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1. FY2010.3 Results

BANDAI NAMCO Group

Transition of Results

)
( ! O]

billion yen

FY2007.3 FY2008.3 FY2009.3 FY2010.3
Net Sales 459.1 460.4 426.3 378.5
[Operating [ 022 334 2231 18]
| Income O\ ]
Recurring 45.6 36.1 24.5 1.9
| Income ]
Net Income 24.2 32.6 11.8 -29.9
Capital 20.3 19.7 14.6 11.5
| Expenditures | ]
Depreciation 21.2 24.7 22.5 18.9
[R&D | 2.1 49 338 385
Investments
Advertising 31.0 30.5 28.4 29.5
| Expenses o\ ]
Personnel 36.0 37.2 35.0 39.2
Expenses
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Business Segments
billion yen
FY2009.3 FY2010.3 YOY
Net Sales 165.7 148.8 -16.9
TOyS & HObby ....................................................................................................................................
oP 11.5 10.7 -0.8
Net Sales 149.8 137.5 -12.3
Game COntentS ....................................................................................................................................
oP 11.6 -6.8 -18.4
Visual & Music Net Sales 34.6 29.2 -5.4
Content ....................................................................................................................................
oP 0 -0.8 -0.8
Amusement Net Sales 77.2 65.3 -11.9
Faciliny | o 03 02 ......................... _01
Net Sales 19.0 17.4 -1.6
Other — frer b
oP 0.5 0.3 -0.2
o Net Sales -20.1 -19.8 +0.3
Ellmlnatlon ....................................................................................................................................
oP -1.7 -1.8 -0.1
Consolidated Net Sales 426.3 378.5 -47.8
oP 22.3 1.8 -20.5

BANDAI NAMCO Group

Business Segments s

Main Points

Japan: Performed well, especially ||Japan: Small and midsize titles
in established character toys struggled.
and cards.

Overseas: Struggled particularly
in the United States.

Worldwide: Poor performance
except for TEKKEN 6.

Visual & Music Content Amusement Facility

Visual package software sales Weak performance overall, despite
declined with the sluggish a recovering trend in existing store
DVD market. sales through the year-end.

BANDAI NAMCO Group
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BANDA
Regional Segments @)
billion yen
FY2009.3 FY2010.3 YOY
External 319.5 286.2 -33.3
Japan  |. oY USSR I
oP 15.8 5.5 -10.3
External 483 202 19.1
Americas  |........ SIS e e
op 0.8 3.3 -4.1
External 45.0 459 +0.9
Europe ... i OO OSSR IS
op 6.2 -0.3 -6.5
External 13.5 17.1 +3.6
Asia | Sates
oP 2.2 2.7 +0.5
Elimination External — = —_
......... Sales ke
oP -2.9 -2.7 +0.2
Consolidated E’gtelmal 426.3 378.5 -47.8
e —_ e

BANDAI NAMCO Group
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Extraordinary Losses, etc. s
billion yen
FY2010.3
Main Extraordinary Losses
Net Sales 378.5 . . g
Special retirement expenses due to the review
Operating 1.8 of the personnel structure ¥1.9 bn.
lncom? Loss on the closure of amusement facilities
l}ecumng 1.9 and others ¥ 5.5 bn.
ncome . .
: Impairment loss on goodwill for some
Extraordinary -21.2H subsidiaries ¥ 12.7 bn.
Income/Loss
Income before -19.3
Income Taxes
Ilnetprins Tess 10.4 N Withdrawal of a fixed amount from deferred
tax assets ¥ 4 bn.
Net Income 299

BANDAI NAMCO Group
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2. BANDAI NAMCO Group
Restart Plan

BANDAI NAMCO Group

Mid-term Business Plan

2006 2008 2009 2011 2012
Previous Plan Current Plan
Completed development Developing a g]oba] Substantial growth in

of our management base. global market.

base for growth.

Mid-term Business Plan starting FY2016.3

[ Medium to Long-term Group Vision ]
Globally Recognized
Entertainment Group

Operating Income:¥100 bn.

