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Transition of Results ¢

billion yen

=4

FY2009.3 FY2010.3 FY2011.3 FY2012.3

Net Sales 426.3 378.5 394.1 454.2
e T T S
ncome” | 23| id 163
B acur

ncome” | sisd DO i 163
Net Income 11.8 -29.9 1.8 19.3
Capital

Ependiwres | il I wesid R 0.7 129
Depreciation 22.5 18.9 18.0 18.1
D Y P R L
Investments 33.8 38.5 40.1 41.1
Advertisi

Expenses” | 84 29.5| 257 N
P |

Srsonnel 35.0 39.2 40.3 435




Progress and results by segment

Key Points

Toys & Hobby ' T4

Japan performing well

Mainly established character toys
and cards

Overseas on the way to
recovery L
POWER RANGERS: Good start ! '

Japan performing well

) : g s _
Mainly arcade game machine, prize,
video game software, visual package software,
and network content

Overseas on the way to =~ G
recovery ST

Restructuring to prepare for the new ™
Mid-term Plan

Amusement Facility

Differentiated stores performing well
Existing store sales YOY (Japan): 100.1%

billion yen
FY2012.3 FY2012.3
Initial Plan Results
Net Sales 400.0 454.2
Operating Income 16.5 34.6
Recurring Income 16.5 34.9
Net Income 8.0 19.3




Results by Segment

billion yen

FY2011.3 FY2012.3 YOY
Toys and Hobby | oLoMeS | 1583 L0 t19.6
OP 13.8 16.1 +2.3
content | NetSales | 1799 225.5| +45.6
OP 3.0 17.0 +14.0
Amusement | NetSales | 623| 610/ ~~-13
Facility oP 1.7 2.3 +0.6
others | NetSales | . 185 24| +8.9
OP 0.8 2.0 +1.2
Corporateand | NetSales f 249 578 o -129
Elimination OP 3.1 -29 +0.2
Consolidated |- N et Sales ............................ 3 941 ...................... 4542 .................... +601 .
OP 16.3 34.6 +18.3




Results by Region =)

billion yen

FY2011.3 FY2012.3 YOY
Japan External Sales 312.3 378.3 +66.0
P op 235 38.3 +14.8
America External Sales 28.0 24 .3 -3.7
I ....................................................................................................................................
> op 56 28 2.8
EUrope External Sales 37.0 33.3 -3.7
_ External Sales 16.7 18.1 +1.4
As|a ....................................................................................................................................
OP 2.4 3.2 +0.8
Corporate and External Sales — —_— —
Elimination | g | : 27 .......................... _24 ....................... +03
_ External Sales 394.1 454 .2 +60.1
consolidated oo S T T T
OP 16.3 34.6 +18.3

* Figures are estimates based on management accounting.
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FY2013.3 Plan Caanmes

billion yen

FY2012.3 | Fy2o123 | FY20183  FY20183 1 yoy
1 Half  Full Year | Halt FURYeAr o ey vear)
Net Sales 1942 4542 200.0  440.0 -14.2
[Operating @ | 405 A S
ncome . | Li A SIS S
Recurrin : ;
ncome | 159 ARSI Y
Net Income 8.0: 19.3 7.5 1/7.5 -1.8
Capital :
Expenditures | 03 L8 Sl 1
Depreciation 8.3 18.1 8.5 18.5 +0.4
R&D | 4aA A A S B
&b 190 411 190 380 31
Advertisin :
Expenses | neililRead @200 R
Personnel : :
el 208 435/ 210 420  -15




~
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FY2013.3 Plan by Segment (
billion yen

FY2012.3 | Fy2012.3 | FY2018.3 FY2013.31 4y
1 Half  Full Year | ToHalt FUL Y| ) veqr)
Toysand | NetSales | 8l.6 1r79| 780 1700)  -79
Hobby OP 8.9 : 16.1 6.5 15.0 -1.1
content | Nersales | 867 2255/ 950 2200 55
op 53 17,0 70 160 ‘1.0
Amusement | Net Sales 31.3 61.0 305 60.0 -1.0
pusement || S5 s - [ o |
oere | NetSales | 1151 274\ 110  250|  -24
op 10 20 0.5 1.0 1.0
Corporate | NetSales |  -169 ~ -378| -145  -35.0| +2.8
Elimination opP -1.5: -2.9 2.0 -3.5 -0.6
Consolidated NetSaIes ............ 1 94245422000 ........ 4400 ............... _142
OP 15.7 34.6 13.5 30.0 -4.6




