BANDA
NAMCOI

DAI NAMCO CSR Activity Report 2011

BAN







s to provide inspiration to customers

«Fun for the future!”

vities are «fyn for th

as of “Dreams, Fun and \nsp'\rat'\on.”

Fun and \nsp'\ration” provi ing and encouragd

un and \nsp'\rat'\on” can change the worl

pirat'\on,” our relationship
» We will implement CS

ontributing to the creation
commun'\cation and inspira-

e future.” Our work i
ound

nt as they spread ar

eme
e the future.

d, and even chang
with the natural environment
R activities that lead
of fun tomorrow.

At BANDAI NAMCO, CSR acti
ing individual ide

ms,
nat “Dreams; F
at provides “Dreams,
the key phrase
featuring fu
an contribute 10 soCi

d and creating @ futu

py realiz
In turn, those “Dreal

the world. \We believe 1

As a company th
and society will be guided by
o happiness for stakeholders by

nterta'\nment c

\We believe that €
ple around the worl

Fun and Ins
«Fyn for the future.’

n today while also €
ety by fostering mutual

re filled with fun.

tion among peo




Our Mission Statement

DREAMS, FUN AND
INSPIRATION

“Dreams, Fun and Inspiration” are the Engine of Happiness. Through our entertain-
ment products and services, BANDAI NAMCO will continue to provide “Dreams,
Fun and Inspiration” to people around the world, based on our boundless creativity
and enthusiasm.

Our Vision

THE LEADING INNOVATOR
IN GLOBAL ENTERTAINMENT

As an entertainment leader across the ages, BANDAI NAMCO is constantly explor-
ing new areas and heights in entertainment. We aim to be loved by people who
have fun and will earn their trust as “the Leading Innovator in Global Entertainment.”




Editorial Policy
“Fun for the future! The BANDAI NAMCO CSR Activity Report
2011” was issued in order to provide stakeholders with easy-to-
understand descriptions of the CSR activities of the BANDAI
NAMCO Group.

In FY 2011.3, a specific focus was determined for each strate-
gic business unit (SBU) and activities were implemented to pro-
mote concrete progress in the implementation of the “BANDAI
NAMCO Group’s Important CSR Themes.”

The 2011 report has been made available in the form of a pam-
phlet and a website. The pamphlet is centered on representative
examples of the activities mentioned above, while the website
version is intended to provide more-detailed activity reports and
information disclosure.

Period Covered

This report presents activities and results in FY 2011.3
(from April 1, 2010 to March 31, 2011).

It also covers some activities started in FY 2012.3.

The Installment of the BANDAI NAMCO

CSR Activity Report 2011

Booklet Version

The special feature focuses on key examples of activities, and the
Facts & Figures section provides details about progress with ac-
tivities and a range of related information.

WEB Version

Provides more-detailed information on initiatives in Japanese
in addition to the information reported in this booklet.
http://www.bandainamco.co.jp/social/index.html

Organizations Covered

This report covers the consolidated domestic companies of
the BANDAI NAMCO Group, with the exception of equity-
method affiliates.

Publication Information
August 2011 (Previous report: August 2010; Next report: August
2012 (Planned))
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Aiming to be a Plant Where the Work
is Enjoyable and Filled with Fun

In building the Bandai Hobby Center, our objective was to create a plant that is reminiscent of
a “space colony.” These man-made living facilities, which are established in outer space,
appear in Mobile Suit Gundam stories. As self-sufficient facilities with zero emissions and
complete recycling, they represent the ideal framework for a plant. Targeting that ideal, we
included a range of leading-edge, environmentally friendly facilities in the Bandai Hobby Center.

Also, to enable visitors to experience the world of Gundam, great care was taken to
create a variety of opportunities for fun throughout the plant. The exterior evokes the image
of the side view of a space colony, and the building has a distinctive arch shape that is
unusual for a plant. In addition, the attention to detail has extended to such areas as
automatic doors, unmanned conveyance equipment, and uniforms. The Bandai Hobby
Center, which is Bandai’s only domestic production facility, is not only enjoyable for visitors
but is also fun for employees as they work. In that spirit, we make Gundam and other plastic
models that are enjoyed by people around the world.

Automatic door on the third floor

Lobby on the first floor

BANDAI Co., Ltd.
MANAGER OF THE BANDAI HOBBY CENTER

Katsuhiko Sasaki

Quiality checks

Unmanned conveyance equipment

The dream of the manager
of the Bandai Hobby Center

| became manager of the Bandai
Hobby Center in 2006. | was in-
volved in all processes, from the
planning stage to the completion
of construction, and the plant has
been an extremely significant part
of my career. With the idea that we
want people to enjoy this facility,
we have leveraged our commit-
ment to monozukuri (manufactur-
ing). | would like the people who
work here to focus on further
growth and development and to
strive to become the next manager
of the Bandai Hobby Center. |
would also like the center to serve
as a “monozukuri (manufacturing)
school” for the Group. If that dream
is fulfilled, we will be able to make
an even greater contribution to the
entire Group, as well as to society.
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BANDAI Co., Ltd.

HOBBY PRODUCTS DEPARTMENT

MANAGEMENT TEAM
Yasunari Ozawa

Waste plastic sorted by color

Rooftop greening

Solar panels installed on exterior walls

Aiming to Establish a Plant that
Resembles a Space Colony

The Bandai Hobby Center is a leading-edge plant with an abundance of facilities that
reflect consideration for the earth, local communities, and society, all the way from the
design stage. Specifically, we are implementing the following types of initiatives.

Initiatives to save energy and reduce CO2 emissions
We installed large solar panels on the exterior of the plant. These panels have a solar
power generation capacity of more than 56,000 kWh per year, enough to supply about 5%
of the electric power used in the plant. In addition, with systems to purify rainwater and
groundwater, we reuse 2,000 tons of water a year. The use of reprocessed water in the
toilets in the plant also makes a contribution to the conservation of resources. Furthermore,
through rooftop greening we have achieved insulating and energy-saving effects. We are
also working to reduce CO2 emissions through the use of hybrid trucks for product
shipments. In these ways, we are implementing a variety of initiatives.

Initiatives to control noise, vibrations, and odors

The Bandai Hobby Center is located in a residential area, so we took steps to create a

plant that does not emit noise, vibrations, or odors. When molding machines are in
operation, there is a possibility that noise, vibrations, or odors will be emitted. Accordingly,
we installed the machines in the center of the plant to reduce the effect on the outside
environment. From the time when the plant started operation in 2006 until today, we have
not had a single complaint about noise, vibrations, or odors.
Initiatives targeting zero emissions

Another theme of the Bandai Hobby Center is “zero emissions,” with no emissions of
waste material or waste heat. The waste recycling measures that are currently underway
cover 115 tons of material a year. In addition, a third party conducts thermal recycling of
waste plastic that cannot be recycled at the plant. In these ways, we are working to reuse
as much as possible. Moving forward, the Bandai Hobby Center will work to effectively
utilize its resources as a plant and to make further progress in operations. For energy
saving, in particular, it is important that each employee increases their awareness of the
issues of reduced electricity consumption and resource conservation. By moving forward
in tandem with local communities and society, including these issues, | believe that we can
make progress toward our goal of being a plant that resembles a space colony.



INTERVIEW

Finely ground resin (pellets) used as raw material for

ECOPLA models

Assembled ECOPLA model

©SO0TSU * SUNRISE

Resources conserved through single-color
printing of packages

BANDAI Co., Ltd.
HOBBY PRODUCTS DEPARTMENT
PRODUCT PLANNING TEAM2

Takumi Uchida

BANDAI Co., Ltd.
HOBBY PRODUCTS DEPARTMENT
PRODUCTION TEAM

Haruhisa Kondo

ECOPLA are environmentally friendly plastic models made from recycled materials that have
been colored black. A number of challenges had to be overcome in the creation of these
ECOPLA plastic models. The Bandai Hobby Center is the only plant in the world that uses
machines that can simultaneously make parts in four colors. However, it was difficult to
separate and recycle the colored waste materials. When we thought about this problem, we
realized that we could recolor the material black, which is the strongest (darkest) color. In
addition, we wanted to make ECOPLA versions of Gundam plastic models, which are the core
product of the Bandai Hobby Center. However, there were no Gundam characters that were all
black, so there was a great deal of discussion about how to create this product. Nonetheless,
the Bandai Hobby Center is the “home field” of the Gundam plastic models, and it became
clear that this would be an opportunity to communicate the CSR activities of the BANDAI
NAMCO Group while customers were enjoying our products. As a result, we were able to
obtain the understanding of the people involved. At a hobby show held in May 2008, the first
all-black GUMPLA was launched.