Overseas Sales Ratio:50%
ROE:More than 10%

BANDAI NAMCO Group




Current Analysis =

billion yen

FY2007.3 FY2008.3 FY2009.3 FY2010.3
Net Sales 459.1 460.4 426.3 378.5
[ Operating 220 334 230 1.8]
[ Income )\ Ll
Recurring 45.6 36.1 245 1.9
[ Income V]
Net Income 242 32.6 11.8 -29.9
Net Sales Operating Income
426.] ¢ 81.9 42.2
378.3 334 4
223 ‘ 40.4
1.8
1
FY07.3 FY08.3 FY09.3 FY10.3 FY07.3 FY08.3 FY09.3 FY10.3

BANDAI NAMCO Group

Restart Plan e

Transforming into a speedy Group

Improving profitability and
strengthening financial standing

BANDAI NAMCO Group



Transforming into a speedy Group

(1) Review of Group structure

(~Mar. 2010‘ (Apr. 2010~ ‘
BANDAI BANDAI
NAMCO NAMCO

Affiliated Group | Affiliated Group |
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Transforming into a speedy Group

(2) Stronger links between the holding company and
business companies

Representatives of SBU core BANDAI
companies plan to concurrently serve QLYY
as directors of the holding company. I
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Improving profitability and g
strengthening financial standing

Cost reduction effects in FY2011.3

Cost reduction due to the review of Group ¥ 3 billion

personnel structure

Reduction in amortization of goodwill ¥ 2.5 billion

Others (overhauling indirect operations, etc) ¥ 1 billion
Total ¥ 6.5 billion

BANDAI NAMCO Group
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3. FY2011.3 Plan
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FY2011.3 Plan

BANDZ
(‘\\ co

billion yen

FY2010.3 FY20103 FY2011.3 FY2011.3 Full Year
. : 1st Half Full Year YOY
1st Half Full Year
Plan Plan

Net Sales 172.7 378.5 175.0 400.0 +21.5
[Operating | 26 8 a0 1o +9.2 ]
| Income ]
Recurring -2.8 1.9 -1.0 : 10.5 +8.6
[ Income | e
Net Income -6.0 -299 -3.5 4.5 +34.4
Capital 5.5 11.5 7.0 15.0 +3.5
| Expenditures ) ]
Depreciation 8.8 18.9 10.0 20.0 +1.1
[R&D [ 2040 385 200 400| +1.5]

Investments

Adpvertising 13.3 29.5 14.5 32.0 +2.5
| Expenses (i ]
Personnel 19.8 : 39.2 18.5 37.0 2.2

Expenses

BANDAI NAMCO Group

° > ’\
FY2011.3 Plan (by Business) ey
billion yen
: FY2011.3 FY2011.3 Full Year
FY2010.3 1+ FY2010.3 1 5yspoie Full Year | YOY
IstHalf : Full Year
: Plan Plan
Toys& | Netsels 66.7 1488 68.0  155.0 +6.2
Hobby oP 3.7 10.7 2.5 9.5 -1.2
. Net Sales 726  166.7 77.0 186.5 +19.8
t t ............................................ e [ B
omen op 64T 3.0 3.5 +11.2
Amusement | Net Sales 33.7: 65.3 32.0 63.0 -2.3
Facility
Other
Elimination
Consolidated
*FY2010.3 results for “Content” is the simple sum ;)fthc “Game Contents” and “Visual & Audio Content.”

BANDAI NAMCO Group




FY2011.3 Plan (by Region)

(;u»l‘
O ]

billion yen

paoos pvaoios | SRS ver | Moy
: Plan Plan
External Sales 136.5 292.0
Japan [ e D o
) External Sales 14.0 43.0
Amerlcas ,,,,,,,,, OP -20 ................ -0.5
External Sales 16.5 47.5
Europe ,,,,,,,,, OP -1.5 .........................
) External Sales 8.0 17.5
Asia | R e s E o
Elimination External Sales —_ —_ —_ —_ —_
,,,,,,,,, R _15_27 s S
Consolidated | External Sales 172.7 378.5 175.0 400.0 +21.5
,,,,,,,,, — -2618 e

BANDAI NAMCO Group
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Toys and Hobby

BANDAI
NAMCO
billion yen
FY2009.3 FY2010.3 FY2011.3 (Plan)
1st Half Full Year 15t Half Full Year 1st Half Full Year
Net Sales 73.2 165.7 66.7 148.8 68.0 155.0
Operating | - 44 ns| 37107 250 93]
Income
OP 6.0%: 7.0% 5.6%: 7.2% 3.7%: 6.1%
margin : : :

Main Strategies
g Building a dominant No.1 position in Japan

o Developing a global business base for growth

BANDAI NAMCO Group

BAN
NAMCO

ToyS and HObby Building a dominant No.1 position in Japan

Established character toys
performed well !

Kamen Rider W Heart Catch
Pretty Cure !

Strong links among categories

Ex.) Expansion of the Goseiger card

TR

o - DATA CARDDASS
Main Product YOY

P otion thrgugh
y o 0 . .
Sales: 110% Main rroauct ielewswﬁ
% YOY Sales: 150% programs/products e
RERAI Bundling with products Candy Toy
® ¢
iemict' DATA CARDDASS Plus 2
i F Kamen Rider Ganbaride Tilmflv(lydmerclllandising Apparel
" 250 9, —Mar inked to television :
YOY 2502 (Jan. —Mar.) St Insertion of cards

_ BANDAI NAMCO Group



Expanding Target Customers(”

ToyS and HObby Building a dominant No.1 position in Japan

Elementary school

(40’S~Male

, boys .-
Infants ﬁﬁﬁﬁ =

Good start supported by promotions
through television, magazines, events, etc.