FY2013.3 Plan by Region

(

billion yen

=4

FY2012.3 FY2012.3 | FY2013.3 FY2013.3 YOY

1st Half . Full Year 1stHalf Plan  Full Year Plan (FuII Year)
Japan  |[Eeemeisdes) 1652 3783|NNN1665 RNSSHO| 213
OP 19.2: 38.3 13.9 29.8 -8.5

. External Sales 8.7 : 24.3 13.5 36.0 +11.7
Amencas OP _23 ............... _28 ................. 03 ................... 1 5 .................. + 43
Europe | Clemalseles| 118 %83 125 0 %20] 13
OP -15: -1.7 0.3 0.5 +2.2

. External Sales 8.3 18.1 75 15.0 31
As|a OP ......................... 17 ................ 32 ................. 05 ................... 1 2 ................... _20
Corporate External Sales —_ —_ —_ —_ —_
Ellrr?irr]]%tlon OP -12 ................. -24 ................ -15 -30 -06
_ External Sales 194.2 454.2 200.0 - 440.0 -14.2
Consohdated .................................................................................................................................................
OP 15.7 34.6 13.5 30.0 -4.6

* Figures are estimates based on management accounting.
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Mid-term Vision

Empower  Gain Momentum  Accelerate

Evolution
Achi 4 orofit Implement a Enhance our IP value
chieve record profits.|  4.6\yth strategy. business model.
Operating Income Net Sales Acquire 30 million
¥42.5 billion ¥480 billion BANDAI NAMCO
Achieve record profits. Growth to generate ID members.
record sales. Enhancement of
\_ J\ I\ our IP model. )




Numerical Targets
FY 2015.3 Targets

~

Net Sales

480 billion yen

J
~N

SEEEULER 42 5 pillion yen
Income

BANDAI
NAMCO

Billion yen

10%

Jpper Cell i NetSales | Fy2012.3 | FY2015.3
orercelOpEE | Results | Targets
Toysand | 177y 2200
Hobby 16.1 22.
225.5 220.
Amusement 61.0 70.
O — e 5
27.4 25.
Others | 20 ............... 13
Corporateand | -37.8 =55
Elimination 29 4
. 454.2 4.80.
Consolidated  Looooooood
34.6 42.




Mid-term Plan: Focus Strategies S

: - Amusement
(1) Business Area Strategies Toys and Hobby o Focilts
S

Q Achieve profitable Toys & Hobby ontent (Japan) W Amusement

(Japan) Arcade game, SNS, Facility
Visual & Music (Japan)

expansion in basic
business area.

| Profit Recovering Area

29| Recover low-profit and Video Game
" : : Toys & Hobby

loss-making businesses.

0ss-making businesses e Software

(Worldwide)

¢

B

K78 New Growth Area

< | Create and develop

new growth ar

(2) Functional Strategies

Group-wide Network Strategy * ;;;, |

Toys & Hobby ll Arcade Game ARUSETIE

Facility
(Asia)
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Toys and Hobby

billion yen

FY2011.3 FY2012.3 FY2013.3 (Plan)

1stHalf : Full Year | 1stHalf : Full Year | 1stHalf : Full Year
Net Sales 722 1583 81.6:  177.9 780 1700
Coperating | o0 aaal  Taa el ae aeg
| heome’ | e T W s e SO g s
OP Margin (%) 9.8%  8.7% 11.0%  9.1% 8.3%  8.8%

True globalization:
Become “the premier company”

In the character business
by spreading our
strength globally.

Focus Strategies

Carry out integrated brand management of

the U.S. and

simultaneousl

Europe.

Conduct Japan-originated business activities

y in Asia.

Become overwhelming No. 1 in Japan.

Enhance competitiveness through value chain reform.




Toys and Hobby

Become overwhelming No. 1 in Japan.

BANDAI
NAMCO

= Age0O 3 5 7 12 15 20 30 40
M

Strengthen toys for pre-school boys and girls.

Strengthen card products.

Kamen Rider maintaining popularity.
Power Rangers starting well.
Pretty Cure toys selling through 200% YOY.

1
]
T . mmid

| 4 | - )
L

Keeping high market share and

[
£ ]

it e g
7 OEE—F—2 =S oK
T e - .
.

introducing new IPs.

o " -
£

Expand share for infants.  Gain No.1 share for

elementary school boys.