Initially, there were four ECOPLA products, but we have since expanded the lineup to 10
products. However, our objective is not simply to expand the lineup. Rather, through these
products, we think it is important to foster a greater understanding among a wider range of
customers about the environmental activities of the Bandai Hobby Center. Moreover, each year
the precision of our waste-sorting activities has increased. The progress has been gradual, but
we can now sort by color and by material. This has also led to a reduction in the amount of
plastic materials that we have to purchase. We are not yet finished with the ECOPLA products.
Rather, we will continue to improve and advance them in the years ahead.



With great pride in our commitment to “Made In Japan,” the Bandai Hobby Center uses leading-edge technology to manu-
facture plastic models. The plant makes all of the plastic models that are sold in Japan by Bandai, centered on GUMPLA.
All processes, from development and design to mold creation and manufacturing, are implemented at the plant. We use
leading-edge technology, such as automatic conveyors and other factory automation equipment, optical prototyping, and

laser processing technologies. In this way, we are focused on both high quality and production efficiency.

Creating High-Quality Products with
Advanced Manufacturing Technologies

01

Design and
CAM room

The front lines for the
design of plastic models
using 3D CAD systems.

02

Laser processing

With optical prototyping
that uses leading-edge
laser processing
equipment, we can
recreate features as
small as 40 microns.

03

Optical prototyping

In accordance with the 3D
data created in the design
process, test versions are
created using the “EDEN”
optical prototyping equip-
ment. We can confirm a 3D
prototype made directly
from the design data, and as
a result we can rapidly
examine test versions with
greater precision.

04

Multicolor forming

Plastic materials are poured
into molds to form the
products. The multicolor
forming technology enables
us to simultaneously form
products using four colors
and four different materials.



C.0.C. Audits
Bandai Co., Ltd.

In FY1999.3, Bandai formulated the Bandai C.O.C. with
the objective of sustaining and enhancing the manage-
ment of the workplace environment. In FY 2005.3, we
conducted C.O.C. audits at the overseas contract pro-
duction plants of 40 companies, and since FY 2008.3
we have conducted annual audits at all overseas con-
tract production plants. In FY 2009.3, we began to
conduct audits at domestic contract production plants
as well. In addition, to enhance operations at all
contract production plants, since FY 2009.3 we have
allocated points to each audit item and have evaluated
the degree of compliance. In FY 2011.3, 65.3% of all
plants had a degree of compliance of 95% or more,
compared with 53.9% of plants in the previous fiscal
year. Moving forward, we will formulate a range of
initiatives to ensure that issues for which rectification
measures have been implemented are appropriately
sustained and managed.

Number of C.O.C. Audits Completed
(Unit: Company)

224 228 233 209

40 37

(FY)05.3 063 073 083 093 103 11.3

Audited Plants in FY 2011.3 (Unit: plant)

154

43
2 2 6 2

Taiwan  South Thailand Indonesia

Korea

Japan China

Eco-Product Initiatives
NAMCO BANDAI Games Inc.

In 2005, NAMCO BANDAI Games was the first company in the amusement
industry to start managing chemical substances that could have an adverse
influence on the human body or the environment. (Currently, a total of 47
chemical substance groups are managed.) In implementing chemical sub-
stance management, the cooperation of suppliers in Japan and overseas is
indispensable. Aiming to build a supply chain that can be relied upon, we have
held explanatory meetings and established a specialized website for each sup-
plier to promote efficient information transmission and sharing. We are also
implementing audits of chemical substance management systems at manu-
facturing plants and other facilities.

Reducing power consumption of the CLENA2 Queen

In addition, we are also working to reduce the amount of energy con-
sumed by our products. For example, with the CLENA2 Queen arcade game
machine, we have utilized LED lighting and implemented appropriate illumina-
tion design. In this way, we have reduced power consumption by about 47% in
comparison with previous game machines.

Moving forward, we will continue to implement aggressive initiatives in
accordance with the idea that environment-friendly monozukuri (manufacturing)
equals eco-products.

Conventional machine (CLENA FLEX)

CLENA2 Queen

Top / sign section

1 fluorescent light bulb (40W) 40W | 4 high-output fluorescent light
10 slim fluorescent light bulbs (24W) 240W | bulbs (32W)

Floor section 2 slim fluorescent light bulbs (24W)

2 LED bars (7.63W)

Spot section 2 halogen bulbs (40W)

Other electric power

CLENA2 Queen

Total

With Local Community
Hanayashiki Co., Ltd.

Asakusa Hanayashiki is a traditional-style amusement facility that was opened

in 1853 (Taito Ward, Tokyo) and taken over by the Company in 2004. Cooperat-
ing closely with a variety of Asakusa events throughout the year, Asakusa
Hanayashiki continues to operate in harmony with the local community. At the
Asakusa Sanja Festival, for example,

Asakusa Hanayashiki is opened for

use as a rest area for the local neigh-
borhood association. We also ac-
tively participate in activities related to
the neighborhood association’s por-
table shrine, and there are special
events to enable children who visit the
facility to experience carrying a por-
table shrine.

During the summer vacation pe-
riod, we have provided the facility for
use in a safety education event spon-
sored by the Asakusa Police Station.
The event was attended by 1,800 chil-
dren. In addition, we open the stages
and attractions to foster exchange
with the local community. In this way,
the Company is working to enhance
ties with the local communities.

Sanja Festival “Hanayashiki Children’s
Mikoshi (Portable Shrine)”

Wai Wai Koryu Iriyakko

Reduction of about ONBGI
47% _

Distribution Friendly to People and the
Environment
LOGIPAL EXPRESS INC.

LOGIPAL EXPRESS holds contests for its drivers with the objective of
realizing distribution that is friendly to people and the environment. In
these contests, professional drivers from work sites around the
country are selected in accordance with three criteria: (1) safe driving,
(2) reliability, and (3) eco-driving. The contest is judged objectively by
teachers from driver training sites. In addition, our drivers actively
participate in an eco-driving contest sponsored by the Environmental
Restoration and Conservation Agency of Japan (ERCA). Our drivers
have won prizes in this contest, and as a result they have been se-
lected to give presentations introducing real-world examples at
seminars sponsored by ERCA in Hyogo and Shizuoka prefectures.

LOGIPAL driver contest




Workinglinfaccordanceiwithfour/imission
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NAMCOLAND AEONMALL KYOTO (Kyoto-shi, Kyoto)

Amusement facilities that can be enjoyed by three generations

The BANDAI NAMCO Group has a range of amusement facilities located throughout Japan.
This broad portfolio includes large-scale amusement facilities that combine amusement and
characters as well as amusement facilities that enable.customers to experience the worlds.of
characters.We are leveraging our distinctive know-how in order to offer amusement-facilities
that distinguish the Group from its competitors. In this section, we introduce NAMCOLAND
AEONMALL KYOTO. This facility is intended to offer places for fun that can be enjoyed by
children of all ages, based on the theme of “entertainment for three generations.”




NAMCO LIMITED
NAMCOLAND AEONMALL KYOTO, STORE MANAGER

-, Yoshitaka Suzuki

——

NAMCOLAND AEONMALL KYOTO, which was opened
in June 2010, is a large-scale amusement facility with
about 200 machines and floorspace of about 1,372
square meters. The theme of the facility is “entertainment
for three generations.” Our objective was to create a
facility that can be enjoyed by children and their parents,
as well as senior citizens.
So that three generations can enjoy the facility
with peace of mind, the most important thing is “safety.”
By focusing on safety, we can offer hospitality to
customers as an entertainment spot that is
filled with smiles. Accordingly, the facility
employs a variety of barrier-free concepts
and techniques. There are no differences
in grade, which makes it easy for children
and senior citizens to walk. In addition,
the wide aisles make it easy for parents
to maneuver baby carriages.

