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Global Entertainment Network for Dreams and Aspiration

1. Company Profile / Business Overview
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Introduction of Representative Director GENDA

Representative Director and President

Mai Shin

Graduated from the University of Tokyo, Faculty of Economics
April 2007, joined Goldman Sachs & Co.

April 2016, Director, Financial Products Development Department
January 2018, Managing Director (youngest at the time)

August 2018, joined GENDA as Director

Current position since June 2019

Message from the President

GENDA is an Entertainment tech company. We believe "fun" is essential for people to live a
fulfilling life. That is why our Aspiration is to “More fun for your days”.

With members that share our Aspiration, we aim to become the world's No.1 entertainment
company by pursuing new challenges every day following the three GENDA values of "Speed
is King," "GRIT and GRIT," and "Enjoy our Journey" as guiding principles.

© GENDA Inc. 3



GENDA at a Glance GENDA

FY2023/1 Consolidated Actual Results Basis

Headquarters: TO kyO S h | 0 d ome Bldg.

Date of Establishment: May 2018

Note: All figures are based on consolidated results for the fiscal year ending January 31, 2023. “EPS" refers to "earnings per share”.
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Overview of GENDA Group GENDA

GENDA is a Pure Holding Company of Entertainment Companies centered in
Amusement Industry

GENDA Inc.

GENDA Two companies to be

wholly owned subsidiaries
by the end of September

y
| | | | | | )
100% 100% 100% 51.0% 80.75% 50.0% 20.8%
v v v v ‘
- J2YO cte RS "1 DYNAMO
| GENDA || SPSS Mol oracter Ad AMUSEMENT
| |
GENDA GiGO GENDA Games SPSS Co., Ltd. Tokyo Character Five Colors Inc. Kiddleton, Inc. Dynamo
Entertainment Inc. Inc. Makers Inc. Amusement Inc.
Amusemlent
arcade Amusement Entertainment Character Amusement arcade| Amusement VR Contents
business and machine lease sales promotion planning, machine lease, arcade business in Planning,
Online crane and Online crane  support development, sales of prize for the United States  production and
game games Design sales, amusement arcade sales of physical
management Rights and amusement theater
10:)0/ management, and arcade business in attractions, VR,
i 0 Investments in China etc.
v mqweg and (Affiliate accounted for  (Affiliate accounted for
GSE Taiwan animation \by the equity method) by the equity method)/

GSE Taiwan Inc.
Amusement
Arcade business
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Aspiration Vision

More fun World’s No.1
for — Entertainment
your —  Company in

days 2040



Growth Strategy
= M&A in the Entertainment Industry GENDA

Continuous Transformational

Growth through M&As
M&A in the Entertainment Industry

GSE Taiwan

Continuous
Growth Overseas

Amazing PMI Japanese Anime
Accelerated by DX Boom Overseas

Note: A conceptual diagram regarding our envisioned growth strategy. PMI refers to the integration process and management to ensure the integration benefits of M&A.
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M&A Track Record of 15 Transactions GENDA

Jun. 2018 SPSS Acquisition 100% stake of SPSS

Jul. 2019 Established Kiddleton, a JV in the US with ROUND ONE
pec.2020 @GO  Acquision of SEGA Entertainment (ss.10)

Apr. 2021 Acquisition of Bandal Namco’s North American store

Oct. 2021 A RMUsement Capital Alliance with Dynamo Amusement (VR business)

Acquisition of amusement arcade business of SEGA TAIWAN
AMUSEMENT

jan.2022 @GO Acquision of SEGA Entertainment (100%)

Dec. 2021 GSE Taiwan

Jan. 2022 "hfm Acquisition of Takarajima (100%)
Jun. 2022 )HnsHiLus  capital alliance with HaSh1lUS and Dynamo Amusement

Acquisition of amusement arcade business and bowling center business or, and

Oct. 2022 APt TF1IX

investment in cinema operation business of SUgal Dinos

Oct. 2022 QA Acquisition of amusement arcade business of AVICE
AMUSEMENT

Sept. 2023 AFUBwel L Assets transferred from WASD

Sept. 2023 Kiddleton becomes wholly owned subsidiary (100%) (planned)

| £
Sept. 2023 b RS Making Dynamo Amusement awholly owned subsidiary (100%) (planned)

