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lloday SpEresentation
Results in FY2015.3

Review of Current Mid-term Plan:
April 2012 to March 2015

Overview of New Mid-term Plan:
April 2015 to March 2018

e Direction of new Mid-term Plan
* New Mid-term Vision
* New organizational framework
* Three-year numerical plan
 Focusing strategies
* Three-year numerical targets by segment

Capital Policy
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RESUISHN tHEFtsNine Months of thelFiscal Years S ( ganea
billion yen
FY2014.3 FY2015.3 YOY
First nine First nine Full- First ni
months Full-year months fg . e():/aesatr r:gnﬂ:?e Full-year
Net Sales 368.1 507.6 409.1 520.0 +41.0 +12.4
Operating Income 42.7 44.6 47.6 50.0 +4.9 +5.4
Recurring Income | . 456  414| 502| 520| +4.6 +4.6
""" Netincome | 297|  250|  319| 300 +2.2 +5.0
Capital Investments 16.8 23.4 15.4 18.0 -1.4 -5.4
| Depreciation 15.0 21.7 67| 230 +1.7 +1.3
(R&D Investments | 69| 518 384 480 +15 3.8
Advertisi

______ Epenses. | 248| 380] 278] 380] 435 @ 0
Personnel Expenses 34.6 47.7 36.7 48.0 +2.1 0.3
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RESUltSoyasCgment CRAMS

Top row: Segment sales/Bottom row: Segment income billion yen
FY2014.3 FY2015.3 YOY
First nine Full-vear First nine Full-year First nine Full-vear
months y months forecast months y
136.5 186.3 179.1 210.0 +42.6 +23.7
Toys and Hobby  |---------—-—q-mm oo b
11.6 10.5 194 16.0 +7.8 +5.5
197.7 278.4 195.9 270.0 -1.8 -8.4
Content = p----mmmm oo oo oo oo b oo oo oo o
32.5 37.2 28.3 35.0 -4.2 -2.2
B} 43.0 58.2 41.0 58.0 -2.0 -0.2
Amusement Facilityf------------------mmmro oo b
-0.6 -0.8 -0.8 -0.5 -0.2 +0.3
20.3 217.3 20.7 25.0 +0.4 -2.3
Other oo b
1.5 1.6 1.5 1.5 +0 -0.1
Corporateand | | 290 A2 cerl) 30| 19 194
Elimination 2.2 3.8 0.8 2.0 +1.4 +1.8
_ 368.1 507.6 409.1 520.0 +41.0 +12.4
Consolidated  f--------m oo oo b
42.7 44.6 47.6 50.0 +4.9 +5.4
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Top row: Segment sales/Bottom row: Segment income billion yen
FY2014.3 FY2015.3 YOY
: : First nine Full-year First nine
First nine months Full-year months forecast months Full-year
136.5 186.3 179.1 210.0 +42.6 +23.7
11.6 10.5 19.4 16.0 +7.8 +5.5
Tﬁysbabnd Japan: Favorable results by Yokai Watch and by established IP such as
obby Mobile Suit Gundam
U.S.&EU: Contributions made by Power Rangers and BIG HERO 6,
but challenging conditions overall
Asia: Favorable, centered on plastic models and collectable products
197.7 278.4 195.9 270.0 -1.8 -8.4
32.5 37.2 28.3 35.0 -4.2 -2.2
Content
- Continued favorable results by key titles in Network Content
- Favorable coordinated development between visual products and music,
with IP as an axis (Love Live! School idol project, etc.)
43.0 58.2 41.0 58.0 -2.0 -0.2
Amusement -0.6 -0.8 -0.8 -0.5 -0.2 +0.3
Facility
Initiatives implemented after moving to the new system are starting to produce results,
but overall conditions are challenging.
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and a consolidated dividend payout ratio of 30%
Achieve current Mid-term plan
+ BANDAI NAMCO 10-year anniversary

Interim diyi_dend: ¥12 Year-end Total - ¥52
dividend: ¥40

e — —— — — — — — — — — — —— — —— — —— — — — — —— — — — — — — —— — — — — — — — —— —— — — —