At NAMCOLAND AEONMALL KYOTO,
we have taken a variety of steps to ensure
that customers can enjoy the facility with
peace of mind. We are working to speak
to customers and receive their feedback,
and thereby to make improvements from

the customer’s point of view.
local community.

0 The children’s corner, which is centered on rides, was designed to have wide spaces to make it easy to maneuver with
baby carriages, and there are also seats so that customers can sit down at any time.

© Wide aisles make it easy for parents with baby carriages. Furthermore, even if children get lost, the line of sight is clear
all the way to end of the aisle so that the children can be found easily.

© The legs of chairs have been designed to be conspicuous so that children and senior citizens do not trip.

O NAMCO is promoting the acquisition of “AOU Youth Advisor Certifications” as one means of supporting friendly ties with
local communities and smooth relations with related institutions, as well as to advance sound youth development in the

Also, another technique to make it easy to pass time
comfortably is the setting of the sound on machines that
are not in use by customers in order to make it easy for
family members to hold conversations. In this way, we are
working to reduce sound throughout the facility. In addition,
we increased the size of the text on posters and notices in
the facility in order to make them easy to read. We have
also placed chairs around the facility so that people can sit
down when they get tired.

In customer service, the most important thing is to
listen to feedback from customers. We encourage staff
to converse with customers and constantly maintain a
grasp on customer needs. In this way, we work to
improve the facility from the customer’s perspective. We
implemented improvements based on this daily feedback
from customers, and nothing makes us happier than to
see our customers respond to these improvements with
smiles and to hear them say, “Thank you.” Moving
forward, to fulfill our mission of “making customers happy
by providing opportunities for play,” we will work to provide
entertainment places that can be enjoyed with peace of
mind by our customers.



There are a lot of machines
(seal printing machines), and
it is bright and pretty, so
we come here often.

There are many games
that can be enjoyed by
young children.

My nephew likes the rides
and uses them often. It is
helpful that the aisles are
wide and baby carriages
can be taken anywhere.

Creating|Entertainment{Placesthat{Can|Be Enjoyed by/Everyone

IN CHARGE OF CRANE CORNER
Rui Odazaki

We work to offer customer service that is easy
to understand for senior citizens. We explain
how to use crane game machines while the
machines are actually being played and we
offer advice on methods of play.

IN CHARGE OF MEDAL CORNER
Hitomi Yamaguchi

The medal game corner is full of many cus-
tomers who are senior citizens. Another popu-
lar feature of this facility is the variety of medal
machines. In response to questions, we work
to answer them clearly and accurately.
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Universal Design Initiatives
Bandai Co., Ltd.

Bandai has introduced the principles of universal design so that more people can enjoy its toys. In FY2011.3,
with consideration for the wide range of color perception abilities among our customers, we began full-scale
implementation of “Color Universal Design,” which ensures that information is accurately communicated to as
many people as possible. We conduct our own checks, such as tests that use special glasses, and we are
implementing these principles in packages and product instructions. As one facet of these initiatives, we are
also working with a proposal for universal-use toys, known as Kyoyu Gangu. In FY2011.3, we achieved the
overwhelming number one results in the domestic toy industry with the new registration of 39 of our products
as Kyoyu Gangu.

Key points about Kyoyu Gangu (universal-use toys)

- Toys that allow communication to be enjoyed through
voice and movement

- Toys that allow touch and shape to be enjoyed

- Toys that give shape to the
worlds of animation and
picture books

DX OOO Diriver
(Kyoyu Gangu)

Henshin Brooch KyuaMojyure
(Kyoyu Gangu)

©2010 ISHIMORIPRO - TV ASAHI - ADK - TOEI
©ABC - TOEI ANIMATION

*For Kyoyu Gangu (universal-use toy) certification by the Japan Toy
Association, a toy must be readily enjoyable by children with visual or hearing
disabilities and easily used by their parents.

Protecting the Image of Our Characters
Bandai Co., Ltd.

Bandai is working closely with related companies to protect the image of its characters and to ensure that its
customers can enjoy worry-free use of safe products. We are moving forward with measures targeting coun-
terfeit goods in Japan and overseas. In Japan, we constantly monitor the domestic market, including the online
market, and ask customs authorities to prohibit the import of counterfeit products. In these ways, we are work-
ing to promptly detect counterfeit products, to prevent their appearance on the market, and to secure their
prompt removal if found. In overseas markets, we conduct independent surveilance and countermeasures
targeting counterfeit products. In addition, in our capacity as a member of the International Intellectual Property
Protection Forum (IIPPF), we are cooperating and exchanging opinions with the related administrative agencies
and organizations to implement effective measures.

Production of Textbooks for Elementary Schools
NAMCO BANDAI Games Inc.

Together with Gakko Tosho Co., Ltd., NAMCO BANDAI Games has produced 28 textbooks for
elementary schools in such fields as Japanese language, arithmetic, and science. This initiative
combined BANDAI NAMCO’s idea of “producing textbooks that students really want to read, even
outside of school” and Gakko Tosho’s idea of “producing new kinds of textbooks that transcend
traditional materials and offer students a fresh ap-
proach to textbooks.” This initiative marked the
first time that an entertainment company has been
involved in the production of textbooks.

We leveraged the abundant know-how that
we have cultivated in the production of games and
content over many years. For example, the books
include game-like elements that support progress
in studies and use large numbers of entertaining
illustrations for easy-to-understand lessons.

Sharing Information for Safety and Peace of Mind
Banpresto Co., Ltd.

Banpresto has created a database that is used to collect information about product returns handled
through the customer consultation center, shops, and stores. The database enables employees to
confirm the situation for each product on the Banpresto intranet. As a result, employees can track the
products for which they have responsibility, from the quality situation at the design and production
stages to the status of any problems that occurred after sale. By sharing information with manufactur-
ers and plants, this system is used to identify and resolve problems and to set objectives.
In the event that there are problems,
the cause is investigated and measures
to prevent a recurrence are formulated. A
history log is created, and this information
is periodically shared within the Company.
We take steps to ensure the strict obser-
vance of our internal standards regarding
safety. In addition, we also work to learn
from examples of accidents involving the
products of other companies and to evalu-
ate the design of those products, including
the potential for misuse. If necessary,
we revise the warning labels on our own
products. In these ways, we are working to
prevent accidents.




FOCUS ON ENTERTAINMENT

AND IMAGINATION Aiming to be a group

ﬁ": What is “a group centered on human resource

management, with a focus on entertainment
and imagination”?
In April 2009, | became president of NAMCO BANDAI Holdings. One

of the basic management policies that | announced at that time was
to create “a group centered on human resource management, with a
focus on entertainment and imagination.” It is our passion for helping
people have fun that is the driving force behind our growth as an en-
tertainment company. The focus on “entertainment and imagination”
entails an approach based on a continuous cycle in which employees
come up with interesting ideas, take on new challenges, and ulti-
mately deliver products to customers around the world, all while truly
enjoying their own work. When | thought about our employees com-
mitment to providing people with entertainment and our distinctive
characteristics as an entertainment company, | thought that we could
not succeed in a difficult competitive environment without a focus on
“entertainment and imagination.”

Our Group CSR phrase—Fun for the future!—is based on the

| joined NAMCO in 1978. The rea-
son was the consistency between
the image | had of game machines

President and CEO,

Representative Director being fun, which developed from
NAMCO BANDAI Holdings Inc. my play at amusement parks when
Shukuo Ishikawa | was a child, and the image of

NAMCO, from the phrase “NAM-
enikawa asd CO creates dreams.” As a result, |
president Shukuo ¥ was very interested in the work.
yo\mg man-

centered on human
resource management

idea that if we are not having fun ourselves, then we cannot provide
entertainment for others. An entertainment company has the mission
of providing products and services for the purpose of creating more
situations in which people smile. To create a fun future, we will provide
more inspiration and fun for people around the world and contribute
to society. Of course, | deeply enjoy my role as president.