EOOOEEOEOEOOOHO®E

Oct. 2023 VAV HIER©  Acquisition of fixed assets, etc. from AMUZY (planned)
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Growth through M&A with emphasis on
Maximizing “Per Share Value” GENDA

The result of continued avoidance of EPS dilutive financing methodologies,
despite sales growth of 115x mainly through M&A, EPS also grew to 42x

Based on the focus on EPS, we will continue to pursue the maximization of
not only “Equity Value” but also “Per Share Value” in the future

Revenue EPS
v46.1on ¥109.99
115. y
¥0.4bn ¥2.62
—
FY2019/1 FY2023/1 FY2019/1 FY2023/1
(Time of (Time of

establishment) establishment)
Note: EPS refers to earnings per share.
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lllustrative Diagram of GENDA's Growth GENDA

6 Growth Drivers

G Transf

Mé&

in
M&A acquired

new stores during T
contributes X months

9 Opening of new
stores during T
contributes X months

M&A acquired
New stores during T-1
contributes full year

9 Opening of new
stores during T-1
contributes full year

9 Growth

of existing
stores

T-1 period ! T period

entertainment

¢ World’s No.1 Entertainment company in 2040

ormational
Ain the

dustry

Becomes
existing
stores
From T+1

Transformational
M&A

M&A Acquired Stores

stores

M&A Acquired Stores

stores

Existing stores

T+1 period

© GENDA Inc.



Business Overview of GENDA Group GENDA

4 Businesses centered with the main Business of Amusement Arcades

Business Segments Subsidiaries Consolidated Revenue FY2023/1

L) GiGO ; 3 4

8 6
Amusement Arcade GSE Taiwan 1{F L 73 133 2% 1%

Kiddleton

(Equity-method affiliates )

2 GENDA

. (GENDA G )
Online Crane Game ames

Consolidated

GiGO Revenue

3 GENDA 46 1bn

Amusement (GENDA Games)

Machine Lease —V s
h % Al

4 SPSS

Tokyo V =2
Others ﬁé‘;&:{:m a5 A B Amusement Arcade Operation Online Crane Game Operation

| £
DYNAMO
AMUSEMENT

: o Amusement Machine Lease Others
(Equity-method affiliates )
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Amusement Arcade Business

GENDA

Operation of 251 Stores Nationwide through 3 different Store Formats

Urban Stores

} Gid Tenjin
4 Fukuoka

Primarily located in station fronts and
downtown districts in the metropolitan
area of Tokyo and Kansai. Offer
excellent accessibility from train
stations and various forms of
entertainment including latest games
and collaboration cafes.

© GENDA Inc.

Shopping Center Stores

W i o 3 0 (\—lul\“
L & Kk ™ GiGO Mirai Nagasaki

a—_- " COCOWALK _

GiGO Aeon Mall
Takaoka

Primarily located in large suburban
commercial facilities and offer a wide
range of universally appealing game
genres that can be enjoyed by people
of all ages, from small children to adults.

Suburban Roadside Stores

GiGO Hiwada

Situated along major national
highways, occupying standalone
premises on their own grounds. Offer
excellent accessibility by car with
ample parking facilities. Designed to
be family-friendly.

Note: Number of stores as of August 2023.




Amusement Arcade BUusiness (cont'd) GENDA

Prize Games are very popular in Amusement Arcades Today

(%) Q. Which Game do you like the Best in Amusement Arcades?
80

73.6

70

-

“Crane Game”
“Claw Crane”

50

“Prize Game”

-

30 f

20

0
Claw Crane  Token Coins Video Game Prize Game Music Game Drive Game Shooting Air Hockey, Photo Stickers TCAG Ride Fortune Telling
Game other than Game Basket Ball, Machine
Claw Crane Whack a Mole
Machine

Source: Japan Amusement Machine (JAIA), "Questionnaire on amusement arcades" (from November 23, 2019 to February 23, 2020) (Multiple choices allowed)
Note: Place: JAIA "Game Day" official website" and "Number of respondents: 1,677 (1,218 game center users, 459 non-game center users).
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Amusement Arcade Business (contd)

GENDA

Rapid Growth of Prize Games has resulted in a Market Size of ¥540.0bn in 2019

(¥bn)
800.0

700.0

600.0

500.0

400.0

300.0

200.0

100.0

Latest data for 2022 (although industry data has not been compiled yet)

