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[Disclaimer]
The contents of this material and comments made during the questions and answers etc of this
briefing session are the judgment and projections of the Company’s management based on currently

available information.
These contents involve risk and uncertainty and the actual results may differ materially from these

contents/comments.

© SEGA SAMMY HOLDINGS INC. All Rights Reserved.



Contents

& SEGASAMMY @ SEGASAMMY
HOLDINGS GROUP

[FY Ending March 2016 3 Quarter Results / Full Year Forecasts]

Consolidated Income Statements (Summary)
Results Highlights

Major Business Measures

Major Structure Reform Initiatives

Costs and Expenses Results

Consolidated Balance Sheet (Summary)

Segment Results / Forecasts

Segment Results: Pachislot and Pachinko Machines

Segment Results: Entertainment Contents Business

Segment Results: Resort Business

Appendix
Appendix: Market Information
Appendix: Company’s Business

o N oo o b~ W

12
18

22
29

e ——
© SEGA SAMMY HOLDINGS INC. All Rights Reserved.



Consolidated Income Statements (Summary)

& SEGA-SAMMY

HOLDINGS

SEGA-SAMMY

(JPY Billion) FY Ended March 2015 FY Ending March 2016 (JPY Billion) FY Ended March 2015
Full Year Revised Full
Results Full Year Results YoY Forecast | Year Forecasts YoY ThRES“:tS F}:” Yleta"
rough 3 |
Through 3Q Results Through 3Q Change (announced (announced Change BN esults
on May11) on Dec 4)

Net Sales 267.5 354.9

Sales 267.7 366.8 245.0 -8% 420.0 355.0 -3%
Pachislot and Pachinko Machines 115.3 149.1
Pachislot and Pachinko Machines 108.9 152.1 90.4 -17% 167.0 133.0 -13% Amusement Machine Sales 28.9 39.6
Entertainment Contents 147.9 199.6 143.0 -3% 235.0 205.5 +3% Amusement Center Operations 30.9 414
Resort 10.8 14.9 115 +6% 18.0 165 +11% Consumer Business s21 —
] Other 10.0 13.6

Operating Income 10.8 17.4 12.1 +12% 25.0 10.0 -43%
Operating Income 16.2 176

Pachislot and Pachinko Machines 15.3 25.7 15.4 +1% 23.0 16.5 -36% . . .

Pachislot and Pachinko Machines 20.6 25.7
Entertainment Contents 2.0 0.0 2.4 +20% 115 2.0 - Amusement Machine Sales 0.4 25
Resort -1.7 -2.3 -1.3 - -3.5 -2.8 - Amusement Center Operations -0.5 -0.9
Other / Elimination -4.8 -6.0 -4.4 - -6.0 -5.7 - Consumer Business 2 9
Other -1.4 -2.0

Operating Income Margin 4.0% 4.7% 4.9% +0.9pt 6.0% 2.8% -1.9pt
Eliminations -5.1 -6.5
Ordinary Income 10.7 16.8 12.6 +18% 25.0 9.0 -46% Operating Income Margin 6.1% 5.0%
Extraordinary Gain 0.8 1.0 1.0 - 0.0 - - Ordinary Income 16.2 16.9
Extraordinary Loss 5.6 15.9 2.5 - 1.0 = - Bxtraordinary Gain o8 10
Extraordinary Loss 5.6 15.9

Income before income taxes 6.0 1.9 11.2 +87% 24.0 - -

Income before income

. . taxes and minority interests s 20

Profit attributable to owners of parent 2.7 -11.3 6.4 - 19.0 2.0 -
Net Income -0.0 -11.2

Dividends per share (JPY) 20 40 20 - 40 40 -
Dividends per share (JPY) 20 40
Earnings per share (JPY) -11.33 -46.70 27.71 - 80.02 8.53 - Earnings per share (JPY) .10 4622
Net Assets per share (JPY) 1,384.84 1,336.54 1,294.99 - - - - Net Assets per share (JPY) 1,396.48 1,337.46

*Sales of new segment is changed to gross basis.

*Basis for recording net sales was changed from shipment to delivery starting in FY ending
March 2016.

-3-

*In line with the change of accounting policy, contents of retroactive processing have been
reflected on new segments since FY ended March 2015.
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Results Highlights

& SEGASAMMY  SEGASAMMY

e B0 L D I NG S GROUP

Net Sales/Profits
Other

+ Sales decreased and profits increased year-on-year
= Revised full-year forecasts downward on December 4
= Improvement was seen compared to same period last year in net income attributable to

shareholders of parent company since corporate tax, etc. was smaller compared to the previous
period when part of deferred tax assets were reversed

Segment breakdown

Pachislot and
Pachinko Machines

Sales decreased and profits increased year-on-year

“Pachislot Onimusha3 Jikuu Tenshou” and “Pachinko CR Hokuto No Ken 6 Tenshou
Hyakuretsu” were sold

Unit sales of Pachislot increased year-on-year, but unit sales of Pachinko decreased year-on-year
with the rebound from the same period last year when a major title was sold

Work to improve costs such as by reusing parts

Entertainment
Contents
Business

Sales decreased and profits increased year-on-year

In the digital game software field, advertising costs have increased and asset value of some titles
have been reviewed

There were no sales of mainstay titles in the packaged game software field but performed strong
due to strong sales of repeat titles

The amusement center operations area performed strongly

Resort Business

Sales increased year-on-year and loss decreased
As for domestic resort facilities, “Phoenix Seagaia Resort,” improve average sales per customer
As for other domestic facilities, the indoor theme park “TOKYO JOYPOLIS” performed strong

-4 - © SEGA SAMMY HOLDINGS INC. All Rights Reserved.




Major Business Measures

(announced November 27, 2015)
@ Transfer of shares of Index Corporation

<Date of transfer of shares>

Conclusion of share transfer agreement

December 1, 2015

Date of the share transfer

December 1, 2015

SEGA-SAMMY SEGA-SAMMY

< HOLDINGS GROUP

<Overview of transfer of shares>

Name of subsidiary

Business description

Transferee of shares

Index Corporation

Contents and solutions business (contents delivery, system development,
internet advertising, etc.) and all incidental business

Sawada Holdings Co. Ltd.

(announced January 29, 2016)
@ Corporate split and shares transfer for the dining darts bar business

<Date of corporate split>

Conclusion of Absorption-type Corporate
Split Agreement

January 29, 2016

Effective date (tentative date)

March 1, 2016

<Date of transfer of shares>

Conclusion of share transfer agreement

January 29, 2016

Date of the share transfer (tentative date)

April 1, 2016

<Overview of transfer of shares>

Name of subsidiary

Business description

Transferee of shares

Be Re-inc

Planning/operation of dining entertainment facilities and restaurant
facilities, sale of darts accessories, etc.

Matahari Co., Ltd.

= Actions for review of business portfolio in the structure reform and initiatives for further business reorganization

e ——
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Major Structure Reform Initiatives 4 SEGASAMMY | SEGASAMMY

<Structure reform initiatives>

(Initiatives since the fiscal year ended March 2015)

B Purpose: Review the earnings structure of the entire Group from a medium- to long-term perspective
» Transition from cost structure reform, which has been pressed ahead with focus on reduction of fixed expenses, to business

structure reform.
» Improvement of earnings structure through reviewing business portfolio of the entire Group
(Initiatives in the fiscal year ending March 2016)

B Content: Initiatives for structure reform in this fiscal year aim at improving the Group’s business portfolio
>  All businesses are categorized into growth, maintain or withdraw/downsize fields based on their profitability, etc. after
discussing improvement measures for the business process of each business, and then actions suitable for each field will be

taken as soon as practicably possible

B Implementation of structure reform in the pachislot and pachinko machines business

(announced September 30, 2015)
= Efficiency in production/development structures and solicitation of voluntary retirement

W Implementation of structure reform in the entertainment contents business
= Sale of Index Corporation (announced November 27, 2015)

= Sale of dining darts bar business (announced January 29, 2016)

We will continue to advance discussions targeting all businesses and announce an overall
summary when full-year financial results for the fiscal year ending March 2016 are

announced (scheduled for May 2016)
E———
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~ 4 SEGA-SAMMY

