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Transition of ResultsTransition of Results

FY2010.3 FY2011.3 FY2012.3 FY2013.3

Net Sales 378.5 394.1 454.2 487.2

Operating  
Income

1.8 16.3 34.6 48.6

Recurring 
Income

1.9 16.3 34.9 49.9

Net Income -29.9 1.8 19.3 32.3

Capital  
Expenditures

11.5 10.7 12.8 18.5

Depreciation 18.9 18.0 18.1 20.4

R&D 
Investments

38.5 40.1 41.1 43.1

Advertising 
Expenses

29.5 28.7 33.3 32.6

Personnel 
Expenses

39.2 40.3 43.5 45.7

billion yen

Results by SegmentResults by Segment

FY2012.3 FY2013.3 YOY

Toys and Hobby
Net Sales 177.9 172.9 -5.0

OP 16.1 11.2 -4.9

Content
Net Sales 225.5 263.5 +38.0

OP 17.0 36.4 +19.4

Amusement 
Facility

Net Sales 61.0 60.1 -0.9
OP 2.3 1.6 -0.7

Others
Net Sales 27.4 25.7 -1.7

OP 2.0 1.6 -0.4

Corporate and 
Elimination

Net Sales -37.8 -35.3 +2.5
OP -2.9 -2.4 +0.5

Consolidated Net Sales 454.2 487.2 +33.0
OP 34.6 48.6 +14.0

billion yen
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Results by RegionResults by Region

FY2012.3 FY2013.3 YOY

Japan
External Sales 378.3 406.1 +27.8

OP 38.3 49.8 +11.5

Americas
External Sales 24.3 33.6 +9.3

OP -2.8 0.7 +3.5

Europe
External Sales 33.3 28.2 -5.1

OP -1.7 -0.5 +1.2

Asia
External Sales 18.1 19.1 +1.0

OP 3.2 1.8 -1.4

Corporate and 
Elimination

External Sales - - -
OP -2.4 -3.2 -0.8

Consolidated External Sales 454.2 487.2 +33.0
OP 34.6 48.6 +14.0

billion yen

* Figures are estimates based on management accounting. 
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FY2014.3 PlanFY2014.3 Plan

FY2014.3 PlanFY2014.3 Plan

FY2013.3
1st Half

FY2013.3
Full Year

FY2014.3
1st Half 

Plan

FY2014.3
Full Year 

Plan

YOY
(Full Year)

Net Sales 222.6 487.2 218.0 480.0 -7.2
Operating  
Income

27.7 48.6 18.0 40.0 -8.6

Recurring 
Income

28.0 49.9 18.0 40.0 -9.9

Net Income 17.3 32.3 11.5 26.0 -6.3
Capital  
Expenditures

7.5 18.5 8.0 21.5 +3.0

Depreciation 8.5 20.4 9.0 21.5 +1.1
R&D 
Investments

20.4 43.1 21.0 43.0 -0.1

Advertising 
Expenses

14.3 32.6 16.0 34.0 +1.4

Personnel 
Expenses

20.9 45.7 22.0 44.5 -1.2

billion yen
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Growth in Global Market

FY2014.3 positioned as a "key year" driving 
mid- to long-term business growth

Investments for future growth
(for mid- to long-term )

Streamline and promote 
structural reforms for further growth

FY2014.3 PlanFY2014.3 Plan
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FY2013.3
1st Half

FY2013.3
Full Year

FY2014.3
1st Half 

Plan

FY2014.3
Full Year 

Plan

YOY
(Full Year)

Toys and 
Hobby

Net Sales 80.4 172.9 80.0 180.0 +7.1
OP 6.4 11.2 4.5 13.0 +1.8

Content
Net Sales 116.6 263.5 113.0 250.0 -13.5

OP 20.1 36.4 14.0 28.0 -8.4

Amusement 
Facility

Net Sales 29.8 60.1 30.0 60.0 -0.1
OP 1.0 1.6 1.0 2.0 +0.4

Others
Net Sales 12.8 25.7 11.0 24.0 -1.7

OP 1.2 1.6 0.5 1.0 -0.6
Corporate 

and 
Elimination

Net Sales -17.2 -35.3 -16.0 -34.0 +1.3
OP -1.1 -2.4 -2.0 -4.0 -1.6

Consolidated Net Sales 222.6 487.2 218.0 480.0 -7.2
OP 27.7 48.6 18.0 40.0 -8.6

FY2014.3 Plan by SegmentFY2014.3 Plan by Segment
billion yen

FY2013.3
1st Half

FY2013.3
Full Year

FY2014.3
1st Half 

Plan

FY2014.3
Full Year 

Plan

YOY
(Full Year)