702.9

2006

678.1

2007

Transition from Video / Token Coin Games to
Internet / Smartphone Games
had hit the bottom

573.1

504.3 49058 4875

470.0

456.4

2008 2009 2010 2011 2012 2013

u Prize Game Video Game

Prize games have grown

Even in 2021 when
COVID-19 was widespread,
prize game sales were

Highest in the past

1.7xin 5 years pre-covid 16 years
540.8
520.1
462.0 485.9
: 449.2
4222 4338 4187

2014 2015 2016 2017 2018 2019 |' 2020 2021

Token Coins Game = Others Influence of

COVID-19

B Monthly sales from October onwards of GENDA GiGO Entertainment in FY2022/1 (Feb.2022 to Jan.2023)
have consistently surpassed the monthly sales figures of the pre-COVID-19 year of 2019

B The amusement arcade market is expected to grow to a scale surpassing the levels seen in 2019 in the future

© GENDA Inc.

Source: "Survey of the Amusement Industry Industry," Japan Amusement Industry Association
Note: Monthly sales are the sum of the sales of stores existing in the previous year and the current year in the month in question.




Rapid Growth of Prize Games GENDA

9 Trends are Driving the Growth of Prize Games

In the Store

| don’t have anyone
to show them off...

o

Excitement Ends

Before Arrival

I’m bored — | think I'll go
to the amusement arcade

A

Weal Motivation

I’ll just throw them away
after all...

Psychological Hurdles

SNS

| Streaming Services

| Used Market Services |

Japanese Anime
Boosted Prize Demand

| want to get that prize!

b1

Clear Purpose to Visit

Nowadays

© GENDA Inc.

Exit for Prizes Allowed more
Challenges

If | can sell it, | can stick
to it a bit more!

Lowered Psychological
Hurdles

Boast the Prizes Globally
Excitement Continues

Uploaded the prize and
got more followers!

Excitement Continues



Boost of Anime Consumption (contq) GENDA

Combination of “Online Streaming Services” and the
‘Trend of Viewing during Spare Time’ is accelerating Online Anime Consumption

In the past Today
“Certain Date” “Certain Place” “Anytime” “Anywhere”
“Certain Time” “Certain Story” “Again and Again” “Any Stories”

Online
Streaming

Only limited viewers who can Anyone can easily watch anime
physically stay in front of the TV y y

for a certain amount of time even in a short period of time and
passively digested the TV schedule viewers can make active choices

© GENDA Inc.



Boost of Anime Consumption GENDA

Online Anime Consumption is Rapidly Growing both in Japan and Globally

Anime Streaming Market Size in Japan Overseas Japanese Anime Market
Streaming Services and Smartphone using Spare Time Japanese anime market overseas is now worth ¥1.3tn
(¥bn) (¥bn)
250.0 1,400.0
4.4x 40x 1,313.4
for 7 years from for 7 years from 1,200.91'239'4
2014 1,200.0 2014
200.0 194.0
994.8 1,009.2
166.8 1,000.0
144.4
150.0 800.0 767.6
583.3
600.0
100.0 94.3
81.5
70.9
50.1 400.0 1 3265
200.0
0.0 0.0

2014 2015 2016 2017 2018 2019 2020 2021 2014 2015 2016 2017 2018 2019 2020 2021

Source: Dentsu Media Innovation Lab, "Information Media White Paper 2023” (P98)

© GENDA Inc.




Anime & Amusement Arcades GENDA

Amusement Arcades Act as the Offline Platform of Anime Consumption

Offline Platform

© GENDA Inc.



Global Entertainment Network for Dreams and Aspiration

2. FY2024/1 Q2 Earnings Results

© GENDA Inc.



FY2024/1 Q2 Earnings Highlights

‘ Record High .y

Revenue

AE” EQL'YOY
Q2YTD
Revenue

118.

W,

Number of
Amusement
Arcade Stores

256

W,

Almost Achieving
Full-year Target of 258

I
d High
Praissscy/
= '\A\ YoY

—
Q2YTD
Operating Income

163.

W,

On Track for the
Full-year Target

Number of
M&A Sourcing
Cases

51

y

Already Achieved
Full-year Target of 50

Procured through IPO
Expanding Reserves

Q2 YTD
Existing Stores Sales

111.