A sales target of 5 million units by fiscal year
end = Looks likely to be achieved earlier

\_ than expected. /| Apollo for adults
035 7 10 12 15 20 30 40 50 L

\

\

Pre school

; Targetlng elementary school boys and broader

uapirq-f

Intensive improvement of store
\ by introducing exclusive equipment.

BANDAI NAMCO Group

T0yS and HObby Developing a global business base for growth

» Expanding target
for boys customers
(Girls’ Toy a ) Pre-school Toy
w (
pebie Fireats ot I [PIO]G/O|Y]
aa) gi 5

Restoring the North American region

Mainly action figure toys

Learning Through Laughter ™

e e = |
T 20 =
Cooking toy Fashion toy
.
(Boys’ Toy
Radio Control

BANDAI NAMCO Group
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ToyS and HObby Developing a global business base for growth

Efforts to create new IP and

expand regions

in Poland

( Boys’ toy in US

q BEN 16 New Series’

Establishment of sales company

*Developing direct marketing systems
in Eastern Europe, where market
growth is anticipated in the future.

= -

Establishment of sales

company in Mexico

* Marketing will start in
FY2011.3.

*Over the medium term,
marketing will be expanded
into Central and South
America.

2 [

Vs

- Boys’ toy 1n Europé
.. ARMOURON |

(UK
Won Best New
4 Toys 2010 !!

Girls’ toy 1n Europe
“Pop pixie
o

| toy in Europe
Tinga Tinga Tales

13



Content

billion yen

FY2009.3 FY2010.3 FY2011.3 (Plan)
I Half : Full Year | 1 Half : Full Year | 1%Half ' Full Year
Net Sales 77.6 184.5 72.6 166.7 77.0 186.5
Operating | 1 16| 64 1T 30035
Income : :
OP 1.5%: 6.3% - - - 1.9%
margin : : :

*FY2009.3 & FY2010.3 results are the simple sum of the “Game Contents” and “Visual & Audio Content.”
Main Strategies

oMaximizing content value

oDeveloping a global base for growth

BANDAI NAMCO Group

Content Maximizing content value

4 N\
<
Game Visual & Music Content SBU
Contents Conltent
——
EdEAld = < © :
2121215 BEEE Production Group
12 |2 | GRS
BNl - » 3
E|g oz BEEERE Contents
ACREREN & : o Conference —_—
21212 [ ¢
21817 |2 e 8 . .
=
S5 [ NES Publisher Function
= BE
o,
=

\ Worldwide Customers )

BANDAI NAMCO Group
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Content Maximizing content value

Responding to business
models that accommodate
diverse platforms.

Content Maximizing content value BANDA

New Business Model Tales of Vesperia
Video software &

a‘free PS3 download
= " ’f\ -

8 theatres
37K visitors

sales of software Macross Frontier (movie ver.)

imme(.iiate}y after Visual software bundled with
movie release. = > game software.
Ranked No.1 on the 2 TN V?
Oricon Weekly Rankings R Ty y
in the first week after
release !

Total sales of 160K units ) o
in BD&DVD.! On-line distribution

Ranked top in all-time.on-line W3
distributionatthe-Play Station Store ! — m

BANDAI NAMCO Group




Content Developing a global base for growth

Existing franchise titles

+ New franchise title

_ LT % sttt
N [

Sales totaled 600K units
within 50 days of launch!
Will be released in overseas, too.
Explore worldwide
as a new franchise!

BANDAI NAMCO Group

Content Developing a global base for growth

New titles (FY2011.3)

The Fallen Realm

Title Name Platform | Region mf;“si‘;’;s
SPLATTER HOUSE )55336'0 v:z::' 1,000K
Majin (Tentative name) ;:336'0 “\;Oi(ril:' 1,000K
CLASH OF THE TITANS ;38336'0 “\;/Oi(ri]:- 700K

Plans to launch several _|

other big titles.
BANDAI NAMCO Group
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Content Maximizing content value

Arcade Game Machines
Strengthening merchandising in Asia

New Outlets for Contents _
Establishment of

Proviing contents for iPad NAMCO BANDAI Live Creative

BANDAI NAMCO Group

Content Maximizing content value

Strong business partner Strong content revived with
Business advisory agreement  the 30th anniversary of
with Mr. Avi Arad the creation of Pac-man