— -~ HOLDINGS

SEGA-SAMMY

GROUP

Costs and Expenses Results

(JPY Billion) FY Ended March 2015 ' FY Ending March 2016
Full Year Revised Full
Results Full Year Results Forecast Year Forecasts
Through 3Q Results Through 3Q (announced (announced
on May 11) on Dec 4)
Rﬁ‘zzgfigzeéx(;g::zm 48.8 67.6 40.3 17% 69.4 - -
Pachislot and Pachinko Machines 16.5 22.3 14.5 -12% 21.2 - -
Entertainment Contents 32.3 45.7 25.5 -21% 48.0 = -
Resort 0.1 0.2 0.4 +300% 0.1 = -
Other / Elimination -0.1 -0.6 -0.1 - 0.1 - -
Cap-ex 20.5 28.7 21.0 +2% 34.4 - -
Pachislot and Pachinko Machines 51 6.9 3.6 -29% 8.1 - -
Entertainment Contents 13.8 19.5 14.6 +6% 18.7 = -
Resort 1.6 2.1 2.6 +63% 7.4 - -
Other / Elimination 0.0 0.2 0.2 - 0.2 - -
Depreciation 12.8 17.6 12.5 -2% 16.8 - -
Pachislot and Pachinko Machines 4.6 6.4 4.7 +2% 6.7 - -
Entertainment Contents 6.9 9.6 6.6 -4% 8.1 - -
Resort 0.7 0.9 0.6 -14% 1.2 - -
Other / Elimination 0.6 0.7 0.6 - 0.8 - -
Advertising 14.5 19.1 13.6 -6% 24.5 - -
Pachislot and Pachinko Machines 1.7 2.1 1.2 -29% 3.1 - -
Entertainment Contents 10.7 14.5 10.7 - 19.1 - -
Resort 0.6 0.8 0.5 -17% 0.7 - -
Other / Elimination 1.5 1.7 1.2 - 1.6 - -

I —
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Consolidated Balance Sheet (Summary) SEGASAMMY | SEGASAMMY

OLDINGS GROUP

(JPY billion) [ Assets ] [ Liabilities and Net Assets ]
ARV As of end of As of end of Account As of end of As of end of
March 2015 December 2015 March 2015 December 2015
Cash and Deposits 102.2 81.2 -21.0fAccounts Payable 26.9 32.3 +5.4
Accounts Receivable 38.5 43.2 +4.7|Corporate Bonds 16 14.2 +12.6
Securities 97.2 80.4 -16.8|Short Term Borrowings 13.8 13.6 -0.2
Inventories 29.2 37.0 +7.8Other 444 357 -8.7
Other 30.9 20.7 -10.2| Total Current Liabilities 86.7 95.8 +9.1
Total Current Assets 298.0 262.5 -35.5|Corporate Bonds 56.2 52.8 3.4
Tangible Fixed Assets 100.2 101.2 +1.0{Long Term Debt 329 25.6 -7.3
Intangible Fixed Assets 29.0 27.9 -1.1|Other 30.3 275 -2.8
Investment Securities 70.0 875 +17.5|Total Noncurrent Liabilities 119.4 105.9 -13.5
Other 314 313 -0.1{ Total Liabilities 206.2 201.8 -4.4
Shareholders Equity 298.6 289.2 94
Total accumulated other comprehensive income 18.7 14.3 -4.4
Warrants 0.8 0.8
Non-controlling intesrests 4.2 43 +0.1
Total Noncurrent Assets 230.6 2479 +17.3|Total Net Assets 3224 308.6 -13.8
Total Assets 528.6 510.4 -18.2|Total Liabilities and Net Assets 528.6 510.4 -18.2

Summary of Results Through 3Q (JPY billion) As of end of As of end of
March 2015 December 2015

M Current Assets: Down 35._5_bi||ion yen as cash and deposits, Total Assets 528.6 510.4 -18.2

and securities (short-term fund management) decreased

though accounts receivable increased Net Assets 322 4 308.6 -13.8
® Noncurrent Assets: Up 17.3 billion yen primarily due to the increase in

investment securities ] ]

= Total Assets : 510.4 billion yen (decreased by 18.2 billion yen ) Equity ratio 60.0% LI -0.5pt
= Equity ratio : 59.5% (-0.5p) Current ratio 343.7% 273.9% -69.8pt
W Current ratio : 273.9% (-69.8pt) ' ' '

I —— e —
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Segment Results: Pachislot and Pachinko Machines

SEGA-SAMMY

< HOLDINGS

SEGA-SAMMY

GROUP

(JPY Billion) FY Ended March 2015 FY Ending March 2016
Results Full Year Results Full(;iaoruic;ijcast ReVIIS:f)?ch:ISIt: -
Through 3Q Results Through 3Q (announced
on May 11) on Dec 4)

Sales 108.9 152.1 90.4 -17% 167.0 133.0 -13%

Pachislot 35.8 73.8 52.7 +47% 97.0 =

Pachinko 69.2 73.2 34.0 -51% 65.7 -

Other / Elimination 3.9 51 3.7 - 4.3 -
Operating Income 15.3 25.7 15.4 +1% 23.0 16.5 -36%
Operating Income Margin 14.0% 16.9% 17.0% +3.0pt 13.8% 12.4% -4.5pt
Unit Sales (Pachislot) 96,111 207,830 121,645 +27% 265,000 154,000 -26%
Unit Sales (Pachinko) 224,519 241,425 115,396 -49% 220,000 203,000 -16%

Summary of Results Through 3Q Full Year Forecasts

= W Sales decreased and profits increased year-on-year
g B Unit sales of Pachislot increased year-on-year, but unit sales of Pachinko decreased B Revised full-year forecasts downward on December 4
> year-on-year B Order of recent mainstay titles are generally strong
®) W Profits increased as a result of efforts to improve costs such as by reusing parts
- B “Pachislot Onimusha3 Jikuu Tenshou” and “Pachislot Ryu ga Gotoku
2 OF THE END” were released and unit sales increased year-on-year B Plan to release “Pachislot Nisemonogatari”
= B Major titles launched in 3Q B Major titles to be launched in 4Q
& = Sammy “Pachislot Onimusha3 Jikuu Tenshou,” = Sammy “Pachislot Nisemonogatari,” etc.
=TAIYO ELEC “Pachislot Ryu ga Gotoku OF THE END,” etc.
B Even though mainstay titles such as “Pachinko CR Hokuto No Ken 6 o . . . .
. [ | «“
Tenshou Hyakuretsu” and “Pachinko CR HARLOCK:SPACE Pla.n to release severjll titles including the mainstay title “Pachinko CR
g ” . Shin Hokuto Muso
PIRATE” were released, unit sales decreased year-on-year due to the R .
= rebound from maior titles W Major titles to be launched in 4Q
S S Jor = Sammy “Dejihane CR Hokuto No Ken 6 Jibo,” “Pachinko CR Shin
g B Major titles launched in 3Q Hokuto Muso.” efc
= Sammy “Pachinko CR Hokuto No Ken 6 Tenshou Hyakuretsu,” ’ '
“Pachinko CR HARLOCK:SPACE PIRATE,” etc.

-9-
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SEGA-SAMMY

< HOLDINGS

Segment Results: Pachislot

Delivery Data: Pachislot

FY Ended March 2015 FY Ending March 2016

Revised Full Year
Full Year Forecast

SEGA-SAMMY

GROUP

Pachislot Results Full Year Results Forecasts
(announced
Through 3Q Results Through 3Q (announced
ST S0) on Dec 4)
2 titles 3 titles 4 titles 7 titles -
& Sammy _ _ _ _
83,516 units 155,695 units 116,305 units 240,000 units -
2 titles 2 titles 2 titles 2 titles -
& TXIYO ELEC : : : :
: 9,569 units 9,569 units 5,340 units 25,000 units -
(@ 1 title 1 title - - -
S RODED]
HI]I]E[I 3,026 units 42,566 units - - -
5 titles 6 titles 6 titles 9 titles -
Total : : ; - : “Pachislot Onimusha3 Jikuu Tenshou” (Sammy)
96,111 units 207,830 units 121,645 units 265,000 units 154,000 units ©CAPCOM CO., LTD. ALL LIGHTS RESERVED. ©Sammy

* New series of title is counted as one title
(machines launched in the previous fiscal year/change of specification, etc. are not included).