— =)
billion yen
FY2014.3 FUATIS YOY
forecast

Net Sales 507.6 520.0 +12.4

Operating Income 44.6 50.0 +5.4

Recurring Income 47.4 52.0 +4.6

Net Income 25.0 30.0 +5.0

Dividends | Maintain a base level of annual dividend payments of ¥24 per share |
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Reﬁiew ofiCurrent Mid=termiPlan

BANDAI
NAMCO




BANDAI
NAMCO

billion yen
Net sales Operating income
500 - 50
400 - 40
300 - 30
200 - 20
100 - 10

0 I | 0

2006

2007

2008

2009 2010 2011 2012 2013 2014
forecast

Restart Plan Current mid-term plan

|P axis strategy has become a pillar for the Group



Corporate Dreams, Fun and Inspiration
SflleNoJolg)YAl 10 become the Leading Innovator in Global Entertainment

. ‘ . 4
Mid-term - S
Vision = m . m
Strive to achieve d Implementing growth Enhance our business model to
record profit strategy maximize our IP value /
-g= \
Toys and Hobby Content AM Facility

Basic Business Area
Toys and Hobby oz AM Facility
[Japan] Arcade games/ [Japan)

BUSineSS NE/Visual&Music

Area . Profit Recoverlng oy ] (4l Video Game
E o Area [ ] Software
Strategies [S—— BEEL [Worldwide]
« | New GrOWth Area Toys and Hobby Arcade Games AM Facility
f :SE) [Asia] SE)

* NE : Network
* AM : Amusement
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Functional .
Strategies ¢ Y |Groupwide Network Strategy




underi@urrent Mid-termiblan:

Business growth in Japan

Create and foster original IP

Create new business pillars

Network content Live events

Toys and hobby business: Expanding range of
customers and implementing business model
that extends across operations

Establishing
dominant No. 1

Achieving profit recovery and growth in home
video game software and in visual
and music content through the IP axis strategy

—avorable growth in Asia E

Business development initiatives linked with Japan
+ initiatives carefully aligned with regional characteristics


http://www.google.co.jp/url?url=http://loveca.jp/%25E3%2580%2590%25E3%2583%25A9%25E3%2583%2596%25E3%2583%25A9%25E3%2582%25A4%25E3%2583%2596%25EF%25BC%2581%25E3%2580%2591%25E6%259C%25AC%25E6%2597%25A5%25E3%2582%2588%25E3%2582%258A%25E3%2582%25A4%25E3%2582%25AA%25E3%2583%25B3%25E3%2581%25AB%25E3%2581%25A6%25E3%2580%258E%25E3%2582%25AD%25E3%2583%25AA%25E3%2583%25B3%25E3%2583%2595.html&rct=j&frm=1&q=&esrc=s&sa=U&ei=3MHAVKjvLqfMmAWT-oD4DA&ved=0CDgQ9QEwEQ&usg=AFQjCNH-uoSJuhDhtYUEl01k6G4jQGNHUg

Ghallengé under nt Mid-term Business Plan
i 48 T "o

Delay in reforming business in the Americas and Europe

Sales in the billion yen

Americas and Europe Operating income in the
Americas and Europe

100 |- Profit recovery is only at the halfway point | 10

; 11

O T T T T T Il O

2006 2007 2008 2009 2010 2011 - ou Aiming for_ recovery under
1-5 the new Mid-term Plan

Domestic amusement facilities face challenging conditions

Challenging conditions due to changes in market environment,
Increase in consumption tax, etc.

Sales at existing facilities, YOY

100 = = — = = = = = — — — = Through organizational restructuring,
og 95 - strengthened Iinlfs with arcade game
90 - I . L machines and prizes and reevaluated
85 . . . profit structure

2011 2012 2013 2014



BANDAI
NAMCO

INEew Mid-term Plan

- 2015:42=2018°3

2)Vision

1)Direction of new Results of strategy
. implementation
Mid-term plan

3)Three-year

5)Focusing Strategies :
numerical plan

4)New organizational

framework
Explained in numerical order




Consistently achieve e
Sales of ¥500 billion NV e
Operating income of ¥50 billion

Going Concern

Requirements for advancing to the next stage

Further leveraging BANDAI
NAMCQO’s strengths

Targeting high potential areas




Mission

Dreams, Fun and
Inspiration

Vision
To become the leading
Innovator In Global Entertainment

y
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INEWMIASErm) Vision,
N E X T S T A G E build upon current success

Empower and innovate Grow into a global Accelerate evolution
business model company In 1P axis strategy




BANDAI
NAMCO
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Numerical forecast for Numerical plan for
FY2015.3 FY2018.3

¥520 billion ¥600 billion
¥50 billion ¥60 billion
- [




Core company: BANDAI

Network Entertainment SBU

Core Company: BANDAI NAMCO Entertainment
(formerly BANDAI NAMCO Games)

Core Company: BANDAI VISUAL

Affiliated Business Companies




OyerviewioriNew, Mid-termiBlan!

