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In line with our management philosophy of the "'Amazement' and 'Emotion' to the world with New Entertainment,"
Marvelous Inc. is a comprehensive entertainment company which develops online games, game software, games for
amusement consoles, audio & visual software, musical performances, and other products and services.
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Summary of Consolidated Quarterly financial information (Unit: million yen) Third Quarter (nine months) Financial Results (Unit: million yen)
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Under these circumstances, the Group has been operating as a comprehensive entertainment provider Percentage of Net Sales by Segment Percentage of Operating Income by Segment
deploying a "multi-content, multi-use, and multi-device" strategy to deliver diverse entertainment
content in all business segments and on a variety of devices. In order to establish robust IPs, the Group
has been driving its strategy in the three key areas of branding, alliances, and global business, and is o 20.2%
working to offer content that generates "buzz" among today's users while endeavoring to enhance its 17.4% S
services.
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As a result, the Group's net sales in the third quarter (April 1, 2014 to December 31, 2014) marked 24.6% 58.0% 66.1%
18,208 million yen (up 24.2% compared with the same period of the previous year), with operating i
income of 2,925 million yen (up 35.4% compared with the same period of the previous year), ordinary Online Game Business Online Game Business
income of 3,112 million yen (up 39.5% compared with the same period of the previous year), and net Consumer Game Business Consumer Game Business
income of 1,875 million yen (up 34.7% compared with the same period of the previous year). Audio & Visual Business Audio & Visual Business



Segment Information (Performance Summary)

Online Game Business

Leading Titles
Logres of Swords and Sorcery:
Goddess of Ancient
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NBA CLUTCH TIME

4 NBA Properties, Inc. All Rights Reserved.
(©NBAE via Getty Images
©2014 Marvelous Inc.

©Marvelous Inc. Aiming Inc.

Remarks about Performance

In the online game business, "Sangokushi PHX (Sangokushi Phoenix)" was newly
released on November 4, 2014 and existing titles performed well, centered on long-
seller "Browser Sangokushi." Likewise in mobile browser games, existing titles
flourished, including resurgent sales of "Ikki-Tousen Burst Fight," for which service
started two and a half years ago. In native apps, "Logres of Swords and Sorcery: Goddess
of Ancient" released in December 2013 continued to show strong performance with
further increased sales and significant contributions to earnings. TV commercials for this
title also paid off with cumulative downloads surpassing 5 million instances.
Additionally, among new titles in game apps, "NBA CLUTCH TIME" was officially
launched on November 25, 2014, and "Atsumete! Trump Collection" on December 11,
2014.

As a result, segment net sales totaled 10,561 million yen (up 68.5% compared with the
same period of the previous year), with segment operating income of 2,411 million yen
(up 490.7% compared with the same period of the previous year).

Net Sales (Unit: million yen)

20,000
15,000
16,000 —
10,561 ]
12,000 ’ 8,877 i i
8,000 6,267 ! ]
L ]
4,000 i I
! 1
0 3Qof T 3Qof 4Q of T aQof !
previous FY FY under review previous FY FY under review
(9 months) (9 months) (12 months) (12 months)
. . . (forecast)
Operating Income (Unit: million yen)
4,000
3,350
3,200 s
2,411 t ]
2,400 ! ]
]
1,600 i ]
]
800 408 742 i ]
]
i 1
0 J 3Qof T 3Qof 4Qof T 4Qof 1
previous FY FY under review previous FY FY under review
(9 months) (9 months) (12 months) (12 months)

(forecast)

Consumer Game Business

PUZZLE & DRAGONS Z

KNKl 0 MAGNA Tamer Battle

© GungHo Online Entertainment, Inc. /
Marvelous Inc.

The Company's sales sector of the Consumer Game
Business segment started on November 27, 2014, sales of
a package version of "DEKAMORI SENRAN KAGURA (PS
Vita)," which used to be on sale as a download version
only.

At the amusement division, the performance of the
"PUZZLE & DRAGONS Z Tamer Battle" kids' amusement
console, launched on June 26, 2014, continues to languish
amid strong competition. Likewise, "Pokémon TRETTA"
generated results below plan despite showing solid
performance.

As a result, segment net sales totaled 4,492 million yen
(down 17.2% compared with the same period of the
previous year), with segment operating income of 497
million yen (down 72.5% compared with the same period
of the previous year).

10,000
8,000 r 7,630
5,800
6000 5424 tnas
4,492 i )
4,000 | ! )
H ]
2,000 ! |
0 -
3Qof T 3Qof 4Q of T 4Qof !
previous FY FY under review previous FY FY under review
(9 months) (9 months) (12 months) (12 months)
(forecast)
3,000
2,268
2,000 1,812
1,000 - 580
497 e,
0 [ o
3Qof T 3Qof 4Q of T 4Qof 1
previous FY FY under review previous FY FY under review
(9 months) (9 months) (12 months) (12 months)

(forecast)

MARVELOUS!

Audio & Visual Business

Stage [Yowamushi Pedal]
Ep. HAKOGAKU
The beast on the road

Tokyo Ghoul

©Wataru Watanabe (Akitashoten) 2008 /
Yowamushi Pedal GR Film Partners
©Wataru Watanabe (Akitashoten) 2008 /
Marvelous, TOHO, DXL CREATION

©Sui Ishida/Shueisha, Tokyo Ghoul
Production Committee

The audio & visual production sector of the Audio &
Visual business segment implemented the audio-visual
product commercialization of the TV animation products
"Samurai Jam -Bakumatsu Rock-" and "Tokyo Ghoul,"
both lead-managed by the Company.