@&

Substantial Confidence Gained from the
Experience of Motivating and Coordinating
a Large Number of People
| joined NAMCO in 1978. For the first two years, | worked in sales of
arcade game machines. At that time, | experienced the basics of
business—customers buying NAMCO products, using them, and
paying for them. This became the foundation for my career.
Subsequently, in my late twenties | moved to another depart-
ment. There, | experienced memorable work that proved to be a
significant growth opportunity for me. At that time, | was planning
products that would be used by other companies for the purpose of

The idea behind the development of
this game was simple: If a crocodile
comes at you, it is scary. The plan
was initially rejected by my boss, but
after we created a hand-made test
version out of slippers and card-
board, it was approved and made
into a product that became a long-

ENEel time best-seller.



promoting their sales. | received a request from a leading food com-
pany to propose a prize that would be used for the purpose of
promoting sales of one of their core products. Although this product
was different from and the usual product, | was fortunate and my plan
was adopted. Filling this order was a major project, with delivered
units in the tens of thousands. This was the first time that the Com-
pany had produced this type of prize. | did not have any significant
know-how in this area, and working alone, | had to manage the proj-
ect from planning and production to the delivery to the customer. |
threw myself into the work and the experience that | gained has been
useful right up to the present day. To succeed in producing that
one product, | had to motivate many people and coordinate their ef-
forts, and in the end, | gained significant confidence from our success.

‘ Studying Management Thinking Through
WaniWani Panic

In 1986, nine years after | entered NAMCO, | realized my desire of mov-
ing to the arcade game machine development division. And then, three
years later, | moved to a management position. At that time, however,
the popularity of amusement facilities had declined, and demand for
arcade game machines was down. As a result, the amount of work
necessary for the development division had declined, and the motiva-
tion of the staff had reached a very low level. In this setting, | felt strong-
ly that we were facing a crisis that we had to do something to break out
of that situation. | thought the best way out was to improve results by
developing a hit game machine. The result of those efforts was Wani-
Wani Panic. WaniWani Panic became a long-time hit product, and staff
motivation increased immediately. This one hit product activated the
department, and in turn led to the next hit product, and we began to

The Management Integration of
Bandai and NAMCO

attract futher human resources to the department. This experience of
leading the department as a manager, | believe, increased my manage-
ment capabilities.

If You Communicate Your Passion, You will
Motivate the People around You
The passion of each individual is extremely important for an entertain-
ment company such as BANDAI NAMCO. That passion is converted
into concrete products and services that are delivered to customers.
That is why it is important to implement human resource manage-
ment with a focus on people.

My favorite saying is “tacit understanding.” Through my various
experiences to date, | have learned that it is necessary to motivate
many people to succeed in work and that the most important thing in
motivating people is delivering passion and ideas. The first step is to
keep communicating ideas and to increase the supporting people. In
harnessing creativity, nothing is accomplished unless each person
cultivates their own ideas, has passion, and works on that basis. If
you gather people who support that idea, then progress can be
made. | want our employees to communicate their passion. Not just
once, but in different places, at different times, and in different ways.

‘ Creating Environments that Enable People to
Work to Their Full Potential

The employees of the BANDAI NAMCO Group are passionate about

entertaining people. My role as president is to determine how we

should channel that passion. For example, in line with the key word

“autonomy,” we are working to further delegate authority and clarify

responsibility. | want small groups to have authority and responsibility,

and to conduct their work with open thinking that transcends existing
boundaries. | consider a group to be a framework for focusing team-
work using ideas that spring from a diversity of individual characteris-
tics, in other words, a collection of people with a focus on individual
capabilities. In this way, | want to create environments that encourage
employees to take on new challenges again and again.

The presence of the BANDAI NAMCO Group rests on the con-
tinued provision of “Dreams, Fun and Inspiration” to people
around the world. My mission is to make full use of the unique
human resources of the BANDAI NAMCO Group to provide products
and services that put smiles on the faces of people around the
world. To that end, | will work to create “a group centered on human
resource management, particularly on entertainment and imagination.”

Becoming President of

NAMCO BANDAI Holdings

young el
p\'eV\OUS\\/'
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BANDAI Co., Ltd.

BOYS TOY DEPARTMENT
Takamichi Murayama
| was born and raised in Brazil. When | was a child, | took
an inexpensive figure from Japan back to Brazil with me,
and my friends were very inspired by that figure. With
that memory, | entered Bandai with the thought that
“| want to provide reasonably priced products that in-
spire children around the world.”

After | joined the company, | worked in marketing
and development of character toys for elementary
school children. However, to build toys that “inspired at
economical prices,” | realized that | needed knowledge
about manufacturing, and | transferred to a production
base in China. For three years, | worked as a coordina-
tor with cooperating factories. In addition, | also worked
in Hong Kong in cost management for products bound
for such markets as Japan, the Americas, and Europe.
Subsequently, | transferred to the U.S. Drawing on my

experience in product management in Hong Kong,
| worked for two years in localization planning and
development, principally for the POWER RANGERS
series from Japan.

Through the localization of these products, | felt
strongly that | needed a deeper understanding of
the origins of character merchandising, and | wanted to
return to Japan. Back in Japan, | had primary responsi-
bility for planning and development of Kaizoku Sentai
Gokaiger from the launch stage (TV broadcast from Feb-
ruary 2011). Kaizoku Sentai Gokaiger is a commemorative
product—the 35th title in the Super Sentai series—and
the international experience that | acquired in the U.S.,
which is difficult to acquire in Japan, proved very useful
in this endeavor. Because | started with the idea that
“| want to provide economically priced products that
inspire children around the world,” and | would like to
make use of what | have learned.

In the BANDAI NAMCO Group, career changes are common, including human resource exchanges and transfers.
Accordingly, employees can exercise their skills in a variety of settings. They can work in-house or in other Group

companies, in Japan or overseas.

NAMCO BANDAI Games Inc.
OPERATIONS GROUP1
PRODUCT MANAGEMENT DEPARTMENT

Yusuke Tomizawa

| joined Bandai in 2002, and | have worked in the plan-
ning and development of capsule toys. Each day, | have
thought about how to maintain the loyalty of our custom-
ers. One success that made a strong impression on me
was the late-night animation that followed the successful
commercialization of Suzumiya Haruhi no Yuutsu (The
Melancholy of Haruhi Suzumiya).

Subsequently, | transferred within the Group to NAMCO
BANDAI Games. | had always been interested in visual images,
and | had hoped to transfer at some point to a unit that handled
content, but | was surprised when it happened all of a sudden.
My first assignment after the transfer was the development of
a game for “The Melancholy of Haruhi Suzumiya,” and | was

able to learn about game development. Also, we added value
to the game with limited-availability figures and goods, and |
was able to utilize the focus on speed and the manufacturing
know-how that | learned in developing capsule toys— “quickly
grasp needs and link them to products.”

Currently, | am working on the GOD EATER series. The
director and all of the other members of the development
team are doing their utmost to understand customer prefer-
ences. | think that | was able to join a really good team. We
received a lot of customer feedback from downloads of
a trial version that was made available before the launch,
and the products incorporate a lot of improvements. In the
future, no matter where | am working, | will strive to use the
strengths that | have developed through a range of experi-
ence and to build products that entertain customers.

©NBGI

GOD EATER, launched in
February 2010, and GOD
EATER BURST, launched
in October 2010, have
become smash hits, and
a total of 1.1 million units
have been shipped.

Working with the POWER RANGERS series
in the U.S.




| think that they
are doing a great
job of carrying
on the important
fundamentals.

| want to maintain

the best practices that
we have followed since

the project began.

The Approach to D@E}m@mﬁ that is Passed on

M\ ewdCeneratilons

NAMCO BANDAI Games Inc.

DEVELOPMENT STUDIO,

CONTENT DESIGN DIVISION

Kei Kobayashi

When the Wangan Midnight series first got started,
it was basically a race game for core fans. However,
there was a gap in sales between Wangan Mid-
night and the games from our competitors, and
we implemented renewal mid-course, aiming for a
race game that can be easily enjoyed by anyone. Mr.
Maeda joined the development project at the time of
the renewal. Subsequently, for a period of time | was
working as both producer and director, but three years
after he joined the team, Mr. Maeda became chief di-
rector, and | focused on production.

Mr. Maeda worked to accurately track cus-
tomer needs, and one of his strengths was to come
up with a lot of ideas. | felt that he was pulling the
project in a good direction. Actually, after | left the
project, there are a lot of things that are being done
differently, and | think that’s good, but | also think
that they are doing a great job of carrying on the
important fundamentals, like firmly grasping cus-
tomer needs and creating a
product while holding
discussions among all
team members.