Major Titles (Results)/ /Pachislot

Brand Title Total sales = Installed From
Sammy Pachislot Onimusha3 Jikuu Tenshou 25,966 units November
TAIYO ELEC Pachislot Ryu ga Gotoku OF THE END 4,759 units November

* Main pachislot titles and number of units sold.

“Pachislot Ryu ga Gotoku OF THE END” (TAIYO ELEC)
©SEGA ©Sammy

-10 -
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Segment Results: Pachinko SEGASAMMY | SEGASAMMY

HOLDINGS GROUP

Delivery Data: Pachinko

FY Ended March 2015 FY Ending March 2016
e Results Full Year Results Fu"(efr?oruii;edcaﬁ Rev:fsic'::s"ts\(ear
Through 3Q Results Through 3Q on May 11) (2:ng:r;c;)d
s 4 titles 5 titles 4 titles 5 titles 9
<
a m mv 196,357 units 206,775 units 97,499 units 165,000 units -
4 titles 5 titles 3 titles 6 titles -
gTﬁlm ELEC 28,162 units 34,650 units 17,897 units 55,000 units g
8 titles 10 titles 7 titles 11 titles -
Total
. 224519 units| 241425 units| 115396 units| 220,000 units| 203,000 units “Pacl(;g:t)‘:s[fET';':U’!(:;SN’;'F’Ol:;éQNSPI;?if:;gl::ﬁﬁ r;zsg;; r'E:yammy)
Board + Frame 61,469 units 64,476 units 21,906 units 127,500 units -
Board 163,050 units 176,949 units 93,490 units 92,500 units -
*New series of title is counted as one title FAaEHAROCK & ’
(machines launched in the previous fiscal year/change of specification, etc. are not included) ( 2 Encspms mmcl(

or Titles (Results)/ Pachink

Brand Title Total Sales | Installed From
Sammy Pachinko CR Hokuto No Ken 6 Tenshou Hyakuretsu | 20,594 units October

Sammy Pachinko CR HARLOCK:SPACEPIRATE 8,573 units December

* Main pachinko titles and number of units sold.

“Pachinko CR HARLOCK:SPACE PIRATE” (Sammy)
©LENI MATSUMOTO/CAPTAIN HARLOCK FILM PARTNERS ©Sammy

L e—
-11 - © SEGA SAMMY HOLDINGS INC. All Rights Reserved.




Segment Results: Entertainment Contents Business

~ 4 SEGA-SAMMY

— -~ HOLDINGS

SEGA-SAMMY

GROUP

(JPY Billion) FY Ended March 2015 FY Ending March 20i6
Full Year Revised Full Year
Results Full Year Results Forecast Forecasts
Through 3Q Results Through 3Q (announced (announced
on May 11) on Dec 4)
Sales 147.9 199.6 143.0 -3% 235.0 205.5 +3%
Digital Games 414 55.1 39.3 -5% 87.0 - -
Packaged Games 34.8 47.4 28.9 -17% 445 - -
Amusement Machine Sales 28.5 39.3 29.8 +5% 45.0 - -
Amusement Center Operations 27.5 36.0 28.2 +3% 36.5 - -
Animation / Toy 14.4 19.9 15.7 +9% 20.0 - -
Other / Elimination 1.3 1.9 1.1 - 2.0 - -
Operating Income 2.0 0.0 24 +20% 115 2.0 -
Digital Games 6.3 8.0 -0.5 - 115 - -
Packaged Games -2.9 -2.7 0.5 - 1.3 - -
Amusement Machine Sales -0.7 -3.9 -0.1 - 0.0 - -
Amusement Center Operations 0.6 0.9 1.9 +217% 0.3 - -
Animation / Toy -0.7 -1.7 0.7 - 0.2 - -
Other / Elimination -0.6 -0.6 -0.1 - -1.8 - -
Operating Income Margin 1.4% - 1.7% +0.3pt 4.9% 1.0% -
Sales in Units (Thousands) 8,910 12,280 6,120 -31% 7,140 - -
Same Store Sales Comparisons 100.1% 100.1% 101.7% +1.6pt 97.3% = -
Domestic Facilities 198 198 198 - 199 = -

-12 -
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Segment Results: Entertainment Contents Business SEGASAMMY | SEGA-SAMMY

HOLDINGS GROUP

Summary of Results Through 3Q Full Year Forecasts

[ ] As for digital games, although existing titles were solid, advertising costs
have increased and asset value of some titles have been reviewed that were
Overall unable to gain market reception B Revised full-year forecasts downward on December 4
| There were no sales of mainstay titles in the packaged game software field B Hold various events and implement updates in the digital game software field
but performed strong due to strong sales of repeat titles
] The amusement center operations area was solid
B Existing titles such as “CHAIN CHRONICLE — Kizuna no Shintairiku” e Gt 61 [te 9 Lreln Gibe g ety e o
o " B Advance overseas operation of existing domestic titles through localization
and “Puyopuyo!! Quest” were strong . . . L
- - . B Holding events, major updating to enhance game element and other measures for existing
B Asset values were reviewed with the delay of overseas operation and because .
. . L . titles
some PC and mobile titles, including “Football Manager Online” operated . L
in South Korea, were not evaluated as favorably as initially expected and = LSRR JEG e ey il
Digital increase in ex| énses such as advertising costs associated with large-scale HRANIAS SUAR QINLINE 2= [REJITE EPISODIEA ity
undates. et P 9 9 “CHAIN CHRONICLE - Kizuna no Shintairiku” -Shokanoichizoku-hen-
Games :E) Num’ber 6f titles under service in Japan (Free-to-play only): 50 at the end LA
of 30 P play only): “Hortensia SAGA The Successors” February
. . . = i jor titles:
= Major newly launched titles up to 3Q: “Hortensia SAGA,” “Monster ‘EJpcor_nmg o ma]o_r titles .
e . » Sanrio Characters: Fantasy Theater” * January
ey 230 T LSl “Liberasion of azure” *  Planned for March etc
< fei %2 * : : g .
Fortisia SEGA X LINE *”, etc.  *Not Official English Title *Not Official English Title
u Although “Football Manager 2016 and repeat sales were strong,
§ Packaged sales of packaged games decreased due to the rebound from launching B Launch of new titles such as mainstay title “Ryu ga Gotoku Kiwami”
S| Games mainstay titles in the same period last year = Major new titles: “Ryu ga Gotoku Kiwami,” “Shin Megami Tensei IV FINAL,” etc.
é u Turned to profit as, conversely, R&D and advertising costs decreased
@
u Sales increased as sales of CVT kits and new music game “CHUNITHM”
Amusement remained strong
Machi u Loss decreased due to the impact of fixed expenses being reduced and B Launch of new product “THE MEDAL TOWER OF BABEL”
claniles recording of operating expenses were delayed until the fourth quarter or
later
Amusement B Due to the prize category performing well, favorable same-store sales stood at B Enforce streamlining existing-store operations
Center 101.7% year-on-year, sales and profits increased in the same period of last B On the other hand, as an effort for new concept stores, hold “Sega Collaboration Café
Operations fiscal year Love Live!” at Club Sega Akihabara Shop
B In the animation business, sold TV series “LUPIN THE 3rd PART4,”
Animation/ recorded license revenue from TV series “Yowamushi Pedal” and its . . . .
. A . M Develop business focusing on services for regular/mainstay products
Toy product sales revenue; Conducted sales focusing on services for
regular/mainstay products in the toy business

-13 -
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PHAN‘TAS‘Y\’\\STAR"
ONLINE;4

TIPS AR D

“PHANTASY STAR ONLINE 2”
©SEGA

B Major Index / Digital Games (Digital Overall)

© SEGA

“CHAIN CHRONICLE - Kizuna no Shintairiku”