W,

Debt Capacity
Net Debt
| EBITDA

0.1

Note: YTD refers to “Year to Date”, during which is the beginning of the fiscal year to the end of the quarter. EBITDA in Net Debt / EBITDA is based on LTM at the end of Q2. LTM" refers
to the "most recent 12 months". EBITDA is the sum of operating income plus depreciation and amortization and goodwill amortization. Figures for FY2023/1 are for reference only,
since we do not have quarterly consolidated financial statements for FY2023/1.

© GENDA Inc.



Consolidated Statements of Income GENDA

Revenue, GP, EBITDA, OP, Ordinary Income, Net Income, are All Record Highs
On Track Progress toward the Full-year Target for All the Profit Metrics

FY2024/1 FY2024/1 Progress Rate

(Millions of yen) YTD Q2 Full-year CE to Full-year CE

Revenue 24,515 47,500 51.6%
Growth rate (%) 18.1% 3.0%
Gross profit 5,791 11,616 49.8%
Margin (%) 23.6% 24.4%
EBITDA 3,909 i
Margin (%) 15.9% -
2767 4,300
Margin (%) 11.2% 9.0%
Ordinary income RECORD

y 2,723 4,250 64.0%
Margin (%) 11.1% 8.9%
Net income attributable to RECORD
owners of the parent 1,975 3,500 56.4%
Margin (%) 8.0% 7.3%

Note: EBITDA is the sum of operating income plus depreciation and amortization and goodwill amortization.

© GENDA Inc.




Breakdown of Consolidated Revenue
(YoY Comparison of Q2 YTD) GENDA

(bn ¥) 3 5
Q2 YTD Amusement Arcade +9.9Jbn yen
25.5 N YoY
( 118%
25.0
- 0.2 24.5
24.5 1.0 0.1
0.0 I
24.0 The last 4 M&As
were Q3 closing,
23.5 0.6 thus no contribution
. to the Q2 earnings
23.0 21
225
22.0
21.5
21.0
20.5
20.0
FY2023/1 Existing New M&A New M&A Other AM Store Online Amusement Others 2024/1
Q2 Stores Stores Acquisition Stores Acquisition Related Closings, Crane Machine Q2
Revenue Sales Stores Stores Sales etc. Game Lease Revenue
Full-year contribution X months contribution
from the new stores from the new stores
of the previous fiscal year in this fiscal year
Amusement Arcade

Note: Figures for FY2023/1 are for reference only, since we do not have quarterly consolidated financial statements for FY2023/1.
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Breakdown of Consolidated OP
(YoY Comparison of Q2 YTD) GENDA

(bn¥)

4.5

4.0

YoY
3.5 163
3.0 Mainly the upfront 03 s
tech team hiring cost 0.2 ] 2.8
in GENDA -0.1
2.5
To be covered by
store DX expansion

2.0

1.5

1.0

0.5

0.0

2023/1 2024/1 Increase in Increase in Increase in Increase in Increase in 2024/1
Q2 Q2 Labor Costs Rent Utilities Costs Depreciation  Other Expenses Q2
OP. Income Increase in and Amortization OP. Income
Gross Profit
for Higher Sales

Note: Figures for FY2023/1 are for reference only, since we do not have quarterly consolidated financial statements for FY2023/1.

© GENDA Inc.




Amusement Arcade Existing Stores Sales
(YoY Comparison of Q2 YTD) g GENDA

(bn ¥)
20.0

Remarkable “Urban

Stores” sales growth

where not only GiGO

excels but also capture
19.5 inbound demand 0.5
19.0
18.5
18.0
17.5
20231 Increase in Increase in Increase in Increase in 202411
Q2 Urban Stores Shopping Center Roadside Overseas Stores Q2
Revenue Sales Stores Sales Stores Sales Sales (Taiwan) Revenue

Note: Figures for FY2023/1 are for reference only, since we do not have quarterly consolidated financial statements for FY2023/1.

© GENDA Inc.




“Seasonality of Sales” and “Campaigns” GENDA

@& Seasonality of Sales ~

pr—

( 1st Quarter )( 2nd Quarter < 3rd Quarter )( 4th Quirter )

Feb. Mar. Apr| |[May June July] Aug. Sept. Oct. Nov. Deq¢. IJan.