The Wangan Midnight series of battle race games is based on the highly popular
Wangan Midnight comic series that is published in Shukan Young Magazine (Kodansha).
We asked the two people in charge of development what has been passed on to

new generations, including from the time of the launch of the series.

NAMCO BANDAI Games Inc.
DEVELOPMENT STUDIO,
CONTENT DESIGN DIVISION

Kazuhiro Maeda

The Wangan Midnight project team has grown,
and currently there are about five times as many
staff members as there were when the project
started. The number of people has increased, but
to build something that is really good, we have
transcended the framework of the supervisor-
employee relationship and we exchange opinions
as much as we can. This has been a strong part
of the company culture since the time when Mr.
Kobayashi was working as a producer. In addition,
the role of a leader who receives a wide variety of
opinions from staff members is always important.
That is something that | learned from watching Mr.

Kobayashi. The organization has expanded as the

series has grown in popularity, but moving forward

| would like to maintain this company culture.
Also, Wangan Midnight is a product that is

eagerly awaited by many customers in Japan and

overseas. To meet those expectations, we visit

the game centers, observe customers playing the

game, and strive to provide what they

want without compromise.

Moving forward, | want to

maintain the best practic-

es that we have fol-

lowed since the project

began, such as this ap-

proach to the process of

creating products.
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LOGIPAL EXPRESS INC.
TRANSPORTATION DIVISION, IBARAGI OFFICE

CHIEF, IBARAGI OFFICE: SHINGO SONE (LEFT)

| am responsible for a delivery course on which | collect TRANSPORTATION DIVISION, IBARAGI OFFICE,
and deliver cargo, install arcade game machines, and MANAGER: MASAAKI ISHIYAMA (RIGHT)
perform other tasks. I've always loved driving cars, a Ms. Sugaya is a superior employee in all respects, including techniques and

manners. Because of this, she was one of the few contract employees nation-
wide to be hired fulltime. When a person gets used to a job, there is a tenden-
cy for them to get a little bit sloppy. Ms. Sugaya, on the other hand, always
confirms all aspects of the task underway, making her one of our most trusted
drivers. Also, she carries around a notebook

trait | inherited from my parents, which is what encour-
aged me to start this job. | love this job, so | always
make sure that | get the basics right. Delivering arcade
game machines was new to me when joining the com-

pany and getting to learn this new skill is another factor at all times in which she writes down the an-
I |Ove thiS jOb, that makes my JOb fun and worthwhile. swers to any quesﬁons she had. For this rea-
so | always make In the future, my dream is to become the lead son, | fell that there are a lot of things other

driver, and | am working hard toward accomplishing employees could learn from her. Also, her
sure that I get the this goal. energetic presence is an inspiration to all the
basics right. other members of the office.

|}

NAMGO LIMITED ..
NAMCOLAND, HIKARINOMORI I want to bring joy to

my customers while

| have always enjoyed being in contact with customers since when | was a student, enjoying my job at the

when | had a part-time job conducting sales demonstrations. | still remember the same time.

joy of seeing a customer’s reaction first-hand and how | loved every day of that job.

After joining NAMCO, | was able to put this experience to good use. | believe that

the fundamentals of customer service—greeting customers with enthusiasm and

offering easy-to-understand product explanations —are extremely important. Prac-

ticing this belief, | have continued to advance my customer service skills and was

able to win NAMCO's in-house customer service competition, the N-1 Grand Prix,

as aresult. On a regular basis, | am able to draw customers into my store. | feel that

exercising talent on the final stage of the N-1 Grand Prix was what led to my vic-

tory. However, this victory does not mean that the customer service | offer is

perfect. As times change so do customers, and | too must change in response to

this. In this way, customer service has no clear goal, but is rather about endless i

self-improvement. Therefore, | intend to continue to refine my customer service N-1 Grand Prix

skills in order to bring joy to the customers visiting my store while enjoying my job The N-1 Grand Prix is an in-house customer service

at the same time. competition held by NAMCO with the goal of improv-
ing customer service and subsequently customer
satisfaction. The victor of this annual competition is
chosen from approximately 4,000 staff members

FUllY Leveraglng from throughout Japan.

i ourselves. he future.
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BANDAI Co., Ltd.

PLAY TOY DEPARTMENT, responsible for planning and developing variety of products

Hannah Lemmer

During my period as an exchange student in Japan, | had the opportunity
to see the life-sized Gundam statue that was placed in Tokyo’s Shiokaze
Park. The park was filled with visitors from around the world and | quickly
realized that this character belonging to the BANDAI NAMCO Group had
come to be more than simply an element of pop culture. After that, | was
lucky enough to get an internship with Bandai. Through this internship,
| met a lot of people that | wanted to work with in the future, which became
my motivation for later joining the company officially.

NAMCO BANDAI Holdings Inc.

ANDAI NAMCO
port of our

unique prand of diversity,

diverse team of employees:

| feel that there are a lot of possibilities for me at Bandai, and the
company provides me with ample opportunities to use my talents. | also
intend to create such opportunities on my own. My dream is to create a
company called “BANDAIWORLD” so that children around the world can
play with toys | developed. Living and working in Japan, | often find myself
in situations where | don’t know what to do. However, even in these situ-
ations, | will pull through with a smile on my face.

| want to transfer
my abilities to the
next generation.

HUMAN RESOURCES DEPARTMENT, responsible for all areas of human resource management, including those for people entering and

leaving the Company, as well child support and employee evaluation systems

Miyuki Ando

| do my job while balancing my work and child-rearing. | realize that this
would be impossible to do on my own, and am ever grateful to my co-
workers, supervisors, family, and of course my child for their understanding
and support. The Company has a number of support systems for working
mothers, including flextime and shortened work hours systems that can
be used for child care purposes, which have been a great help. These
systems are becoming more complete every year. However, | need to be
careful not to become overly dependent on these systems so that | can
continue to perform to the level that is expected of me. | have limited time
to work at the office. To make sure | can get as much done as possible in

this time, | exercise the following four points:
1. Eliminate time-wasting practices
2. Set long-term schedules with a little leeway
3. Deal with issues before they arise
4. Establish systems to allow others to take over if | have to take
unplanned leave

The BANDAI NAMCO Group’s mission statement is “Dreams, Fun
and Inspiration.” As a member of this group, | am always aware of this
mission and work to contribute to its realization to the best of my abilities.
Through my efforts, | want to give children hope for the future.
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BANDAI NAMCO Forest Activity Report

As a group of entertainment companies that provides “Dream, Fun and Inspiration” as the engine for happiness of
society, we are actively implementing measures to promote harmony with the environment based on the
recognition that we should contribute to society as a good corporate citizen.

What is “BANDAI NAMCO Forest?”
The BANDAI NAMCO Group is participating in the Forest
Adoption Promotion Project conducted under the aus-
pices of Nagano Prefecture. The Group has signed a “For-
est Adoption Agreement” with a forest support founda-
tion, the Shimotakai-gun Yamanouchi-machi Wago-kai.
Under the terms of the agreement, the BANDAI NAMCO
Group will provide support for forest management activi-
ties at the 47-hectare “BANDAI NAMCO Forest” at Shiga
Kogen and work to help foster a deeper understanding of
forest conservation issues.

Group employees have col ted forest conservation activities,

such as thinning. Through these activities, the participating

The Group has maintained

Commemorative photos taken |

during the event were made
into holiday cards that were |
distributed to all participants. |

We subsequently re“‘ceived letters of
thanks and home—madé; holiday cards.

Going forward, we will continue to
implement Group CSR activities
that utilize BANDAI NAMCO
Forest and community activities.
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BANDAI NAMCO Group CSR Management

BANDAI NAMCO Group’s CSR Policy BANDAI NAMCO Group’s CSR Promotion System

Mission

CSR Action Concept
“Fun for the future!”

The Group’s CSR Initiatives Compliance Charter

1. Environmental and Social Responsibilities Rules related to appropriate products and services/
2. Economic Responsibilities fair dealings, respect for all employees, information
3. Legal and Ethical Responsibilities disclosure, respect for and usage of intellectual

property, protection of information and resources,
rejection of anti-society groups, harmony with the
environment, and harmony with society.