& SEGA-SAMMY

HOLDINGS

“Puyopuyo!! Quest”

©SEGA

*Sales top three title In the period of October-December 2015

SEGA-SAMMY

GROUP

FY Ended FY Ending
March 2015 March 2016
1Q Results 2Q Results 3Q Results 4Q Results 1Q Results 2Q Results 3Q Results
Average MAU(Thousands, 3 months average)*1 6,690 5,750 5,510 5,430 5,490 7,340 6,150
Domestic ARPMAU (JPY) *2 1,225 1,928 1,757 1,761 1,625 1,491 1,552
Share of sales for top 3 titles *3 47.6% 52.8% 47.6% 45.4% 42.2% 40.2% 42.9%
Domestic *4 48,560 55,430 61,740 68,020 75,240 79,650 84,660
Accumulated
Downloads Owerseas *4 81,980 118,890 138,010 160,000 179,670 200,890 240,190
(Thousands)
Total 130,540 174,320 199,740 228,020 254,910 280,530 324,850
Ratio of advertising expense to net sales *5 12.6% 8.8% 7.1% 8.8% 16.0% 16.8% 14.4%
Noah Pass*8 Total number of users (Thousands) *6 51,930 58,960 82,600 94,730 100,750 118,370 129,330
KPI Average MAU(Thousands, 3 months average)*7 4,810 7,300 9,180 10,540 11,020 11,400 12,940
(Composition ratio of overseas sales) 9.4% 8.0% 6.3% 10.4% 11.8% 8.5% 14.9%

Only free-to-play titles are covered for the calculation of average MAU, ARP MAU, Number *5.Advertising expense percentage for total digital sales of each quarter
of downloads. (Pay-to-play models are not included.)
*1.Average of MAU within each quarter
*2.Calculated from dividing quarter digital sales (gross basis) by average MAU

*3.Sales percentage for top 3 titles against total digital sales (gross basis) of each quarter

*4.As of the last dai of each ﬁuarter

*6.As of the last day of each quarter
*7.The counting method has been changed since FY 2016 2Q.
*8.Noah Pass refers to a marketing support tool for smart devices.

-14 -
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Segment Results: Entertainment Contents Business

W Major Index / Digital Games (Digital Overall)

4

4 SEGASAMMY

HOLDINGS

SEGA-SAMMY

GROUP

20.0 60.0%
—A—_
15.0 4
40.0%
10.0
20.0%
5.0
0.0 0.0%
1Q | 20 | 3Q 10 | 20 3Q
FY Ended March 2015 FY Ending March 2016
B Quarterly Sales (JPY billion) (left) 12.0 14.9 14.0 134 12.6 13.2 135
Composition ratio of overseas sales (%) (right) 9.4% 8.0% 6.3% 10.4% 11.8% 8.5% 14.9%
=== Ratio of advertising expense to net sales(%) (right) 12.6% 8.8% 7.1% 8.8% 16.0% 16.8% 14.4%
= Share of sales for top 3 titles (%) (right) 47.6% 52.8% 47.6% 45.4% 42 2% 40.2% 42.9%

W Share of sales for top 3 titles increased due to strong performance of mainstay titles

B As with the first half of the fiscal year, invested advertising costs in new and existing titles while sales increased, and so the ratio of advertising expense
to net sales decreased

B Accumulated download numbers

400,000
300,000
200,000
100,000

0

138,010

61,740

FY Ended March 2015

® Domestic (Thousands)

160,000

68,020

179,670

75,240

mOverseas (Thousands)

FY Ending March 2016

2Q

B Number of downloads continue to be on a growing trend due to the launch of new titles targeting overseas

-15 -
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Segment Results: Entertainment Contents Business

W Major Index / Domestic titles

[ SEGASAMMY

4

HOLDINGS

SEGA-SAMMY

GROUP

8,000 - - 2,000
6,000 - - 1,500
4,000 - - 1,000
2,000 - - 500
0 0
2Q 3Q 4Q 1Q 2Q 3Q
FY Ended March 2015 FY Ending March 2016
mm A\verage MAU (Thousands) (left) 6,690 5,750 5,510 5,430 5,490 7,340 6,150
—— ARPMAU (JPY) (right) 1,225 1,928 1,757 1,761 1,625 1,491 1,552
mmm Average MAU (Thousands) (left) = ARPMAU (JPY) (right)
W There were fewer releases of new titles in 3Q compared to 2Q and so MAU decreased slightly; On the other hand, ARPMAU was strong
W Major Index / Noah Pass *1
160,000 - -~ 16,000
120,000 - - 12,000
80,000 - - 8,000
40,000 - . - 4,000
0 - -0
1Q | 2Q | 3Q 4Q 1Q 2Q 3Q
FY Ended March 2015 FY Ending March 2016
mm Total number of users (Thousands) (left) 51,930 58,960 82,600 94,730 100,750 118,370 129,330
Average MAU (Thousands) (right)*2 4,810 7,300 9,180 10,540 11,020 11,400 12,940

mmmm Total number of users (Thousands) (left)

Average MAU (Thousands) (right)*2

*1. Noah Pass refers to a marketing support tool for smart devices. *2. The counting method has been changed since FY 2016 2Q.

B The total number of Noah Pass users surpassed 120 million
W Works to gain profits with an advertisement profit business model going forward

I ——————
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Segment Results: Entertainment Contents Business
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Delivery Data / Plan: Packaged Games ) ) ) ] )
*Number of titles reflects products which begin sales in the period
FY Ended March 2015 FY Ending March 2016
Breakdown Full Year Revised Full Year
by Region Results Full Year Results Forecast Forecasts
Through 3Q Results Through 3Q (announced (announced

on May 11) on Dec 4)
# of titles 12 15 9 14 -
Domestic # of titles(SKU) 15 19 13 21 -
Unit Sales(Thousands) 1,410 2,120 830 2,660 -
# of titles 13 15 15 20 -
Overseas # of titles(sku) 29 31 18 24 -
Unit Sales(Thousands) 7,500 10,160 5,290 4,480 -
# of titles 25 30 24 34 -
Total # of titles(sku) 44 50 31 45 -
Unit Sales(Thousands) 8,910 12,280 6,120 7,140 -

“Football Manager 2016”
(November)

© Sports Interactive Limited 2016. Published by SEGA Publishing Europe Limited. Developed by Sports Interactive Limited.
SEGA and the SEGA logo are either registered trademarks or trademarks of SEGA Holdings Co., Ltd. or its affiliates. SEGA is
registered in the U.S. Patent and Trademark Office. Football Manager, the Football Manager logo, Sports Interactive and the Sports
Interactive logo are either registered trademarks or trademarks of Sports Interactive Limited. All rights reserved. All other company
names, brand names and logos are property of their respective owners.

L ——""%95"—— e ——————————————
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(JPY Billion) FY Ended March 2015 FY Ending March 2016
Full Year Revised Full
Results Full Year Results YoY Forecast Year Forecasts
Through 3Q Results Through 3Q Change (announced on (announced
May 11) on Dec 4)
Sales 10.8 14.9 11.5 +6% 18.0 16.5 +11%
Operating Income -1.7 -2.3 -1.3 - -3.5 -2.8 -
Operating Income Margin - - - - - - -
i . Number ofvisitors (Thousands) 474 643 424 -11% 580 - -
Phoenix Seagaia Resort
Average sales per customer (JPY)*1 14,339 14,468 15,753 +10% 16,383 - -
. Number ofvisitors (Thousands) 466 614 528 +13% 622 - -
Tokyo Joypolis
Average sales per customer (JPY) 3,406 3,426 3,510 +3% 3,413 - -
. Number ofvisitors (Thousands) 323 400 260 -20% 384 - -
Orbi Yokohama
Average sales per customer (JPY) 2,309 2,283 2,345 +2% 2,236 - -
Paradise Casino Inch . Casino sales (Billion KRW) 80 109 65 -19% - - -
aradise L-asino incheon Number ofvisitors (Thousands) 44 58 36 -18% - - -