The stage production division arranged performances of
"Stage [Yowamushi Pedal] Ep. HAKOGAKU The beast on
the road" in October 2014, "MUSICAL THE PRINCE OF
TENNIS Concert Dream Live 2014" in November 2014, and
"ULTRA MUSICAL Samurai Jam -Bakumatsu Rock-" in
December 2014. In addition to ticket sales, related goods
and DVD sales turned out exceedingly strong as all
performances proved highly popular with audiences.

As a result, segment net sales totaled 3,166 million yen
(up 6.5% compared with the same period of the previous
year), with segment operating income of 737 million yen
(up 15.4% compared with the same period of the previous
year).
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Transition of Performance / Financial Indices / Transition of Financial Data
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[Consolidated Statement of Income]

(Unit: million yen)
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Transition of Performance / Financial Indices / Transition of Financial Data MARVELUUS!
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Important matters concerning

the per share indices On October 1, 2013, the Company executed a stock split of its common shares at the ratio of 100 shares to 1. The net income per share takes into consideration the effects of this stock split.



Future Developments & Outlook for Current Fiscal Year / Basic Information

Future Developments & Outlook for Current Fiscal Year

To improve business competitiveness, the Company changed its management structure to a
CEO system on April 1, 2014. Also, the Company changed its name on July 1 from Marvelous

AQL Inc. to Marvelous Inc.

From its start in 2012 until today, the three-company integration has achieved solid progress
from numerous measures undertaken to reap the immediate benefits of consolidation. We
now aim for a leap forward through the concerted efforts of the entire company under the

banner of "Marvelous reborn."

In its business initiatives in the fiscal year ending March 2015, the Group intends to maintain
the favorable performances of the Consumer Game Business division and the Audio & Visual
Business division. In the Online Game Business, it will place a large effort on strengthening its
operations in best-selling titles and developing new app games.

As a result of the aforementioned efforts, consolidated results for the next term are forecast
to achieve net sales of 25,000 million yen, operating income of 3,800 million yen, ordinary
income of 3,790 million yen, and net income of 2,274 million yen.

Basic Information

Company Profile (As of September 30, 2014)

* Company Name:

Marvelous Inc.

* Head Office: Shinagawa Seaside East Tower,
4-12-8 Higashi-Shinagawa, Shinagawa-ku, Tokyo, Japan
« Established: June 25, 1997
« Capital: ¥1,128 million
« Officers: Chairman and CEO

President and COO
Executive Vice President and DeptCOO
Director

Director

Director and CFO

Director (External)

Director (External)

Standing Statutory Auditor
Corporate Auditor (External)
Corporate Auditor (External)
Corporate Auditor (External)

Business Activities

Online Game

Business -
various platforms

Consumer Game  Proposing, developing, producing and marketing game software for home game

Haruki Nakayama
Shuichi Motoda
Toshinori Aoki
Yoshiaki Matsumoto
Yoshiteru Yamaguchi
Seiichiro Kato
Shunichi Nakamura
Ken Kutaragi

Toshio Nago

Isamu Tsuji

Iwao Nishi
Katsuhiko Nishimura

Developing apps and games capitalizing on the Company’s proprietary
intellectual property and other companies’ promising intellectual property for

Business consoles and game machines for amusement facilities

Audio & Visual

Business performances

Proposing, producing, and marketing a variety of contents including audio and
visual, as well as proposing, producing, and exhibiting stage and musical

MARVELUU;!

Leveraging strengths in “creating and developing powerful IPs” as a “comprehensive entertainment company ”
From integration, a great leap forward to the creation of higher added value

¥20.3 billion
Netsales  ¥14.4 billion| 41% increase
¥3.0 hillion
Operating income ¥1.4 billion | 8% reEEse 14.8%
4.8% up
Profit ratio 10.0%
¥8.9
N billion
¥6.1
billion \l
¥7.6 ¥3.8
¥51 |¥3.2 pillion / billion

billion / billion

ﬂ‘i’:gi/h Live€ ware

MarvelousAQL

FY ended March 2012 FY ended

(simple sum) March 2014

Stock Information (As of September 30, 2014)

* End of term: March 31
+ Total number of authorized shares: 90,000,000
* Total shares outstanding: 53,593,100

* Number of shareholders: 16,249

[Major Shareholders / Ratio of Shares Owned]

* Hayao Nakayama

* Amuse Capital Inc.

* Haruki Nakayama

* Amuse Capital Investment, K.K.

* SBI SECURITIES Co., Ltd.

* The Master Trust Bank of Japan, Ltd. (trust account)

* Japan Trustee Services Bank Ltd. (trust account)

. JPMCB NA ITS LONDON CLIENTS AC MORGAN STANLEY AND CO INTERNATIONAL

LIMITED
* JAPAN SECURITIES FINANCE CO., LTD.
* TOHOKUSHINSHA FILM CORPORATION

[Stock Quote] (As of February 4, 2015)

* Shares per unit: 100

Progress from
integration

18.32%
12.50 %
10.22 %
3.43%
2.45%
2.35%
1.86 %

1.74 %

1.68 %
1.45 %

+ Stock Quote: 1,615 yen

+ Market Cap: 86,552 million yen
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