T O o @ T
Annual
Sharehddgrs'
Full Year Meeting Q1 Full Year @2 Full Year Q3 Full Yea
Earnings Release || Earnings Release \ farnings Release Earnings R{lease  J
Golden Summer Winter Vacation /
Week Vacation New Year’s Holidays

—Since GENDA's fiscal year end is January, major vacations are concentrated in the
second half of the fiscal year, thus the sales trend tend to be Q1 < Q2 < Q3 < Q4 every year

"Campaigns"” ~

B "Campaigns" mean that when GENDA Group negotiates with IP publishers, to purchase
unique prizes to be placed exclusively in GiGO amusement arcades

B Because in those “Campaigns” GiGO will offer prizes that competitors don’t, Campaigns tend
to cause fluctuations in the sales performance that differ from normal sales seasonality

—Sales in Q1 were strong compared to previous years due to the concentration of campaigns in
\ Q1 of this fiscal year. /

© GENDA Inc.




Balance Sheet GENDA

Maintain Financial Soundness Ready for Further Successive M&A

FY2024/1 FY2023/1

(Millions of yen) End of Q2 End of Full-year REMAKS
Current assets 16,904 12’723 (I\j/lea}i)glsyitisncrease in cash and
of which, cash and deposits 10,903 7,086 L”;erfgisgnvéigﬁ‘ggfg"ggefg%@
Non-current assets 21,401 18,310  New store openings
of which, goodwill 1,160 1,225 e atas
Total assets 38,305 31,033 Increase due to above factors
Total liabilities 21,455 19,792 f;sngigggvgsﬂfggag;“eigggf
of which, interest-bearing debt 11,773 11,001 E(i)‘ﬁggcuastfgg of funding
Net assets 16,849 11,240 Ienqcl:ﬁ):/ase in shareholders'
of which, shareholders' equity 16,832 11,224  Increase due to profit and IPO
Net Debt / EBITDA 0.1x 0.6 x  Plenty debt capacity

for future M&A

Capital adequacy ratio 43.9 % 36.2 %  Adequate financial soundness

Note: EBITDA in Net Debt / EBITDA is based on LTM at the end of Q2. LTM" refers to the "most recent 12 months". EBITDA is the sum of operating income plus depreciation and
amortization and goodwill amortization.

© GENDA Inc.




Number of Stores CENDA

Steady Increase in the number of Stores through New Store Openings and M&As, and a
Rapid Increase in the number of “Mini-locations®, amusement arcades where there is no staffed

Number of Stores Number of Mini-locations

260 100

256 stores 95 locations

250 I Domestic: 251 stores 90  pm Domestic: 85 locations
Overseas: 5 stores Overseas: 10 locations

As of August 31, 2023 As of August 31, 2023

24

0
23

0
22

0
21

0
20

0
19

2

18l 1 |
17

2021 2022 2023 2021 2022 2023

Note: Mini-locations are amusement arcades that are not staffed. The number of mini-locations does not include the number of Kiddleton locations.

o
[o]
o

o
~

o o
B al o]

o
w

o
o

o
o

o
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Global Entertainment Network for Dreams and Aspiration

3. Topics / M&A Transactions

© GENDA Inc.



(announced on Aug. 21)

Acquisition of MAXIM HERO CENDA

Further Strengthening the Store Network in Hokkaido Area

Acquisition from Amuzy
of “MAXIM HERO” |
In Sapporo

New Store Opening in
“COCONO SUSUKINO”, w |ch is
a commercial complex to be opened in
Susukino, the centric city of Sapporo,
the prefectural capltal of Hokkaido

Acquired in October 2022.
Accelerated PMI in Sugai Dinos

Note: PMI refers to the integration process and management to ensure the effectiveness of integration through M&A.

© GENDA Inc. 29



Acquiring 100% Stake of Kiddleton U.S. GENDA

(announced on Aug. 31)

Overwhelming Mini-locations Growth, driven by Japanese Anime Boom in the U.S.
Potential to be the Next GiGO and GENDA's Main Source of Organic Growth

Monthly Number of Mini-locations Store Image

150 140 locations 140

140 N U.S.A: 140 locations

As of August 31, 2011
130

120

110

100

%0 U.S. Network

80

Washington : 8 Minnesota : 3
\. —— lllinois : 4[1]
70
Pennsylvania : 3

60 (— Massachusetts : 4
New York : 14

Colorado : 2
3
50 Nevada : 1
™ Maryland : 1
40 Indi r:'
ndiana :
California : 52
30 Arizona : 3
Kentucky : 1
Texas : 20[1] Tennessee : 6
20
7 Georgia : 3
10 I I I Hawaii : 4 ¢»
Florida : 2
T 11 1]