BANDAI NAMCO Group
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Amusement Facility

billion yen

FY2009.3 FY2010.3 FY2011.3 (Plan)
I**Half : Full Year | 1 Half : Full Year | 1% Half @ Full Year
Net Sales 40.5 77.2 33.7¢ 65.3 320 63.0
[Operating | ifé';' """"" 03] Lo 02| (0 I ¥
Income : : :
OoP. 2. 5% 0.5% 3. 1% 0.4% 3.1%: 1.6%
margin
Main Strategies Domestic existing store sales (YOY)

. . epege . 1st Half | 2nd Half | Full Year
oDifferentiated facilities with

a competitive edge FY09.3 | 872% | 862%| 86.7%

glncreasing profitability by FY103 | 89.7% | 93.0%| 91.2%
efficient operations

FY11.3 100% 100% 100%
Plan

BANDAI NAMCO Group

Amusement Facility

BANDAI
NAMCO

Differentiated facilities with a competitive edge NAMCO Namjatown
Popular character

events

Enhanced merchandising by capitalizing on
the Group s strength in characters.

Tamagotchi Idol Park ULTRA HEROS
Character package-type play zones will be set up at 27 facilities.

Thomas Town
Shinmisato

‘ Big hit with
iy f. queues of people.

Wonderpark Heros’ Base

Periodical renewal to
maintain freshness.

Bolstering profitability by improving efficiency in Japan and overseas.

Increasing profitability by efficient operations

BANDAI NAMCO Group
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Medium to Long-term Group Vision

Globally Recognized

Entertainment Group

BANDAI NAMCO Grou

BANDAI
NAMCO

Note on Projections

This document contains forward-looking statements and information related to the BANDAI NAMCO Group that
are based on our knowledge as well as various assumptions made on the basis of information currently available.
The words “forecast,” “plan,” “target,” “estimation,” “projection,” “intend,” “will” and similar expressions, as
related to the Group, are intended to identify forward-looking statements and information. Actual results could
differ materially from those projected in such forward-looking statements.
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T LR A -ADK- HIB ©BANDAI 2008

©2009 FiFR7 T LI H - ADK - Bl OABC LT =A—
©BANDAI 2008, 2009 ©20107 L L4 H « HBLAG « B | H < SHBLAG « 3B OBANDAI 2010
©BANDAI 2010 ©R7ptt 771l 7L —~ LA - TMS-NTV ©BANDAI 2009 (C) RDF.Media Ltd/Armouron Ltd 2010.
©filif 474X TM&OCartoon Network 2010 Rainbow S :
M and © Tiger Aspect Productions Limited /Classic Media Distribution Limited 2010 ©2005 Zinkia Entertainment S.L..
A2 ©2009 NBGL/TOV Project  Original Character Design OFESSHEST ©1994-2009 NBGI ©1995-2008NBGI
© 2009 £y 7N BT 70 AFBEE RS © 2009 NBGI
ACE COMBAT Xi Skies of Incursion ©2009 NBGI ©GeoEye ©JAPAN SPACE IMAGING CORPORATION.
All trademarks and copyrights associated with the manufacturers, aircraft, models, trade names, brands and visual images depicted
in this game are the property of their respective owners, and used with such permissions. Powered by
“CRIWARE mobile”. CRIWARE is a trademark of CRI Middleware Co., Ltd. ©/3—RAZ7% /st HMT = A— a1 ©2008 NBGI
© Michiharu Kusunoki/Kodansha Ltd. Al rights reserved.

Based on the original comics “Wangan Midnight” created by Michiharu Kusunoki, serialized in Kodansha’s “Young Magazine” since
1992. © 2003 - 2010 NAMCO BANDAI Games Inc.All trademarks and copyrights associated with the manufacturers, cars,
models, trade names, brands and visual images depicted in this game are the property of their respective owners. Al rights reserved.
QLD EF=EeD % ©2009 NBGI ©2000-2009 NBGI ©fifhi - 254 X ©filidh - 274 X+ fif 1 ik
©Majin and the Forsaken Kingdon ©2010 NAMCO BANDAI Games Inc. ©2010 NBGI
CLASH OF THE TITANS and all related characters and elements are trademarks of and © Turner Entertainment Co. WBIE LOGO,

WB Shield: ™ & © Warner Bros. Entertainment Inc
©NBGI ©2009 NBGI ©BANDAI*WiZ,/ TV TOKYO+2009Team/=£=> 5TV OF 4712
B/ kL 7 DT L E R > ©12009 ' — 2 BEZR 2 ©2009 Gullane (Thomas) Limited ©2¢F55HK /IS RERs R EZ O 22
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Tinga Tinga Tale
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