*1. We’ve made a correction to the results of Phoenix Seagaia Resort due to error in counting.
*2. Paradise Casino Incheon is operated by PARADISE SEGASAMMY Co., Ltd., an equity method affiliate of our company , Figures for Paradise Casino Incheon are recorded with three months delay

Summary of Results Through 3Q Full Year Forecasts

- . . (13 s . ETEH - - -
B Visitors to “Phoenix Seagaia Resort” decreased 11% year-on-year For “Phoenix Seagaia Re_sort, implement sales measures in line with the
e e camp seasons of 3 professional baseball teams and 3 J. League clubs
=The number of visitors increased 9% when the data of closed facilities is . .
py . - « e o = The number of visitors is expected to decrease due to the closure of
excluded such as “Phoenix Bow!” and “Sun Hotel Phoenix « A
= = Average sale per customer increased 10% mainly due to the increase of Sun Hotel Phoenix
@ L « " B For “TOKYO JOYPOLIS,” work to strengthen operating capability by
£ VIIEIS 1) e (o IS e et collaborating with well-recognized contents, etc
o B Visitors to “TOKYO JOYPOLIS” increased 13% year-on-year . — .
e . = Hold experience-based escape game “Persona 3” The Movie
= Average sale per customer increased 3%
L P ” (January through March)
W Visitors to “Orbi Yokohama” decreased 20% year-on-year A " . -
5 Average sale per customer increased 2% B For “Orbi Yokohama,” work to improve the number of visitors
g P B Open “Orbi Osaka,” the first licensing out facility in Japan (January)
& B Net sales of “Paradise Casino Incheon,” a casino facility in Incheon, South Korea, B Work on the construction of the integrated resort “PARADISE CITY,”
§ decreased 19% year-on-year due to the influence of MERS and such scheduled to open in the first half of 2017
QL B Held the event “Qingdao JOYPOLIS x SNH48 Winter Meeting” and other events B Grand opening of “SHANGHAI JOYPOLIS,” the first licensing out
@] at “QINGDAO JOYPOLIS” in an effort to enhance operating capabilities facility in China (planned for February)
E———— e —
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_ PHOENIX
w ¥ SEAGAIA
'- RESORT

“Phoenix Seagaia Resort”

B To implement bridal fair celebrating the announcement of “Tenku
m To hold “Dunlop Phoenix Tournament 2015”. no Banquet Hall” scheduled to open in the summer

B To hold “Ultimate Meat Journey in Seagaia” food fair where

— g——
—_p— O,‘{éf’

PRSOUIVESITI—D IO

JOYPOLIS™

“Tokyo Joypolis”

B To implement experience-based escape game “Persona 3”
B To strengthen contents production capability through The Movie
collaborating with “Tokyo Ghoul X JOYPOLIS”. B Opening of first licensing out facility in China, “SHANGHAI
B To hold an event “SID”. JOYPOLIS”

“Orbi Yokohama”

B To hold various Halloween programs and “Aurora” events B Limited revival of theater program “lce World”
in winter holiday. B Opening of first licensing out facility in Japan, “Orbi
W To develop kids, birthday and party plan. Osaka”

©PHOENIX RESORT CO.,LTD.. © SEGA ©SEGA/BBC Worldwide © Sui Ishida/Shueisha, Tokyo Ghoul Production Committee ©Live!A—05 ~73XAHEEFIT~ ©Norio Matsumoto
© ATLUS © SEGA/P3MC © P3MTG
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B Construction progress of PARADISE CITY, South Korea’s first full-fledged integrated resort

<Image after completion >
(scheduled to open in the first half of 2017)

<Construction progress (as of December 31, 2015)> <Image of location>

WL N

. > s

/ﬁeﬁeon International

f Nlr ) " Current Paradise Casino
3 : Incheon (in Hyatt Regency

\\ / g >y l:rféheon)

Planned site for

PARADISE CITY

<Overview>

Facility name PARADISE CITY <Overview of Incheon International Airport
B Number of users: 49.28 million (2015)
(@]t sNvelnl o1\l PARADISE SEGASAMMY Co.,Ltd. B Terminal 2, which will be able to accommodate

18 million passengers, is scheduled for

Facility address IBC-1 2nd Phase District, Woonseo-dong, Jung-gu, Incheon, Republic of Korea completion in 2017

Site area 330,000

Approx. 1,300 billion KRW (amount invested by Sega Sammy: 232.9 billion KRW; shareholding <Access to PARADISE CITY>
ratio: 45%) W 5-minute drive from Incheon International Airport

- Casino (table games: 160 units, electronic table games: 388 units, slot machines: 350 units) = Free shuttle bus service to be arranged

- Hotel (711 rooms; additional facilities: restaurant, banquet hall, indoor and outdoor pools, etc.) = Directly connectet_j toa M39|9V train station
I Ay ec Ll - Commercial facility, cultural center (currently under trial operation)

- Upscale spa (hot bath facility) B Also a 5-minute drive from Incheon IC on the

- Boutique hotel (103 rooms; additional facilities: fitness center) expressway

Investment amount

Opening Scheduled for First half of 2017

L eee— e ———
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Pachinko and Pachislot Machine Markets " SEGASAMMY

~ -/ HOLDINGS

Number of pachinko hall and number of machines installed per hall

SEGA-SAMMY

GROUP

(halls) (units)
20,000 500.0
! 17,426 17,173
16,988 16,801 16,504 16,076 15,617 e 365.0 3719 377.2 387.8 393.5
; 14674 ocor 356.2 : - 400.0
15,000 +— 294.7 304.3 12:937 - ?ll(“ .
2703 2743 2199 2849 e T qi0F 12479 12323 2140 11893 11627
10,000 | M= = e 3182 3231 3365 : 12,652 0 300.0
' 16,764 16,413 16,021 15,691 15255 14,695 13,844 13,163 12,588 L 200.0
12039 11800 11,722 11576 11,392 11,178 10873 10,605 '
5,000 +— 1 1000
0 662 760 967 1110 _ 1249 1381 1773 2002 _ 2086 1546 1137 930 903 _ 931 971 1,020 1,022 | g
1998 1999 2000 2001 2002 2003 2004 2005 2006 2007 2008 2009 2010 2011 2012 2013 2014
Number of pachinko halls with only pachislot machines installed(halls)(left) Number of pachinko hall with pachinko machines installed(halls)(left)
=== Number of machines installed per hall (Units)(right)
Sources : National Police Agency
(thousand) Pachinko and pachislot machine installations and annual turnover (i)
6,000 1.6
131 196 13 »
5,000 ’
1.2
4,000 -+ 10
3,000 - 0.8
2,000 - 0.6
0.4
1,000 - 0.2
0 I T T T T 0.0
1998 1999 2000 2001 2002 2003 2004 2005 2006 2007 2008 2009 2010 2011 2012 2013 2014
s Pachislot machine installations(Thousands of units) (left) wowen Pachinko machine installations (Thousands of units)(left)
==#e===Pachislot machine annual turnover(right) ==8—Pachinko machine annual turnover(right)

Sources:National Police Agency and Yano research Institute Ltd.
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Pachinko and Pachislot machines-Unit Sales and Market Size

% SEGASAMMY

« -~ HOLDINGS

——

SEGA-SAMMY

GROUP

(thousand) (billions of yen)

8.000 1,200.0

7,000 - 1,000.0

6,000

5,000 o437 2000

4,000 3.4 4743 600.0
425.6

2,000 - — : : ;

1,000 = ' . - 2000
0 - . . . - 0.0
1998 1999 2000 2001 2002 2003 2004 2005 2006 2007 2008 2009 2010 2011 2012 2013 2014
mmmmm Pachislot machines Units sold (T housands of units)(left) mmmmw Pachinko machines Units sold (Thousands of units)(left)
=== P'a chislot machines market size(Billions of yen)(right) ==g==Pachinko machines market size(Billions of yen)(right)