Toys and 
Hobby

Net Sales 80.4 172.9 80.0 180.0 +7.1
OP 6.4 11.2 4.5 13.0 +1.8

Content
Net Sales 116.6 263.5 113.0 250.0 -13.5

OP 20.1 36.4 14.0 28.0 -8.4

Amusement 
Facility

Net Sales 29.8 60.1 30.0 60.0 -0.1
OP 1.0 1.6 1.0 2.0 +0.4

Others
Net Sales 12.8 25.7 11.0 24.0 -1.7

OP 1.2 1.6 0.5 1.0 -0.6

Corporate 
and 

Elimination

Net Sales -17.2 -35.3 -16.0 -34.0

OP -１.１ -2.4 -2.0 -4.0

Consolidated Net Sales
222.6 487.2 218.0 480.0 -7.2

OP
27.7 48.6 18.0 40.0 -8.6

FY2014.3 Plan by SegmentFY2014.3 Plan by Segment
billion yen

Toys and Hobby
・In Japan and overseas: Launch of new IPs to increase net

sales
・In Japan:Weak yen to increase production costs;   
Boost expenses for promotion and 
advertising for expanding market share
・Overseas:Improve profitability in the US and Europe
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FY2013.3
1st Half

FY2013.3
Full Year

FY2014.3
1st Half 

Plan

FY2014.3
Full Year 

Plan

YOY
(Full Year)

Toys and 
Hobby

Net Sales 80.4 172.9 80.0 180.0 +7.1
OP 6.4 11.2 4.5 13.0 +1.8

Content
Net Sales 116.6 263.5 113.0 250.0 -13.5

OP 20.1 36.4 14.0 28.0 -8.4

Amusement 
Facility

Net Sales 29.8 60.1 30.0 60.0 -0.1
OP 1.0 1.6 1.0 2.0 +0.4

Others
Net Sales 12.8 25.7 11.0 24.0 -1.7

OP 1.2 1.6 0.5 1.0 -0.6

Corporate 
and 

Elimination

Net Sales -17.2 -35.3 -16.0 -34.0

OP -１.１ -2.4 -2.0 -4.0

Consolidated Net Sales
222.6 487.2 218.0 480.0 -7.2

OP
27.7 48.6 18.0 40.0 -8.6

FY2014.3 Plan by SegmentFY2014.3 Plan by Segment
billion yen

Content
・・・・SNS: Sales and earnings plan prepared in anticipation of 

market  stabilization and new title schedule 
・Visual and Music : Sales and earnings plan prepared based on title lineup 
・Home video game :15 month accounting period overseas in previous year to be
considered for Y/Y comparison
・Overall : Assumed based on an increase in investment  and advertising   
expenditures for new IPs and strategic items

FY2013.3
1st Half

FY2013.3
Full Year

FY2014.3
1st Half 

Plan

FY2014.3
Full Year 

Plan

YOY
(Full Year)

Toys and 
Hobby

Net Sales 80.4 172.9 80.0 180.0 +7.1
OP 6.4 11.2 4.5 13.0 +1.8

Content
Net Sales 116.6 263.5 113.0 250.0 -13.5

OP 20.1 36.4 14.0 28.0 -8.4

Amusement 
Facility

Net Sales 29.8 60.1 30.0 60.0 -0.1
OP 1.0 1.6 1.0 2.0 +0.4

Others
Net Sales 12.8 25.7 11.0 24.0 -1.7

OP 1.2 1.6 0.5 1.0 -0.6

Corporate 
and 

Elimination

Net Sales -17.2 -35.3 -16.0 -34.0

OP -１.１ -2.4 -2.0 -4.0

Consolidated Net Sales
222.6 487.2 218.0 480.0 -7.2

OP
27.7 48.6 18.0 40.0 -8.6

FY2014.3 Plan by SegmentFY2014.3 Plan by Segment
billion yen

Amusement facility
・・・・Business performance assumed to be unchanged from the 

preceding year amidst the unclear environment 
・Foster new businesses 
・Promote structural reforms for the future
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中期計画初年度の成果

FY2013.3
1st Half

FY2013.3
Full Year

FY2014.3
1st Half 

Plan

FY2014.3
Full Year 

Plan

YOY
(Full Year)

Japan
External Sales 189.3 406.1 186.0 397.0 -9.1

OP 28.1 49.8 20.9 40.7 -9.1

Americas
External Sales 13.0 33.6 11.0 30.0 -3.6

OP 0.2 0.7 -0.7 0.8 +0.1

Europe
External Sales 11.7 28.2 12.0 31.5 +3.3

OP 0.0 -0.5 -0.5 0.8 -1.3

Asia
External Sales 8.4 19.1 9.0 21.5 +2.4

OP 1.0 1.8 0.3 1.2 -0.6
Corporate 

and 
Elimination

External Sales - - - - -
OP -1.8 -3.2 -2.0 -3.5 -0.3

Consolidated External Sales 222.6 487.2 218.0 480.0 -7.2
OP 27.7 48.6 18.0 40.0 -8.6

FY2014.3 Plan by RegionFY2014.3 Plan by Region
billion yen

* Figures are estimates based on management accounting. 