Starting special show
for adults




Toys and Hobby SRt <

' O-tilizinghj resources.and
developing and selling new toys
with global market In mind.

~Concentrate develcpment and
marketlng resources in the U.S.

POWER RANGERS
SUPER SAMURAI :
Good Start !




TOyS an d Hobby Conduct Japan-originated business

activities simultaneously in Asia.

Information delivery

Delivering information directly by internet and events.

GUNDAM INFO.(Multi-languages)  Base for information delivery:
G A, “Gundam Front Tokyo”

[ L

GLIM DR

Product sales
Internet sales

Started in HK and China from April.




billion yen

FY2011.3 FY2012.3 FY2013.3 (Plan)
1stHalf : Full Year | 1stHalf : Full Year | 1stHalf : Full Year
Net Sales 714 179.9 86.7 2255 950: 2200
Coperating | o e aal T e el T T A
| heome’ | s T W S e S i T
OP Margin (%) — 1.7% 6.2%  7.5% 74%  1.3%

Become the No. 1
Content Company in Japan
& borderless development:

Offer our customers any genre of content
such as games, visual and music content,

and also

deliver them overseas.

usine

Focus Strateqgies

Reconstruct existing business:
Strategy of achieving No. 1 share.

Maximize business integration

IP as an axis.

Form a network strategy scheme.




Conte nt Reconstruct existing business:

Strategy of achieving No. 1 share.

Arcade game machines Prize

Established + New series Expanding new distributions.
Accelerate expansion into Asia.

2.0

Visual package software Network content

BRITPRESTD
s
PRIZE

Established + New IPs : : BNDeNA'’s
R Tie-up with 1st content.
other categories. ZEEESERY Expanding
' online games.

*ﬁ‘ﬂi 11[};5} B | Aoy febaz) Aok | d22
' l Registered members for SNS: over 20 million.



Maximize business integration
Content :

using IP as an axis.

AP Established NAMCO BANDAI Studios

NAMCO Clarification of responsibility
and authority.

BANDAI NAMCO Studios

Improving .
development skills. Motivating creators.
Speeding-up.

Creating strong
original IPs.

——
Strengthening IP-axis strategy.

-



Content

Home Video Game Software

Concentrate development function in Japan

Selection and concentration of game titles

Rate of unprofitable titles
FY2010.3: 50% — FY2012.3: 27%

Restructuring of US&EU organization

FY2012.3: First step completed.
— Improve profitability by continuous
restructuring and streamlining.

Franchise titles in FY2013.3

Title Name Sales Plan

TEKKEN TAG More than
TOURNAMENT 2 2 million units
Soul Calibur V(US) 650K units
BEN10 400K units
NARUTO(US) 300K units

% Sales in Japan & EU of Soul Callbur V and NARUTO
were recorded in FY2012.3. =W

Coping with the diversification of user needs.

Hybrld package
g Free content with item charge




Amusement Facility

billion yen

“Become an overwhelming
leader in the market:

Strive to obtain 300% customer satisfaction

and 30% market share”

Advance marketing

Develop models to

FY2011.3 FY2012.3 FY2013.3 (Plan)
1stHalf : Full Year | 1stHalf : Full Year | 1stHalf : Full Year
Net Sales 31.6: 62.3 31.3: 61.0 30.5: 60.0
CToperating | 4e aql T e LT e,
_____ ncome” | 5 ir 18 23 15 15
OP Margin (%) 4.8%  2.9% 6.0%  3.9% 4.9%  2.5%
Focus Strategies

by customer segment.

Establish chain store management.

utilize IP at facilities.

Explore overseas markets.



Amusement Facility Ao

Differentiated facilities unique to BANDAI NAMCO

i i1, - T _
| m—

Introducing New Power Rangers series Popular character events at NAMCO
for character-package corner. NAMJA TOWN.

Existing store sales YOY (Japan .. .
] (apan) Expansion into Asla
1sthalf | 2nd half Full

vear || Planning to open |

FY20133 | 100% | 100% | 100% _several f_aC|I|t|es
Plan In the mid-term.

FY2012.3 103% 97% 100%
Results

AT




Mid-term Vision 3

. ACCELERATE EVOLUTION

=%

= " GAIN MOMENTUM

BN

L EMPOWER




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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