Sources:Yano research Institute Ltd.
(Trillions of ven) =
Market size results Number of players (million)
(miltion)
100.0 —| 25 2
7 863 gs.
B55 850 gy 844 845 857 854 o9 00 % /\
80.0 - C S p1 ma1 a4 29 20 2 o 8
OIS 17 17 17 6 7V
60.0 - N
15 0 13
12
11
40.0 10
10 s
20.0 +
4 s oo Boa4 823 B30 R4S 856 Bo1 Bss Beo Bso s @56 Bso Bas e
0.0 -
1999 2000 2001 2002 2003 2004 2005 2006 2007 2008 2009 2010 2011 2012 2013 2014 0
= Leisure Market(T rillions of yen) * Pachinko and Pachislot Market size(Trillions of yen) 1999 2000 2001 2002 2003 2004 2005 2006 2007 2008 2009 2010 2011 2012 2013 2014
Sources : White Paper on Leisure Industry 2015, Japan Productivity Center
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Pachislot machines:Prototype testing results

100 100.0%
80 80.0%
60.0% 45.2% 42.9%
50.0% 46.7% i q8_1%44 2% 60.0%
28139 30.89%42.9% 40.6% 37.5% . 47,
40.0%
31.6% %
32.1% 9 20.0%

0.0%

1,23 4|5 6|7 8 |9|10(11|12|1 |2 |3 |4)|5]|6
FY2015

1 Pachislot machines: Issuance of pr ototype(left) s Pachislot machines: Number of Approval(left) e Pachislot machines: Approval rate(right)

Pachinko machines:Prototype testing results

80 120.0%
91.7% 87.5%
60 85.4%86.7% g, cor ., 89.5% g1 8 86.5%85.4% 81.3%85.4% g oo, s KL‘T%S: - 100.0%
% 67.3% 20 17 80.0%
40 60.0%
40.0%
20 +

20.0%

0 - 0.0%

10 |11 | 12| 1 2 g 4 12 | 1 2 7 8 9 10|11 12
FY2016
1 Pachinko machines: Issuance of prototype(left) mmm Pachinko machines: Number of Approval(left) ====Pachinko machines: Approval rate(right)

Sources:Security Communications Association
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Share of Annual Pachislot Machine Sales

2010 2011 2012 2013 2014

Rank | Manufacturer Units sold| Share Manufacturer Units sold Share ' Manufacturer | Units sold | Share ' Manufacturer Units sold Share | Manufacturer Units sold Share

1 Sammy 302,270 | 30.9%| Sammy 300,866 | 23.9%| U Company | 236,000 | 17.8%| Sammy 301,575 | 21.7%| Sammy 207,828 | 16.8%
D Company | 117,000 | 11.9%| D Company | 200,000 | 15.9%| Sammy 202,221 | 15.3%| U Company | 215,000 | 15.5%| U Company | 205,000 | 16.6%
S Company | 116,424 | 11.9%| Y Company | 196,000 | 15.6%| Y Company | 193,000 | 14.6%| H Company | 120,000 8.6%| D Company | 128,000 | 10.4%
H Company | 111,000 | 11.3%| U Company | 172,000 | 13.7%| D Company | 186,000 | 14.0%| S Company | 116,291 8.4%| Y Company | 108,000 8.7%
U Company | 103,000 | 10.5%| S Company | 96,158 7.6%| K Company | 110,000 8.3%| D Company | 102,000 7.3%| H Company | 92,763 7.5%

Share of Annual Pachinko Machine Sales

2010 2011 2012 2013 2014

g

Rank | Manufacturer Units sold| Share Manufacturer Units sold Share ' Manufacturer | Units sold | Share ' Manufacturer Units sold Share | Manufacturer Units sold Share

1 | S Company | 653,000 | 22.5%| K Company |485,000 | 18.6%| S Company | 544,000 |21.8%| K Company | 349,000 | 17.0%| S Company |330,000 | 16.4%
S Company | 424,533 | 14.6%| S Company |360,805 | 13.9%| K Company | 507,000 |20.3%| S Company |315,000 | 15.4%| S Company |329,892 | 16.4%

Sammy | 343,188 |11.8% Sammy |332,288 |12.8%| H Company | 252,000 | 10.1%| S Company |291,967 | 14.3%| K Company | 308,000 | 15.3%
K Company | 322,000 |11.1%| S Company 332,000 |12.8%| N Company | 250,000 |10.0%| Sammy |200,225 | 9.8%| H Company | 252,103 | 12.5%
N Company | 296,000 | 10.2%| N Company (255,000 | 9.8%| Sammy | 216,860 | 8.7% H Company |197,000 | 9.6%| Sammy |[242,847 |12.0%

g BN

Source: Yano Research Institute Ltd.
*Estimated by Yano Research Institute Ltd. with fiscal years from July of each year through June the following year as criteria

E———— e —
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Packaged and Digital Game Market Data

Home Video Game and Online Game Markets Scale

Japan’s Market for Game Content with Network Connectivity (JPY billion)

1,000.0

866.3 |886.3|

800.0 735.8
600.0 .
400.0 {3181} 3933
200.0 '
0.0 1.2

[T O O T

2009 2010 2011 2012 2013 2014 2015 (Forecast) 2016 (Forecast)
Home video game consoles mPCs = Feature phones ® Smart devices+SNS Sources:f-ism
Gross amount at household games shipped by Japanese Companies (JPY billion) Home Video Games:Overall Shipment Scale (JPY billion)
4,000 - 3,500 +
3,000 1644
3,000 -
2,500 - : Domestic Hardware
2,000 - 2,000 - 209. Domestic Software
1,500 - [ Overseas Hardware
1,000 - 1,000 - 1 Overseas Software
0 . . . 500 -
2007 2008 2009 2010 2011 2012 0 -
B Software shipment & Hardware shipment 2013 2014

Source: CESA Games White Paper *Chart is separated from 2013 due to the change of collection method of the data.
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Amusement Machine and Amusement Center Operations Markets Scale

s Number of Amusement Facilities (Facilities)

Amusement Machine / Facilities sales (JPY b||||0n) =0 Number of Amusement Machine units installed (Units)

600,000 10,000
486,582 484,804 473,601
1,000 461,465 446 555 432,351 - 8,000
450,000 -
- 6,000
800 1| 300,000 -
- 4,000
150,000 -
- 2,000
600 +— |
678.1 0 - . . : : : . -0
2008 2009 2010 2011 2012 2013 2014
»73.1
100 1B 04. 4958 487 470. 56.4
100
%0 72 75 74
200 - — 50 63 66 e —
60 4 e
o ' ' ' ' ' ' 0 s NUMber of A Machine units installed
umbper o musement Machine units Installel per center
2007 2008 2009 2010 2011 2012 2013 (Units)
20
0

@ Amusement Machine Net Sales O Amusement Facilities Net sales AL 200 A 20 A2 AL ALE

Source: JAIA, National Police Agency
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Changes to Business Segment and Accounting Policy

SEGA-SAMMY SEGA-SAMMY
H

OLDINGS GROUP

(1) Change to Business segment

FY ended March 2015 FY ending March 2016
Pachislot and Pachinko Machines

Pachislot and Pachinko Machines

Entertainment Contents Business
Amusement Machine Sales

Amusement Center Operations

Digital Games
Packaged Games

Amusement Machine Sales (including casino machines)
Amusement Center Operations

Animation / Toy

Others

Resort Business

Integrated Resort Business (IR Business)
Other facility business

Consumer Business

Others

(2) Change to Accounting policy (From FY ending March 2016)

Recording of net sales has been changed from net basis to gross basis.
Recording of net sales has been changed from shipment basis to delivery basis.
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Supplement (Deadline for pachislot and pachinko machines’ prototype testing
application/deadline for installment of new machines)

M Pachislot

Old-testing machines
(before the change of
prototype testing method)

New-testing machines
(Peripheral board control)

New-testing machines
(Mother board control )

2.0= anet increased
of medals = 3.0

New-format machines
(Mother board control )
a net increased number of
medals < 2.0

Normal (A)

W Pachinko

Machines not supporting new format
(1/320 = Rate of hitting a jackpot >1/400)

Machines supporting new format (1)
(Rate of hitting a jackpot > 1/320)
Percentage of probability change
No upper limit

Machines supporting new format (2)
(Rate of hitting a jackpot > 1/320)

