offer advice on management overall,
particularly in my areas of expertise in compliance and crisis management. In addition to the Company, | also serve as an
outside director and Audit & Supervisory Board member of several other listed companies. This puts me in a position to
use my knowledge of various industries to offer advice from multiple perspectives. My conviction is that, as the highest
body that makes decisions about business execution, the Board of Directors of a company has a duty to enhance cor-
porate value under a sound governance framework. The mission of external directors is to support this by overseeing
whether or not the company is carrying out decision-making processes appropriately. A company might simply follow
processes decided upon arbitrarily by certain executives without taking outside opinions into account, discussing issues
to be addressed without ever being clear about their order of priority. There is little chance that companies where thisis
standard practice can make decisions appropriately. The role expected of external directors, with their outside perspec-
tives and abilities, is to help keep the management of companies in check and facilitate course corrections.

External directors ought to play another crucial role: By picking up sooner on major shifts in social currents that tend
to go unnoticed by people within the company alone, they should point the company in a direction that will enhance
corporate value. Recent trends in digital transformation are an example. At heart, digital transformation does not mean
simply incorporating information technologies into internal systems. Rather, it involves transforming business structures
through digital technology. Companies sometimes hesitate to make bold reforms, held back by their own internal logic or
circumstances. To become a company that can keep abreast of changing demands, though, means pushing through
reforms even though this sometimes requires overcoming barriers. At such times, the advice of external directors is the
force needed to encourage companies to move ahead.

In addition to this forward-looking role, external directors should be deeply involved in defensive actions, such as
preventing issues before they arise. Risk management in particular is an essential element in ensuring a company’s
sustainability. The difficulty is that people read the impact of any given risk differently depending on their individual expe-
rience and knowledge. What some executives see as a critical risk requiring an immediate response, other executives
may not recognize as a major issue. In other words, the approach of gauging risks by means of implicit knowledge is
problematic. That's precisely why it is vital to verbalize and visualize risks in a way that everyone can understand—this is
the point | focus on the most. By verbalizing and visualizing a risk map that is readily apprehensible, anyone inside or
outside the company can engage in constructive dialogue about risk and the company canimplement appropriate
response measures. External directors take part in management on behalf of shareholders. Risks that don't make sense
to me make even less sense to shareholders. In other words, verbalizing and visualizing risks also helps fulfill our duty to
be accountable to shareholders.
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context of key resolutions, which is facilitating faster, more appropriate decision-making.

The Group has also set aside time for external directors to receive explanations prior to meetings of the Board of
Directors, minimizing the information gap between company insiders and outsiders and freeing up more time for discus-
sion at Board meetings. This has helped people from outside the company better understand proposals at hand and
fostered a climate in which itis easier for them to more actively give their input. | feel that, as a result, discussions in the
Board of Directors have become freer and more open than before. It is also noteworthy that relationships between exter-
nal officers have become stronger, thanks to opportunities we've had to meet on our own. As external officers with a
wide range of skills and backgrounds, we work hand-in-hand to take a direct approach with the executive departments.
This creates tension in a positive sense, which has the effect of making governance more robust.

To further enhance the governance framework going forward, meetings of the Board of Directors will have to be held
more flexibly. Recent years have seen an accelerating pace of change in the operating environment, including economic
security and the overall international situation. Given this context, it's safe to assume that cases will come up in the future
that call for an emergency response. We ought not be bound by conventional meeting styles, where directors all gather
inthe same place to meet. We've started building a framework to allow us to hold online meetings flexibly, without delay,
inthe event that an incident occurs.

In addition, as the Group increasingly makes headway in overseas markets, it isimperative to further reinforce its
global governance. In particular, the scope of the Group's business risks is expanding from a Japan-centered to an inter-
national frame of reference. To discuss response measures to such emerging risks, the risks must be thoroughly verbal-
ized and visualized. The Group is developing a framework for doing this, having set up a Group Governance Divisionin
April 2022. | look forward to further progress going forward.

| want the Group to aim for substantial growth with an organizational culture that
enables people to take on challenges

COVID-19 brought about changes in people’s values and gave impetus to digitalization
efforts. This is opening up major opportunities on a global scale for the Group, which holds
high-qualit