~ BANDAI NAMCO Group’s Important CSR Themes

H Safety and Cleanliness of Products and Services B Environmental Consideration
M Policies Regarding Influence on Society of the Group’s Content and Products
B Supply Chain Management

\/
Each SBU and affiliated business company sets up priority

Decisions Made / Reported ltems

“Dreams, Fun and Inspiration” Board of Directors
\/ (CSR matters reported as needed)

Reported Items / Discussed ltems

—— Group Management Meeting (Monthly)

——  Group CSR Committee (Biannually)

Group CSR Subcommittee .
(Quarterly) H Group Company CSR Projects

initiatives and works to identify specific activities related to y BANDAI NAMCO Group’s CSR Promotion System

its business operations.

8 BANDAI NAMCO Group CSR Management

The BANDAI NAMCO Group aims to provide “Dreams, Fun and Inspiration.” For this reason,
it is promoting CSR management based on the basic policies contained in the Groupwide
CSR initiatives, which incorporate three types of social responsibilities and form the founda-
tion of CSR initiatives throughout the Group.

With the goal of improving the effectiveness of the Group’s CSR activities, from
FY 2011.3, the Group has formulated the “BANDAINAMCO Group’s Important CSR Themes.”
We have begun to implement activities for CSR themes that are especially important, and in
those endeavors we draw on the special strengths of each SBU.

From FY 2011.3, the Group has implemented a system under which the presidents of the
SBU core companies serve as members of the Group CSR Committee. In this way, the
Group has strengthened the CSR system, which makes decisions rapidly and is integrated
with operations. In addition, from FY 2012.3, the Group Environment Subcommittee and
the Group Social Contribution Subcommittee, which were subcommittees of the Group
CSR Committee, were merged to establish the Group CSR Subcommittee. In addition to
environmental and social contribution activities, this subcommittee manages progress and
shares information regarding initiatives implemented in line with the important CSR themes.
Also, for each company’s CSR projects, we are implementing more-specific SBU initiatives
that draw on the special strengths of each company.



Progress with the BANDAI NAMCO Group’s Important CSR Themes

BANDAI NAMCO Group: The Process for Advancing Important CSR Themes

FY 2010.3

FY 2011.3

STEP 3

Organize and classify

STEP 1

Gain understanding of society’s
expectations through hearings
with outside experts, etc.
(Selection of specific items
related to CSR activities)

STEP 2

Evaluate the importance
of the specific items
related to CSR activities

four important themes

high-importance specific items
related to CSR activities and
consolidate them within the

Establishment
of the Group’s
Important CSR
Themes

y BANDAI NAMCO Group: Advancing Important CSR Themes
To determine which CSR themes are the most important from the perspective of the BANDAI NAMCO Group and its stakeholders, we drew on the results of individual hearings
with outside experts and of investigation reports from external organizations. On that basis, we established “the BANDAI NAMCO Group’s Important CSR Themes.”

In FY 2011.3, in accordance with those important themes, each SBU and affiliated business company set up priority initiatives and worked to identify and implement specific

activities through their business operations.

Overview of Major Initiative Themes for each SBU and Affiliated Business Company

STEP 4

Individual SBUs
decide major initiative
themes based on the

important themes CSR concept

STEP 5

Promote initiatives based
on major initiative themes
in accordance with the

FY 2012.3~

STEP 6

Group CSR Subcommittee
and projects: managing
progress and promoting
ongoing activities

Note: When there is no operational area corresponding
to an important CSR theme, the row is blank.

Important CSR Themes [ Toys and Hobby SBU

) (

Content SBU

) (

Amusement Facility SBU

j ( Affiliated Business Company* j

Safety and Cleanliness of
Products and Services

Focusing on safety and
peace of mind

Focusing on safety and
peace of mind

Initiatives to foster sound sales areas
and to promote social learning for youth

Strengthened system for handling
personal information, chemical
substance management

Environmental Consideration Act Now for Future Smiles

Environmental consideration and
energy saving

Determination of environmental burden
data / implementation of specific energy
reduction methods

Reduced energy consumption at
work sites

Policies Regarding Influence on
Society of the Group’s Content
and Products

Control of ethical expression in
content /products

Formulation of appropriate language
expression for content

Monitoring of labor standards auditing
related to production at Bandai
(C.0.C. Audits)

Supply Chain Management

Relationship with suppliers

Monitoring of labor standards auditing
at Artpresto (C.O.C. Audits)

* BANDAI LOGIPAL INC., LOGIPAL EXPRESS INC., Artpresto Co., Ltd.
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FY 2011.3, Progress Report for Major Initiative Themes for each SBU

Toys and Hobby SBU Content SBU

Important CSR
Themes

[ Toys and Hobby SBU j (

FY 2011.3 Activity Report

Important CSR

Themes

[ Content SBU

) (

FY 2011.3 Activity Report

)

P Made self-declaration of compliance with
1SO10002
P Held product safety exhibition

Focusing on safety and
peace of mind

» Enhanced NAMCO BANDAI Games
green procurement criteria and held
seminars for employees

P Monozukuri (manufacturing) criteria
deepened and expanded, extended to
SBUSs, improved in coordination with
changes in green procurement criteria

Environmental consideration
and energy saving

P Formulation of environmentally friendly
guidelines and formulation of
implementation guidelines for
environmental labels
Formulation of environmentally friendly
guideline is currently underway.

P Reduced use of raw materials through
reductions in excess packaging, etc.
Delivery of products that do not use
packaging, such as rental products, in
simple packaging to each company’s
specifications

P For CO2 reduction in all activities and in
all buildings, WarmBiz and other energy
reduction initiatives currently underway

Formulation of appropriate
language expression for content

P Formulation of unified standards for
appropriate language expression for all
content
Start of preparations for January kickoff
at NAMCO BANDAI Games

Focusing on safety and peace of A ._ P Held study a.md training for responding to
mind P8 product accidents
| » Formulated guidelines for buy-sell
products
P Implemented monthly meetings to
exchange information among SBUs
» Act Now for Future Smiles (Publication of
examples of environmental activities)
I » Made presentations about Bandai
Na/ activities at outside seminars
Act Now for Future Smiles _/’\_ » Held Toys and Hobby SBU environmental
project activities on a bimonthly basis
» Implemented revised Law Regarding the
Rationalization of Energy Use and
designated enterprise response
I » Monitoring of ethical express in design
Control of ethical expression in _\./_ revieyv . .
content / products N 4 Corlwtlnuanon of |ndlependenlt control of
ethical expression in Bandai characters /
content
P Implementation of labor standards audits
at all final packaging plants overseas by
Monitoring of labor standards L/ Bandai
auditing related to production at _._ » Presentations regarding Bandai C.O.C.

Bandai (C.O.C. Audits)

at supplier conferences of other
companies

P Presentations regarding Bandai C.O.C.
at the Nippon Foundation / CANPAN

Relationship with suppliers

P Establishment of trusted supply chain
(green procurement criteria, C.O.C.
audits)

Green procurement seminars for
suppliers and renewal of dedicated web
sites for suppliers

P Creation of original carbon calculator for
visual products industry and
collaboration with suppliers
Completed industry-standard carbon
calculator (manufacturing process only /
not including transportation)




Amusement Facility SBU Affiliated Business Company

Important CSR
Themes

[ Amusement Facility SBU ] [

FY 2011.3 Activity Report ]

Important CSR
Themes

[Affiliated Business Company] [

FY 2011.3 Activity Report

)

Initiatives to foster sound sales
areas and to promote social
learning for youth

P “AOU Youth Advisor”
Progress in acquisition of certifications
Number of people who have passed
certification examination: increase of 60
Achievement of goal (total of 360 people)
Registered centers: 171 (increase of 36
centers)
Panel used in centers with certified
employees

g/ - ’
_._ » Company visits, workplace experience
AN

learning

Number of elementary schools and

students who have participated

*NAMCO head office visits: 9 schools,
57 students

eHanayashiki workplace experience:
7 schools, 33 students, performance
activities

ePleasureCast workplace experience:
1 time, visited by 4 kindergartens

[BANDAI LOGIPAL INC., LOGIPAL
EXPRESS INC.]

Safe driving N\
[Artpresto Co., Ltd.]
Strengthened system for handling
personal information, chemical
substance management

[BANDAI LOGIPAL INC., LOGIPAL

EXPRESS INC.]