Percentage of probability change
Upper limit of 65%

4 SEGASAMMY

HOLDINGS

v

SEGA-SAMMY

GROUP

End of
September 15, End of
2014 November Julv 2016
| 2015 uly
Prototype testing
application Installment of new machines
deadline
Installment of new machines
. Prototype testing
Installment of new machines application deadline
Installment of new machines
Installment of new machines
| | |
End of End of .
End of April
October January 2016
2015 2016
Start of operation of new machines
Deadline for
Start of operation of new machines prototype testing
application

Start of operation of new machines
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Supplement (Overview of specifications of pachislot/pachinko machines)

HOLDINGS

SEGA-SAMMY

W Pachislot
Normal (A) A+ART (Combined) AT-ART
Market Share Sales: Approx. 16.7% Sales: Approx. 7.7% Sales: Approx. 75.9%
Installment: Approx. 33.4% Installment: Approx. 5.9% Installment: Approx. 60.7%
. . Combined  machine type that . ]
Features Machine type that increases put-out increases put-out medals with both Machine type that increases put-out

medals only with bonus

bonus and ART

medals only with AT and ART

Our company’s
products (launch year)

Pachislot ALIYAN BEGINS (2011)

Pachislot Psalms of Planets Eureka
SeveN (2009)

Pachislot ALADDINATI (2015)

W Pachinko

Middle

Light-middle

SEGA-SAMMY

GROUP

Light/Easy-to-win, etc.

Market Share

Sales: Approx. 54.4%
Installment: Approx. 33.9%

Sales: Approx. 6.5%
Installment: Approx. 14.4%

Sales: Approx. 14.3%
Installment: Approx. 12.7%

Sales: Approx. 24.8%
Installment: Approx. 39.0%

Approximate
probability of hitting a
jackpot

Approx. 1/400 ~ 1/370

Approx. 1/370 ~ 1/260

Approx. 1/260 ~ 1/180

Approx. 1/180 ~

Features

Probability of hitting the jackpot is
lowest, but can win more ball pay-out
than other types.

Probability of hitting the jackpot is
higher than that with Max, but cannot
win as many balls pay-out as Max

type.

Probability of hitting the jackpot is
higher than that with Middle, but
cannot win as many balls pay-out
as Middle type.

Probability of hitting the jackpot is
high, but cannot win many balls
pay-out

Our company’s
products (launch year)

CR Hokuto No Ken 6 Ken-ou (2014)

Pachinko CR Bakemonogatari (2014)

CR GAMERA (2015)

Dejihane CR Bakemonogatari (2015)

*Sales share is calculated using our company’s estimates for January 2015 to the end of September 2015 and installment share is calculated using that for September 30,

2015.

*AT=Assist Time ART=Assist Replay Time
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Business Composition of the Entertainment Contents Business

Digital Games

Packaged Games

Amusement
Machine Sales

Amusement Center
Operations

g SEGA-SAMMY

< HOLDINGS

SEGA-SAMMY

GROUP

Animation / Toy

* Planning / development /
operation of PC online
games

* Planning / development /
operation of games for
smart devices

Planning / development /
sales of game software
for home video game
consoles

Development /
production / sales, etc.
of amusement machines
Development /
production / sales of
casino machines

* Planning / development /
operation of amusement
centers and darts bars

Production / sales /
distribution / export of
animation works
Planning / production /
sales of toys

PHANTASY STAR
ONLINE"4

FIRT AP R DA

“PHANTASY STAR ONLINE 2”
©SEGA

“CHAIN CHRONICLE -
Kizuna no Shintairiku”

© SEGA

“Ryu ga Gotoku 0:
Chikai no Basho”
©OSEGA

“Sonic Boom Series”
©OSEGA

©SEGA

['StarHorse3 Season III
CHASE THE WIND/
© SEGA

“SEGA LaLaport FUJIMI*

©SEGA ENTERTAINMENT Co.
Ltd.

“KidsBee «

©SEGA ENTERTAINMENT Co. Ltd.

“LUPIN THE 3rd”

Original comic books created by
Monkey Punch
© Monkey Punch All rights reserved
© TMS Al rights reserved

“Jewel Watch”

©’08, ’15 SANRIO / SEGA TOYS
S:S/TX-JLPC
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Resort Business

Major initiatives taken in the Resort Business

VVYVYYV

Facility name: Phoenix Seagaia Resort

Location: Miyazaki prefecture (Miyazaki City)

Operating company: PHOENIX RESORT CO.,LTD.

Overview: Resort facility which holds accommodation facilities such as “Sheraton Grande Ocean Resort,” a
world-class convention center with maximum capacity of 5,000 people and sports facilities including one of
Japan’s most renowned golf course “Phoenix Country Club”

VVYYV

Facility name: JOYPOLIS

Location: Tokyo (Odaiba), Osaka (Umeda) , Qingdao (China), Shanghai (China)

Operating company: SEGA LIVE CREATION Inc.

Overview: One of the largest indoor theme parks in Japan produced under the concept of “DigitaReal” meaning
fusion of “digital” and “real”

VVYYV

Facility name: Orbi

Location: Yokohama (Minato Mirai) , Osaka (EXPOCITY)

Operating company: SEGA LIVE CREATION Inc.

Overview: Various scenes on the earth are recreated by combining footage of BBC EARTH and SEGA’s
entertainment technologies. Completely new type of museum where visitors can feel the mystery of nature
throughout their bodies

VVVYV

Facility name: Paradise Casino Incheon / PARADISE CITY

Location: South Korea (Incheon)

Operating company: PARADISE SEGASAMMY Co., Ltd.

Overview: Operation of Paradise Casino Incheon, South Korea’s first casino exclusively for foreigners which
opened in 1967, and development of PARADISE CITY, South Korea’s first full-fledged integrated resort
which is scheduled to open in the first half 2017

VVVYV

Facility name: (to be determined)

Location: South Korea (Busan Metropolitan City)

Operating company: SEGASAMMY Busan Inc.

Overview: Development and operation of large resort complex facility comprised of a hotel, entertainment and
commercial facilities, etc., in Busan Metropolitan City, South Korea

-34 -
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Past Operating Results (Former Segment basis) SEGASAMMY | SEGA-SAMMY
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*The data in this page can be downloaded from following URL.
From FY Ended March 2005 to FY Ended March 20 (http://www.segasammy.co jp/english/ir/library/pdfisettlement/2015/e_201503_4q_transition.xls)

% The counting rules for the number of facilities have been changed from fiscal year ending March 2014