FY2014.3
Main Strategies by SBUs
FY2014.3
Main Strategies by SBUs
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中期計画初年度の成果
Toys and Hobby SBUToys and Hobby SBU
Implement active measures to achieve an overwhelming No. 1 
position in Japan

Strengthen long-established IPs Launch new IPs and strategic items

Foster new IPs

Rebuild the US and Europe 
businesses
Review the management structure Extend Japan-originated business 

activities simultaneously in Asia

Expand business in 
Asia

Strengthen IPs
POWER RANGERS

PAC-MAN

Dispatch personnel with good 
capability in character 

merchandising from Japan

Promote a unified brand 
management strategy in 

the US and Europe

Attain popularity in 
conjunction with cards

Promote a group-
wide campaign

Plastic model
Products for 
older consumers

Card business

Toys and Hobby SBUToys and Hobby SBU
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Continue the strategy based on IP as an axis

Home video game software

Arcade game machines

Maximize IP value with the use of abundant channels

Focus on popular lineup 
and well-received IP titles 
both in Japan and 
overseas

Content SBUContent SBU

Prizes

Network content Visual and Music content

LCD units for 
pachinko and 
pachi-slot

Continue the strategy based on IP as an axis

Maximize IP value with the use of abundant channels

Aim to secure stable performance

Content SBUContent SBU
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中期計画初年度の成果

Develop and attain a new business model

Combine sales of 
packaged software 
with network sales Stabilize earnings continuously 

through use of the network

Create titles only for 
download sale

Precedence free 
distribution

Download sales in addition 
to package sales

Content SBUContent SBU

中期計画初年度の成果

Launch new strong IPs in the US and Europe
Commence broadcasts of the program 

in North America from June 2013

This program to be broadcast by more than 20 
stations around the world

BANDAI NAMCO Group 
to take a proactive stance

Lots of licensed goods to be marketed

Content SBUContent SBU
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中期計画初年度の成果

Strengthen collaborations with partners to implement the strategy 
based on IP as an axis
Create a new character event 
shop in a speedy manner

Promote structural reform to streamline business
Improve the revenue base in preparation for the 
consumption tax increase

Develop the theme park 
business into a new core
business

Amusement Facility SBUAmusement Facility SBU

Growth in Global Market

FY2014.3 positioned as a "key year" driving 
mid- to long-term business growth

Investments for future growth
(for mid- to long-term )

Streamline and promote 
structural reforms for further growth

FY2014.3 PlanFY2014.3 Plan
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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

©2012 NAMCO BANDAI Games Inc.

©2013テレビ朝日・東映AG・東映 ©2012石森プロ・テレビ朝日・ADK・東映,

©ABC・東映アニメーション ©SUNRISE/BANDAI,DENTSU,TV TOKYO

ⒸDisney/Pixar ©円谷プロ ©2012 SCG Power Ranger LLC.

©荒木飛呂彦&LUCKY LAND COMMUNICATIONS/集英社 ©2013NBGI

©創通・サンライズ ©創通・サンライズ・ＭＢＳ (C) 2012 NAMCO BANDAI Games Inc.

©Nintendo Licensed by Nintendo ©NBGI Ⓒバードスタジオ／集英社・フジテレビ・東映アニメーション Ⓒ2012BANPRESTO CO.,LTD.ALL RIGHTS RESERVED. ©創通・サンライズ

©尾田栄一郎/集英社・フジテレビ・東映アニメーション ©NBGI ©窪岡俊之 ©2013NBGI

©NBGI/PROJECT ｉM@S （ｃ）士郎正宗・ＰｒｏｄｕｃｔｉｏｎＩ.Ｇ／講談社・「攻殻機動隊ＡＲＩＳＥ」製作委員会 ©2013 プロジェクトラブライブ！ ©2012 宇宙戦艦ヤマト2199 製作委員会

©創通・サンライズ

©SUNRISE/BANDAI,DENTSU,TV TOKYO ©いのまたむつみ ©藤島康介 ©NBGI

©尾田栄一郎/集英社・フジテレビ・東映アニメーション ©バードスタジオ/集英社・東映アニメーション

©岸本斉史 スコット/集英社・テレビ東京・ぴえろ © NAMCO LIMITED