2021 2022 2023 .—| Name of state : Number of mini-locations[Number of stores] I

GENDA Inc. / August 31, 2023

.

b’
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Acquisition of the Assets of “Digi-Chime”~prNpA

(announced on Sep. 1)

Digi-Chime allows customers to call store staff by reading codes via smartphones
Adopted in 200+ GIGO stores and Highly Supported by Customers and Store Staffs
Quick and Courteous Response to Customers, mainly in the Prize Games

Service Overview

Effects of introduction

T POPEN AT TE
HHBor Ay F
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‘-r<‘é._‘3‘—‘fl—
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= AVE 27Ly

. CRUHLES

E

© GENDA Inc.

y

(/
AT mioiz 7y

L& I" e I"'Eg
il % EFEETH
y .4 . nu‘ @ o J;E‘_;é

Improving
Customer
Satisfaction
and

Cost Reduction
etc.

1&EBED

69 «

il

EEN DR E

15T

20%
UP

£

ot

1[EERBIED

19z

BRFULHLE




Acquiring 100% Stake of Dynamo Amusement GENDA

(Anounced on Sep. 8)

VR Technology Providing New Surprises through Comprehensive Production Capabilities

Next most popular VR game after prize games Representative works of the company

(%) Q. Of the arcade games, which type of
S0 r arcade game do you like?
40

30 = %o I BI0HAIRD

VALKTHROUGH THE FEA

30 _“ _ , [ 3 AANY —F 94 =22 N— Y 747~

© Dynamo Amusement, Inc. / © Hashilus Co., Ltd. © CAPCOM CO., LTD. ALL RIGHTS RESERVED.
© Dynamo Amusement,inc

20
10 F
0
s £ B 5
o) N 4 < z o oz
s Py ] o 3 15} =
Q =3 I = 0 D = ] < n
: g €3 & & 5 @8 = %%z 3 53 8@
3 3 25 © ® o) 38 g 3 28 2 82 =ZS5E © SHOCHIKU Co. Ltd. All Rights Reserved.
3 02 “g¢ & & 5 "3 g8 © 97 3E3
2= 3 0 @ o o
®2 Source: Japan Amusement Machine (JAIA), "Questionnaire on amusement arcades" (from November 23, 2019 to February 23, 2020)
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“The Discipline of M&A” in GENDA GENDA

In Addition to Maximizing Shareholder Value, we also seek to Maximize Per Share Value

— Specifically, we pursue “Maximization of Earnings per Share (EPS)”

We believe “Growth via M&A” does NOT always lead to the increase in Per Share Value

— We access M&A deals whether that will “Increase the EPS” (in fact, EPS became 42x since inception despite M&A-centric growth)

~4 Key Factors in the Pursuit of Maximizing Per Share Value / EPS ~

Entry Valuation
We believe the entry valuation is a very important factor in M&A, and we try hard not to enter with wrong price

Financing

Leverage ample FCF to minimize the amount of equity, limit dilution, and pursue the maximization of equity returns

PMI

We conduct M&As mainly in areas where we have confidence in PMI, but we would not hold on to a high price by
counting too much on our PMI prospects

Investment Committee

The five committee members hold more than 1/4 of the total shares — thus we will examine whether the M&A deal
contributes to the maximization of “per share value”, as the representative of all the shareholders

Representative Director Representative Director £ Director CFO = Director and CCO ? Executive Officer CSO
and Chairman and President . \ \ .
/ . . T Watanabe: ] Y Sato: ; Kohei Habara:
Nao Kataoka: Shin Mai: 12?;% atanabe 4[ 0227(?)/0 ao < 001560/'0 abara
K 16.85% 8.62% ' ) ) /

Note: Percentage of shares held is the ratio including the number of latent shares due to stock acquisition rights, as stated in "Securities Report (Part I), Section 3 [Status of
Shareholders]" in the "Annual Securities Report for Initial Listing Application. EPS" refers to "earnings per share. FCF" refers to "free cash flow," which is operating CF minus
investment CF. PMI" refers to the integration process and management to ensure the benefits of M&A integration.