FY Ended FY Ended FY Ended FY Ended FY Ended FY Ended FY Ended FY Ended FY Ended FY Ended FY Ended
March 2005 March 2006 March 2007 March 2008 March 2009 March 2010 March 2011 March 2012 March 2013 March 2014 March 2015
Full Year Full Year Full Year Full Year Full Year Full Year Full Year Full Year Full Year Results Full Year Results Full Year
Results Results Results Results Results Results Results Results Results Through 2Q Results Through 2Q Results
Net Sales 515.6 553.2 528.2 458.9 429.1 384.6 396.7 395.5 321.4 162.2 378.0 154.2 354.9
Pachislot and Pachinko Machines 280.1 265.6 2115 1455 161.6 160.3 2120 212.1 142.2 7.2 181.8 60.6 149.1
g Amusement Machines Sales 63.3 715 75.4 710 61.9 451 472 49.9 39.1 18.0 386 18.0 39.6
% Amusement Center Operations 83.1 106.2 103.8 91.2 7.3 54.7 45.6 44.6 427 219 432 20.8 41.4
% Consumer Business 65.3 90.3 119.5 1417 1313 1215 88.8 85.6 838 438 99.8 48.2 111.0
Other 237 19.4 17.8 9.3 29 2.8 2.8 3.0 134 71 145 6.4 13.6
Operating Income 105.0 119.1 76.5 -5.8 8.3 36.7[31.0] 68.7 58.3 19.0 123 385 34 17.6
Pachislot and Pachinko Machines 103.9 99.8 7.1 8.4 145 295 64.2 71.0 235 151 452 7.3 257
Amusement Machines Sales 74 121 116 71 6.8 7.0[5.4] 73 7.4 19 -0.0 -12 0.1 -25
% Amusement Center Operations 5.4 9.2 0.1 -9.8 -75 -1.3[-1.4] 0.3 0.3 11 0.2 0.0 -0.2 -0.9
% Consumer Business -8.8 19 17 -5.9 -0.9 6.3[2.4] 19 -15.1 -0.7 11 2.0 0.9 4.0
% Other -0.5 -1.7 -13 -0.0 -0.3 0.3 0.0 0.2 -0.4 -0.4 -1.2 -1.0 -2.0
Eliminations -2.3 -2.3 -6.7 -5.5 -4.9 -5.2 -5.1 -5.4 -6.3 -3.6 -6.4 -3.7 -6.5
Operating Margin| 20.4% 21.5% 14.5% - 1.9%| 9.5%[8.1%] 17.3% 14.7% 5.9% 7.6% 10.2% 2.2% 5.0%
Ordinary Income 104.4 1195 812 -8.2 6.6 35.9[30.2] 68.1 58.1 20.9 142 40.5 33 16.9
Ordinary Income Margin| 20.2% 21.6% 15.4% - 1.5%| 9.3%[7.9%] 17.2% 14.7% 6.5% 8.8% 10.7%) 2.1% 4.8%
Net Income 50.5 66.2 434 -52.4 -22.8 20.2[14.5] 415 218 334 113 30.7 -2.0 -11.24
H Net Income Margin 9.8% 12.0% 8.2% - - 5.3%[3.8%] 10.5% 5.5% 10.4% 7.0% 8.1% - -
R&D expense / content production expense *3 415 36.3 52.1 65.3 59.6 41.5[47.2] 411 53.3 45.2 251 59.2 284 67.6
Cap-ex 324 385 36.6 50.4(*1) 26.6 16.1 19.6 36.1 328 226 381 147 287
Depreciation *4 177 218 280 45.6(*2) 26.6 171 15.9 16.1 18.1 75 16.1 8.1 17.6
Advertising *5 118 18.9 222 228 20.7 20.7 15.1 17.2 131 7.6 16.0 10.0 19.1
# of pachislot titles 9 titles 14 titles 17 titles 22 titles 19 titles 12 titles 10 titles 11 titles 8 titles 3 titles 9 titles 4 titles 6 titles
Unit sales 676,933 units| 607,106 units| 523,422 units| 380,688 units 123,286 units; 162,932 units 302,270 units; 300,866 units; 202,221 units, 143,171 units 301,575 units 92,998 units 207,828 units
# of pachinko titles 8 titles 8 titles 14 titles 9 titles 12 titles 13 titles 12 titles 14 titles 14 titles 4 titles 10 titles 9 titles 14 titles|
Unit sales 233,049 units| 288,895 units| 132,981 units| 108,184 units 391,831 units| 360,171 units| 343,188 units| 332,288 units| 216,860 units 54,955 units 200,225 units 86,453 units 242,847 units
Same Store Sales Comparisons 98.5% 103.3% 95.8% 89.0% 92.4% 91.7% 99.3% 100.5% 93.8% 95.0% 96.1% 98.7% 100.1%
Domestic Facilities 477 facilities 462 facilities 449 facilities 363 facilities 322 facilities 260 facilities 249 facilities 241 facilities 236 facilities 202 facilities 198 facilities 198 facilities 198 facilities
# of game software titles - (84) - (122) - (140) 80 (138) 78 (122) 66 (105)| 51 (71) 45 (86)| 25 (49) 8 (8) 21(32) 6(14) 30 (50)
Sales (Thousand units) 11,790 16,400 21,270 26,990 29,470 26,750 | 18,710 17,240 | 10,780 3230 8,730 4,100 12,300

* Numbers shown in parentheses are based on previous accounting policy (For reference, unaudited)
* Number of titles reflects products which begin sales in the period (Numbers shown in parentheses are based on SKU)
(* 1):Includes rental assets of 17.1 billion Yen (full year) (* 2):Includes rental assets of 17.3 billion Yen (full year)

*3 In the fiscal year ended March 2014 and after, amortization cost of digital titles is included in R&D expense. (Up to the fiscal year ended March 2013, it was included in depreciation.)
*4 In the fiscal year ended March 2014 and after, amortization cost of digital titles is not included in depreciation. (In the fiscal year ended March 2014 and after, it is included in R&D expense/content production expense.)
*5 In the fiscal year ended March 2014 and after, advertising expenses are included in cost. (Up to the fiscal year ended March 2013, only selling, general and administrative (SG&A) expenses were included in cost.)
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From FY Ended March 2015~ *The data in this page can be Fiownlqade_d f_rom following URL. B
(http://www.segasammy.co.jp/english/ir/library/pdf/settlement/2016/e_201603_3q_transition.xls)
(JPY billion) FY Ended FY Ending
March 2015 March 2016
Results Results Results Full Year Results Results Results
Through 1Q Through 2Q Through 3Q Results Through 1Q Through 2Q Through 3Q
Net Sales 90.0 158.1 267.7 366.8 52.9 154.3 245.0
% Pachislot and Pachinko Machines 472 61.1 108.9 152.1 7.6 56.6 90.4
%~ |entetainmentContents | 39| 3| we| 19|  ams| w2 1430
% Resort 2.8 6.6 10.8 14.9 34 74 115
Operating Income 89 27 108 174 -9.4 5.7 121
Pachislot and Pachinko Machines 125 7.0 15.3 25.7 -6.7 85 154
@ [Entertainment Contents 13 06 20 00 or| sl 24
%= [Resort 07 14 17 23 05 12 13
€ |other/Eimination | aa| T as| T AT e T ag| T a1 44
Operating Margin 9.9% 1.7% 4.0% 4.7% - 3.7% 4.9%
Ordinary Income 9.6 26 10.7 16.8 -8.7 5.8 12.6
i Ordinary Income Margin 10.7% 1.6% 4.0% 4.6% - 3.8% 5.1%
Profit attributable to owners of parent 51 -2.8 =27 -11.3 -7.9 09 6.4
} Net Income Margin 5.7% X . - : 0.6% 2.6%
R&D expense / content production expense 124 284 488 67.6 12.8 24.7 40.3
Cap-ex 6.9 14.7 205 287 6.8 125 21.0
Depreciation 4.0 81 128 17.6 41 8.2 125
Advertising 41 10.0 145 19.1 39 9.3 136
# of pachislot titles 3titles 4 titles Stitles 6 titles - 2titles 6 titles
"""""""""""""""""" Unitsales | sz7etunis|  93045units|  esiiiunits|  207830units|  10punits|  70260units| 121,645 units
# of pachinko titles Stitles 5titles 8titles 10 titles 2titles 6 titles 7 titles
Unit sales 47,711 units 82,955 units 224,519 units 241,425 units 22,362 units 79,604 units 115,396 units
Same Store Sales Comparisons 99.4% 98.7% 100.1% 100.1%) 101.4% 102.2% 101.7%
""""""""""""""" Domestic Faciliies | 20ifacilies]  198facilites|  198facilities] 198 facilites|  198faciliies] 198 facilites| 198 facilities
# of game software titles 3 6 25 30 5 12 24
# of game software titles (sku) 5 14 44 50 6 14 31
"""""""""""""" Sales (Thousand units) | 10| 7 ano| 0 sawo| ol 0 Tagm| T a0l 61w
*Sales of new segment is changed to gross basis. *In line with the change of accounting policy, contents of retroactive processing have been
*Basis for recording net sales was changed from shipment to delivery starting in FY ending reflected on new segments since FY ended March 2015.
March 2016.
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[Disclaimer]

.lllllllllllllllllllllllllllllllllllllllllllllllll
- The contents in this material and comments made during the questions and
- answers etc. of this briefing session are the judgment and forecasts of the

- Company s management based on the currently available information.

s These contents involve risk and uncertainty, and the actual results may differ

:materially from these contents/comments.
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Please visit below websites for products and service information.
http://www.sega.jp/ (SEGA Group)
http://www.sammy.co.jp/ (Sammy)

* Company / product names in this document are trademarks or registered trademarks of the respective companies.
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