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nransition of Results

billion yen
FY2010.3 FY2011.3 FY2012.3| FY2013.3
[Operating | 18]  163| = 346]  48.6|
| Income ]
Recurring 1.9 16.3 34.9 49.9
| Income ]
Net Income -299 18 193 323
Capital 11.5 10.7 12.8 18.5
| Expenditures ]
Depreciation 18.9 18.0 18.1 20.4
[ReD 385 40.1] 411 431
Investments
Advertising 29.5 28.7 33.3 32.6
| Expenses | ]
Personnel 39.2 40.3 43.5 45.7
Expenses

Results by, Segment

billion yen

FY2012.3 FY2013.3 YOY
Toys and Hobby e eS| 17790 1r2.9 -5.0
OoP 16.1 11.2 -4.9
Content  |.NetSales [ 22550 2635 . +38.(
OoP 17.0 36.4 +19.4
Amusement | NetSalesf —  61.0] 601 09
Facility OP 2.3 1.6 -0.7
others | NetSales | 274\ 25.7 LT
OoP 2.0 1.6 -0.4
Corporate and| NetSalesf -37.8) 83 +2.3
Elimination oP -29 2.4 +0.5
Consolidated | Net Sales 454.2 487.2 +33.(
........... or | e ame T A




Resultshy Region

BANDAI
NAMCO

billion yen

FY2012.3 FY2013.3 YOY
External Sale 378.3 406.1 +27.9
Japan |- o g | il
) External Sale 24.3 33.6 +9.3
Amerlcas ........... O P -2.8 ............................. 0.7 ........................ +3.5
External Sale 33.3 28.2 -5.1
Europe ........... o P -1.7 ........................... -0.5 ........................ +1.2
Asig | Edemalsaley a8y A8 *+1.0
oP 3.2 1.8 -14
Corporate and| External Saley B 3 R o
Elimination op 2.4 -3.2 -0.8
Consolidated | External Sale 454.2 487.2 +33.(
........... gp | g g

* Figures are estimates based on management acegunti

Tiransition off Results

Net Sales . Operating
bili Record-high Income
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=Y2014. 31 Plan

EY2014:3/Plan

billion yen
: FY2014.3 | FY2014.3 YOY
FY2013.3 | FY2013.3 :

15t Half Full Year 15|; :—:rl]lf Fuglg(r?ar (Full Year)

Net Sales 222.6 487.2 218.0 480.0 -7.2

Operating 27.7 48.6 18.0 40.0 -8.6

| Income ]

Recurring 28.0 49.9 18.0 40.0 -9.9

| ncome ]

Net Income 17.3 32.3 11.5 26.0 -6.3

Capital | 7.5 18.5 8.0 215 +3.0

| Expenditures | ]

Depreciation 8.5 20.4 9.0 215 +1.1

(R&D T 04 431 210 4300 - -0.1
Investments :

Advertising 14.3 32.6 16.0 34.0 +1.4

| Expenses ]

Personnel 20.9: 45.7 22.0 44.5 -1.2
Expenses :




EY2014.3/Plan

Growth in Global Market

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

| nvestments for future growth
(for mid- to long-term)

Streamline and promote
structural reformsfor further growth

20143 Plan GG

Net Sales Operating Incomp
(billion yen) (billion yen)

- >/

2007.3 2008.3 2009.3 2010.3 2011.3 2012.3 2013.3 2014.3 2015.3

Aim to reach new record highs
In net sales and oper ating income




Y2014, 31 Plan oy Segment

BANDAI
NAMCO

billion yen

FY2013.3 Fyo133| Fr20143 FYa0A3)  voy
1stHalf Full Year Bl EEE (Full Year)
Toysand | NetSales 804 1729 800 1800 +7.]
Hobby oP 6.4 11.2 Akl 13.0 +1.8
content | NetSales| 116.6 2638 1130 250.0  -13.8
oP 20.1 36.4 14.0: 28.0 -8.4
Amusement| NetSales)  29.8  60.1 300  60.0 -0.1
Py o 1.05 ............... Tl i S 04
othere | NetSdles) 128 257 110  240[  -17
oP 1.2 1.6 0.5 1.0 -0.6
Corporate | Net Sales -17.2: -35.3 -16.0 -34.0 +1.3
E"malﬂgtlon OP .................... -11 ............... -24 ............ _20 ............. _40_16
Consolidated Net Sales|  222.6 487.4 218.0 480.0 -7.2
RN R Sgg Aa A T S R o

billion yen

FY2013.3 Fy2013.3| FY20143 FY2014.3|  yoy

1S'Half. - Full Yeair 1% Half - Full Year (Full Year)
: Plan Plan

Toysand | NetSales) =~ 804  172.9 = 800 180.0 +7]
Hobby oP 6.4 11.2 4.5 13.0 +1.8
Content | NEtSales|  116.6 2638 1137  250.0  -13.8
oP 20.1: 36.4 y 8.0 -8.4
Articaman + Net Sales 29.8 60.1 N -0.1

Toys and Hobby

sales

Boost expenses for promotion and
advertising for expanding market share
*Overseas:Improve profitability in the US and Europe

[ «In Japan:Weak yen to increase production costs;

[ «In Japan and overseas: Launch of new IPs to increztse




Y2014, 31 Plan oy Segment

billion yen

FY2013.3| Fy2013.3| FY2014.3 FY2014.3

1st Half Full Year 15;‘;?]” FuII:!I;(r?ar (FJI?(Lar)

Toysand | NetSales 804 1729 800 1800 +7.]