» Number of accidents involving
commercial vehicles in which company
driver was at fault: 9 accidents

» There were no incidents of major
accidents

[Artpresto Co., Ltd.]

» Implemented procedures to renew
P Mark

» Implemented personal information
training for all employees

P Rigorous chemical substance testing of
products and materials
* Testing of heavy metals, pigments,

phthalates, others

> Green procurement testing,

establishment of designated companies

Determination of environmental Ny
burden data / implementation of =
specific energy reduction methods 4

P Accurate collection of environmental
burden data within the SBU
Through negotiations with owners, data
was acquired, and NAMCO achieved
goal of determining data for 90% of
facilities

P Implementation of energy reduction
initiatives
Implementation of reduced lighting
through the use of LEDs on crane game
*NAMCO, PleasureCast total: 4,484 units
*CO:2 reduction: 1,343 tons of COz,

¥63 million/year

P Implementation of response to Law
Regarding the Rationalization of Energy
Use, global warming countermeasure
regulations
At NAMCO, PleasureCast, NamjaTown

[BANDAI LOGIPAL INC., LOGIPAL
EXPRESS INC ]
Eco-driving

[BANDAI LOGIPAL INC., LOGIPAL
EXPRESS INC.]
P Fuel consumption about the same level
as in the previous year
P Participating in eco-driving contest
All work sites received awards
P Electricity consumption increased

[BANDAI LOGIPAL INC., LOGIPAL \Ng/ )
EXPRESS INC ] —@ - slightly year on year
’ 71\
[Artpresto Co., Ltd.]
Reduced energy consumption at [Artprestg Co., Ltd] L
ek eles P Installation of LED lighting at Komagata
work site
P At Komagata work site, conversion to
low-power-consumption air conditioning
equipment
[Artpresto Co., Ltd.]
» C.0.C. audits: implemented at
[Artpresto Co., Ltd.] Ny ?F::orpfpa?es heve b
Monitoring of labor standards - - 2)0 'C;g:d'on measures have been
auditing (C.0.C. Audiits) /N prop

» Implementation of lectures prior to
audits
» In-person confirmation of audit items

26



Human Resources Related Information

FIGURES FOR THE CORE COMPANY IN EACH SBU (Bandai / NAMCO BANDAI Games / NAMCO)

Number of employees by type of employment (people) Number of employees that took leave for childcare or nursing (people)
FY 2008.3 ‘ FY 2009.3 ‘ FY 2010.3 ‘ FY 2011.3 FY 2008.3 FY 2009.3 FY 2010.3 FY 2011.3
Full-time Male 2,761 2,829 2,999 2,450 ;“ol:';‘ﬁl?é g;rzmp'OyeeS that took leave 62 81 105 94
employees Female 663 695 761 1,183 Number of male employees included | 1 5 1 4
) Male 1,516 1,364 1,331 1,208 Number of employees that took leave 4 3 5 1
Junior to home nurse
employees Female 1,097 986 857 770 Number of male employees included | 1 1 o 0
Contract Male 282 168 187 40 Annual paid leave utilization rate
cEEE Semzle o 2 oz 39 FY 2008.3 ‘ FY 2009.3 ‘ FY 2010.3 ‘ FY 2011.3
Temporary Male 1,061 837 663 569 Annual paid leave utilization rate 43.0% 63.7% 59.5% 60.4%
Bz Female 1,005 798 664 619 Industrial accidents
Male 5,570 5,198 5,130 4,267 FY 2008.3 ‘ FY 2009.3 ‘ FY 2010.3 ‘ FY 2011.3
Female 2,824 2,632 2,334 2,611 Industrial accidents (incidents) 84 94 64 63
Employment rate for people with disabilities (Group total)
FY 2008.3 ‘ FY 2009.3 ‘ FY 2010.3 ‘ FY 2011.3
Number of female managers Employment rate for people with

1.83% 1.74% 1.79% 1.88%

disabilities

FY 2008.3 FY 2009.3 FY 2010.3 FY 2011.3

Female managers (people) | S5 ol n- 4 Overview of systems to promote achievement of work-life balance

Ratio to total employees 0.7% 0.6% 1.0% 1.1% (especially programs that surpass legal requirements)

Number of employees hired after graduation QL ‘ Stz

Can be taken until the end of the fiscal year in which the child turns

FY 2008.3 FY 2009.3 FY 2010.3 FY 2011.3

Childcare leave 18 months old.
Number of employees hired 90 105 105 88 Can be taken until the day the child reaches age two.
TR PR (e ) . Available until the child completes third grade. Includes shorter
Number of female employees Childcare support

88 38 38 30 working hours and exemption from overtime and late night work.

included (people) —
Percent of female included 36.7% 36.2% 36.2% 34.1% Childbirth congratulatory money  gaing with the third child, payment of ¥1 million for each subsequent
from the Group (from October hild. (When chid | . Korl is tak
2011: childbirth/child-rearing child. (When childcare leave of one week or longer is taken, payment
of ¥2 million for each child, starting with the third child.)

Averages support money from the Group)
FY 2008.3 FY 2009.3 FY 2010.3 FY 2011.3 Childbirth leave for male Mlale enjploy.ees can take up to five days of paid leave when their
employees wives give birth.

Average years of 71 75 8.3 8.0 : : : :
continuous service (years) : : : : Flex time system Normal working hours are determined not on a daily basis but
""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""" on a monthly basis.

Averageage(years) ,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,, 368 372 777777777777777777777 380 380 Up to two days per year. (Children’s school entrance ceremonies,
Average annual income 6.994 6.630 6127 5882 Family support leave kindergarten graduation ceremonies, birthdays of first-degree

(thousand yen) relatives, etc.)

The specific details of these systems vary for each company.




Environment-Related Information

CO2 emission volume and reduction ratio by SBU

Emission volume

(t-CO2)

Reduction % change in

FY 2011.3 compared with

FY 2009.3 | FY 2010.3 | FY 2011.3| FY 2010.3 | FY 2009.3

Toys and

10,723 10,449 10,156 - 3% - 5%
Hobby SBU 0 °
Content

9,420 8,457 7,911 - 6% - 16%

SBU
Amusement 88,947 80,137 68,944 —-14% -22%
Facility SBU ' ' '
Affiliated
Business 1,778 1,694 1,560 -8% -12%
Companies
NAMCO
BANDAI 165 248 227 -8% +38%
Holdings Inc.
Total 111,033 100,985 88,798 - 12% -20%

NAMCO BANDAI Holdings Inc. changed its location, leading to changes in results.

Environmental management scope:
» All Group companies

Scope of collection of environmental performance data:
» All consolidated Group companies
(excluding affiliates accounted for by the equity method)

Management standard:
» Emissions volume

Overview of environmental performance data for FY 2011.3

Measured items Unit Sl AL nglsl:i:esi
SBU Facility SBU c .
ompanies
From use of company W
. vehicles
Cesaie . o 0 12 37 0 59
0 11 0 3 63
1 1 1 27
Kerosene* K 0 SN . R
1 5 12 18
From use of company W R T A 88 | 901
) vehicles (diesel vehicles) 0 0 919 980
Diesel fuel 0 0 0 20
Other* M R e el bbb e S e e
0 0 2 45
0 0 0 32
Fuel | Heavy oil A* Ve USROS 00000000 (OSNOSO:O0 IOSSRS OO HESSORRO -08
0 0 0 4
Patroleum L|que|f|ed Otherfthan from 0 25 0 29
gas* petroleum | USe Of COMPANY | b -
gas (LPG) | vehicles* 0 12 0 17
From use of .9 0| 78690 | 73690
3
| Other cemeEIy ul
Combustile| M | ericies 0 0 69,179 69,179
natural §aS | natural gas Other , 15,924 0 0 15,924
er m |
15,924 0 0 15,924
Tap water used m® CO0ES a0l
Water | Hot spring water used m®
3
e m 36,092 252,050 354,202
Electricity* _ 15124195 | 163,183,306 | 8,928,705 | 203,159,661
Sy 15,073,603 | 150,677,515 | 3,955120 | 190,949,426
City gas* e (201031 13,141 | 53204 | 536,260 | 2,080616 | 202 | 2,683,513
Y9 447070 | 1,567,805 193 | 2,074,481
. . “ ISR Lo 6425464 | 0 | | 6,425,464
Steam (industrial use) MJ 0 o o o
Other - : « [ ) 1909861 | 0 | 1,909,561
fuels Steam (excluding industrial use) MJ o 1900561 0 1909561
Hot water* B s Y L B N 328603 | 4| 0| 323,607
294,066 14 0 294,080
. |y 3008 221419 o 0 2,173,143 | 8,289,554 | 0 | 10,684,116
ORI Ve M 2349959 | 8,288,683 0 | 10,859,051
Ner-inslusi wesa K 154,614 | 1432536 | 167,786 | 2,148,718
Y 1,286,080 191,050 1,995,188
waste | Industrial waste kg 2
) 49,440 | 335,256
Recycling volume ko 99,685 74,817 4,198 895,120
Phot K ....r8b04 | 2r21s | 18,000 | 188,169
LI [P E 48,130 22,992 19,957 171,007