© GENDA Inc.
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Consolidated Statements of Income GENDA

(Quarterly Results)

FY2024/1
(Millions of yen) YoY
Net sales 9,730 11,020 20,750 12,309 13,032 @11,994 12,520 24,515 118%
Operating income 593 1,099 1,692 1,784 766 1,670 @ 1,096 2,767 163%
EBITDA 1,099 1,580 2,679 2,255 1,336 2,197 1,712 3,909 145%
Net income
attributable to 616 775 1,391 1,686 417 1,585  (3)390 1,975 1429
owners of the
parent
Number of Stores 230 234 - 254 250 254 256 -

@ "Campaigns" was concentrated in Q1, resulting in a strong sales in Q1
@ Record high OP on Q2 basis if excluding IPO-related expenses

Income tax adjustments were recorded on the expense side due to the 50% limit on the utilization of the
subsidiary's net operating loss carryforwards as a result of the capital increase due to GENDA's listing (as
expected on a full-year forecast basis)

Note: Figures for FY2023/1 are for reference only, since we do not have quarterly consolidated financial statements for FY2023/1.

© GENDA Inc.




Introduction of New Management Team GENDA

(announced on Sep. 1)

Board Members

Nao Kataoka, Representative Director and Chairman of the Board
Formerly President of AEON FANTASY, a Tokyo Stock Exchange Prime listed company

Developed the company into the world ‘s number one amusement arcade, and increased operating
income 2.4x from ¥2.5bn to ¥6.0bn and market capitalization 5.5x from ¥23.7bn to ¥131.0bn

“

Mal Shin, Representative Director and President

Former Managing Director of Goldman Sachs (then youngest MD)

Combined skills in financial professionality and managerial skills through founding business

Talju Watanabe, Director, CFO

Former Vice President of Goldman Sachs

Professional in M&A and financing through Investment Banking Division

Yuzo Sato, Director, CCO

Former Director and Managing Executive Officer of Hakuhodo Product’s, Inc.

Extensive knowledge and network in the advertising, media and entertainment fields

Note: Operating income of AEON FANTASY Co., Ltd. refers to operating income of 2,536 million yen for the fiscal year ended February 2014, the year to which Hisashi
Kataoka belonged on March 1, 2013, when he assumed the position of President and Representative Director, and 5,970 million yen for the fiscal year ended February
2018, the year immediately preceding May 15, 2018, when he stepped down. Market capitalization of Aeon Fantasy, Inc. refers to March 1, 2013, when Hisashi Kataoka
assumed the position of President and Representative Director, and May 15, 2018, the date of his retirement. The "world's largest amusement center operator" refers to

© GENDA Inc.



Introduction of New Management Team GENDA

(announced on Sep. 1)

Executive Officers

Kohel Habara, Executive Officer, CSO Manager of Corporate Planning Division / CPA
Passed the CPA exam while still in college and worked at KPMG AZSA LLC and previously at PwC Advisory
Involved as a financial advisor in more than 30 M&A transactions, including some for entertainment companies

Daisuke Kajlwara,Executive Officer CTO

Formerly Yahoo Japan and Executive Officer, General Manager of Development Division / General Manager of
Business Division of GREE, Inc., and previously CTO of every, Inc.

Also Executive Officer, CTO and General Manager of IT Strategy Division at GENDA GiGO Entertainment

' ¢

Kazuhiro Ninomiya. Executive Officer, Head of Amusement Arcade Business

Previously, he served as Executive Officer of at Bandai Namco Amusement Inc., where he was in charge of the
P domestic amusement center business and overseas business division Manager

Also Representative Director and President at GENDA GiGO Entertainment

)
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Atsushi lvoda, Executive Officer, Head of U.S. Operations

Formerly worked at Aeon Fantasy, where he also served as representative director of the company's Vietnam
and Philippines subsidiaries

CEO / President of Kiddleton Inc, a U.S. subsidiary

Tomoki Naoae, Executive Officer, Head of F&B Business

Previously worked at PwC Advisory, where he was involved in M&A advisory and PMI work
(i’ Graduated from the University of Tokyo, Faculty of Agriculture with the highest honors in the department,

conducting research on the theme of sake breweries
Note: PMI refers to the integration process and management to ensure the effectiveness of integration through M&A.
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