Hobby OoP 6.4 11.2 Akl 13.0 +1.8
Content | NetSales| 116.6 2638 1130 250.0  -13.
oP 20.1 36.4 14.0. 28.0 -8.
Amusement| Net Sales|  29.8 601 3"T " 60.0[ 0.1

| Content
*SNS: Sales and earnings plan prepared in anticipafio

market stabilization and new title schedule
" «Visual and Music : Sales and earnings plan prepaasdd on title lineup
*Home video game :15 month accounting period overseprevious year to be
| considered for Y/Y comparison
*Overall : Assumed based on an increase in investraad advertising

expenditures for new IPs and strategic items

Y2014, 31 Plan oy Segment

billion yen

FY2013.3 Fy2o133| Fr20143 FYa0A3)  voy
1st Half Full Year Pla% uplar?ar (Full Year)
Toysand | NetSales ~~ 80.4 ~ 172.9 =~ 800 180.0 - 7.1
Hobby oP 6.4 11.2 45 13.0 +1.8
Content | NetSales|  116.6 2633 1130  250.0|  -13.
oP 20.1: 36.4 14.0: 28.0 -8.4
Amusementl NetSales]  29.8  60.1  30.0  60.0 0.4
Loveily R BT P — o s o o
Net Sales 12.8: 25.7 11~ 24.0 -1.7
thP.I’R .................................... PP PP rEN e L - | S e

| Amusement facility

*Business performance assumed to be unchangedtieom t
preceding year amidst the unclear environment

*Foster new businesses

L «Promote structural reforms for the future




EY2014.3 Plan by Regien

'BANDAI
NAMCO

billion yen

FY2013.3 Fy2013.3| FY20143 FY2014.3| G5y
1ot Half  Full Year 15;,:1?]" Fuglg(r?ar (Full Year)
Japan | TSy 1893 4064 1860 ~397.00 9.1
opP 28.1: 49.8 20.9 40.7 9.1
Americas | Ces®ey 130 33 110 300,  -3.6
oP 0.2 0.7 -0.7 0.8 +0.1
Europe |To™ ey L7 28.28 20 BENSLS| W +3.3
op 00 05 05 08 13
) External Saleg 8.4 19.1 9.0 21.5 +2.4
As|a ......... OP ........................ 1.01.8 ............... 0.3 ............... 1.2 _0.6
Corporate | External Sales - - - - -
Ellmalﬂgtlon ......... OP ...................... -1.8-3.2-2.0 ............. -3.5 -0.3
Consolidated External Sales 222.6 487 .2 218.0 480.0 -7.2
......... R T T

* Figures are estimates based on management aaegunti

EY2014.3
MainiStrategiesi by, SBIL

BANDAI
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position in Japan
Strengthen long-established IPs

Implement active measuresto achieve an overwhelming No. 1

Launch new IPs aatégic items

businesses
Review the management structure

Dispatch personnel with good
capability in character
mer chandising from Japan
Promote a unified brand
management strategy in
the US and Europe

Strengthen | Ps
POWER RANGERS

PAC-MAN

Promote a group-
wide campaign

Attain populity in
conjunction with cards

Rebuild the US and Europe Expand business in-

Asla

Extend Japan-originated business
activities simultaneously in Asia

Products for
older consumers

Plastic model




Content SBU

Continue the strategy based on IP as an axis

Home video game software

= e = .
. s .—, Focuson popular lineup

% and well-received | P titles
: both in Japan and
~ 1 overseas

® 4 .

Maximize | P value with the use of abundant channels

Content SBU

Continue the strategy based on IP as an axis

Network content Visual and Music content

L CD unitsfor
pachinko and
pachi-slot

Aim to secur e stable performance

Maximize | P value with the use of abundant channels

10



Content SBU

Develop and attain a new business model

Combine sales of
packaged software

with etwork SIS ahilize earnings continuously

through use of the network

Createtitlesonly for
download sale

Download salesin addition Precedence free
to package sales distribution

Content SBU

L aunch new strong IPsin the US and Europe

Commence broadcasts of the program

,\ I\ 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

L ots of licensed goodsto be mar keted

SELET

) BAMES "
LT

gRac iy e B/ R

e

ﬁMHg;
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Amusement FaCHitSBUN )

Strengthen collaborations with partnersto implement the strategy
based on IP asan axis

Create a new character event

Develop the theme park
shop in a speedy manner

businessinto a new core
business

Promote structural reform to streamline business
Improvetherevenue basein preparation for the

consumption tax increase

EY2014.3/Plan

Growth in Global Market

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

| nvestments for future growth
(for mid- to long-term)

Streamline and promote
structural reformsfor further growth

12
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Note on Projections

This document contains forward-looking statementsiaformation related to the BANDAI
NAMCO Group that are based on our knowledge as agellarious assumptions made on the
basis of information currently available. The wotfisecast,” “plan,” “target,” “estimation,”
“projection,” “intend,” “will” and similar expressionsas related to the Group, are intended to
identify forward-looking statements and informatiéwtual results could differ materially from
those projected in such forward-looking statements
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