In accordance with the Law Regarding the Rationalization of Energy Use, the BANDAI NAMCO Group calculates CO2 emissions from the items marked “*” in the table above.
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Corporate Governance and Compliance

Corporate Governance Compliance

.}

Policies / Basic Approach

Our highest management priority is the provision of benefits to all of our stakeholders, who support our
business activities. We believe that to achieve ongoing growth in enterprise value over the long term, the
continuous enhancement of corporate governance is an important management issue. The Group aims
to be a corporate group that is trusted by society and that makes an ongoing contribution to society.
While striving to raise management soundness, transparency, and efficiency, we will build a corporate
governance system that facilitates rapid information disclosure.

Corporate Governance System

NAMCO BANDAI Holdings is working to enhance management oversight. As of June 20, 2011, the Com-
pany had nine directors, including three outside directors. Moreover, to respond rapidly to changes in the
management environment and to further clarify the responsibilities of directors, the term of directors has
been set at one year or less.

General Meeting of Shareholders

Appointment / Appointment / Account Appointment /
Dismissal Dismissal Auditing / Dismissal
Reports on
Board of Directors Auditing Board of Statutory Auditors Results
9 directors (o?viaaoi?;%wa?;gﬁ?sr?de Independent Auditors
(of whom 3 are outside directors) statutory auditors) Dismissal
Appointment /
Dismissal /
s o
upervision Auditing
Representative Director Personnel Committee
Reports
Directions | | Reports Cooperation Committees

Directions

SBU Monthly Report Meeting

Group Management Meeting

Group CSR

Group CSR Committee Subcommittee

Internal Auditing Division
Reports
Group Risk Compliance Committee
Group Information Security Committee

Support Auditing

Content Business

Strategy Meeting

Internal Control Committee

Policy Directions Reports

) . J

L

L.

L

Policies / Basic Approach

As “The Leading Innovator in Global Entertainment,” the BANDAI NAMCO Group has clarified its thinking
on compliance and takes steps to make its Group companies fully aware of these thoughts. Based on the
recognition that the important components of a company’s mission include strict compliance with the
laws in every country and region where it does business and the pursuit of profit through fair competition,
in April 2007, we formulated the BANDAI NAMCO Group Compliance Charter, and we announced the
BANDAI NAMCO Group Declaration of Compliance in line with that Charter.

Developing Compliance Awareness

The BANDAI NAMCO Group has formulated the BANDAI NAMCO Group Compliance Charter, which
outlines eight categories of pledges that must be followed by all Group officers and employees in con-
ducting business activities. To facilitate the daily implementation of the Charter at all Group companies,
we published the BANDAI NAMCO Group Compliance Handbook and distributed it to all Group officers
and employees. In FY 2011.3, we offered two e-learning ses-

sions based on the BANDAI NAMCO Group Compliance

Handbook. These sessions, which were targeted at all Group

officers and employees, were completed by a total of 12,000

people. Moreover, each Group company implemented its own

company-specific compliance training. Moving forward, we will

conduct periodic training to continue to develop compliance

awareness and further enhance our compliance system.

Risk Management

Recognizing the importance of risk management for the continuity of sound business operations, the
BANDAI NAMCO Group has formulated the Group Risk Compliance Regulations as guidelines for the
actions to be taken by each Group officer or employee in the event of a crisis. Moreover, we have estab-
lished the Group Risk Compliance Committee, which is chaired by the President of NAMCO BANDAI
Holdings. This committee is working to enhance our system for identifying risks, preventing the risks from
materializing, and responding promptly in the event of a crisis. When noncompliance is identified in a
Group company, the compliance committee of that company reports the incident to the Group Risk
Compliance Committee based on the Group Risk Compliance Regulations. Moving forward, we will con-
tinue striving to correctly identify the social trends of the times and to strengthen our risk management
system to ensure prompt and appropriate responses to a range of management risks.

Establishing and Operating a Whistleblowing System

All BANDAI NAMCO Group companies have formulated internal regulations and have established and
operate whistleblowing systems. In the event that an employee detects noncompliance, they should
discuss the matter with their manager or, through the whistleblowing system, report it to a representative
director, external corporate lawyer, in-house consulting department, or the auditors. In accordance with
the Whistleblower Protection Act, measures are taken to ensure that whistleblowers do not receive disad-
vantageous treatment as a result of their actions. If an incident of noncompliance is revealed under the
whistleblowing system, appropriate measures are implemented in accordance with the compliance regu-
lations of the respective company.



Corporate Information / Notice

Corporate Data (as of March 31, 2011) CSR Report 2011 Web Version

Provides details of specific social and environmental issues in addition to the
information reported in this booklet.

Corporate Name Number of Group Employees
NAMCO BANDAI Holdings Inc. 7,075

Number of Consolidated Subsidiaries
77 subsidiaries
7 equity-method affiliates

Head Office
NAMCO BANDAI Mirai Kenkyusho, 4-5-15,
Higashi-Shinagawa, Shinagawa-ku,
Tokyo 140-8590, Japan

Net Sales / Operating Income (¥ billion)
Capital
¥10 billion 500 459.1  460.4

42.2 426.3 385 3941 B
. . 334
Main Business
Planning and execution of medium- and long- 22.3
term management strategies for the BANDAI 163
NAMCO Group; provision of support for business 18
strategy implementation by Group companies -
b il v « : ° 08.3 09.3 11.3

FY 07.3 10.3

[T Net Sales (Left)
W Operating Income (Right)

and management of business activities.

Notice
On behalf of everyone at BANDAI NAMCO, | extend our heartfelt sympathy to all those who have suffered from the
Great East Japan Earthquake, as well as offer our prayers for the earliest recovery.

The Group is implementing a variety of support activities, such as sending donations and supplies to the disas-
ter-stricken areas. Moving forward, the Group will do everything in its power to support reconstruction measures.

<Major Support Activities (as of the end of July 2011)>

+ Donated ¥100 million through the Japanese Red Cross Society.

- Donated about 21,300 units of Bandai toys and children’s clothing through the Japan Toy Association.

- Through the Bandai Foundation, BANDAI AMERICA INC. donated US$134,400 to the American Red Cross.

- Through the following activities, donated a total of ¥45,378,042 through the Japanese Red Cross Society
(Donations from officers and employees of Group companies / Revenues from the use of Taiko Drum Master game
machines at NAMCO amusement facilities and collection of donations at facilities / a portion of entrance fees at
Asakusa Hanayashiki, which is operated by Hanayashiki Co., Ltd. / Collection of donations by Lantis Co., Ltd.)

In addition, a variety of other activities are being conducted. These include sponsoring the reading of a picture book—The bears’
school—by Group company Charaken Co., Ltd., and the donation of video products by Bandai Visual Co., Ltd.

WEB Version (Japanese)

Detailed activity report
http://www.bandainamco.co.jp/social/
index.html

Booklet Version
The special feature focuses on key
examples of activities

The popular bears’ school series of picture
books from Charaken tells the story of the
daily lives of Jackie, a young girl bear cub, and
her 11 brothers. The idea of “valuing a casual
day of fun” is in accord with our CSR activities,
and with Jackie as the central character, we
are broadly leveraging our CSR concept of
“Fun for the future!”

©BANDAT

Guidelines Referred to:
GRI (Global Reporting Initiative)
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