Corporate Dreams, Fun and Inspiration
Philosophy To become the Leading Innovator in Global Entertainment

NEXT STAGE ... oo cces

Mid-term
Vision

Business Region

Accelerate evolution in IP axis strategy Through IP axis strategy, Gain momentum

Cultivate Original Expand Target in global markets
Group IPs

Market Expand in Asia and Japan
Enlarge New IP Collaborate across . :
: Renew in Americas and Europe
Businesses SBUs

Function Empower and innovate business model

through BANDAI NAMCO market advantages
Create and foster the Implement IP axis strategy in
business model new IP business global market

salbalea1s
buisnoo4




NAMCO
NE X ; S ; A G E build upon current success

Strategics

?3’5

Accelerate evolution in IP fostering/creation/ Through IP axis strategy,
IP axis strategy acquisition Gain momentum in global
markets

Cultivate Original Expand Target
Group IPs Market

Expand in Asia and Japan

Renew in Americas and Europe

Enlarge New IP Collaborate across Strengthening
Businesses SBUs collaboration

among businesses

and regions

Create and foster the new IP business

Deepen the current IP business Building foundation for IP axis strategy

Empower and innovate business model
through BANDAI NAMCO market advantages

Deepen the current Create and foster the Implement IP axis strategy in
business model

new IP business global market




Business

Collaborate across SBUs

Cultivate Original Group IPs Expand Target Market

Enlarge New IP Businesses

Diagram of IP axis strategy

y W 1
E >~ J

Enlarge New IP
Businesses

Expand Target
Market

Collaborate across
SBUs

Cultivate Original
Group IPs

Creating IP Maximizing IP value E
Business development aligned with customer needs / market environment

IP : Intellectual Property (characters, content, etc.)



Expand Target Market

Collaborate across SBUs

Cultivate Original Group IPs

BUSIneSSJ @w Strate 2 Enlarge New IP Businesses
Cultivate Original Group IPs

Strengthening creation of IP that originates in products and services
+strategic initiatives

L Strengthening initiatives for IP from Japan,
Increase speed, strengthen originality

the Americas and Europe

Spin off part of Sunrise Strengthening relationships with media licensors in the

Americas and Europe through strategic human
resources

SSUNRISE > (iivi

Older customers

Strategic, aggressive initiatives

Pursuit of
quality
- In-house recruiting system AT
A0—|PEHRF
m%% Original Star-IP Office
Pictures - Collaboration with partner companies
Kids / families *Investing in IP

Providing the ideal
products and services
at the ideal time

¥20.0 billion additional

investment over three years



http://www.sunrise-inc.co.jp/
http://www.google.co.jp/url?url=http://loveca.jp/%25E3%2580%2590%25E9%2580%259F%25E5%25A0%25B1%25E3%2580%2591%25E3%2580%258E%25E7%25A5%259E%25E7%2594%25B0%25E6%2598%258E%25E7%25A5%259E%25E3%2583%25BB%25E7%25A5%259E%25E7%2594%25B0%25E7%25A5%25AD%25E3%2580%258F%25E3%2581%25A8%25E3%2580%258E%25E3%2583%25A9%25E3%2583%2596%25E3%2583%25A9%25E3%2582%25A4%25E3%2583%2596%25EF%25BC%2581.html&rct=j&frm=1&q=&esrc=s&sa=U&ei=d5C4VP_hDcWA8gXP3YLYCQ&ved=0CDgQ9QEwEQ&usg=AFQjCNHenkwzSvjuRTxt-A8OhOp-JFbr-g

Business

Enlarge New IP Businesses

Cultivate Original Group IPs Expand Target Market
Enlarge New IP Businesses Collaborate across SBUs

Expand Target Market

Strengthening production business

Strengthening IP event business
(Live events, live viewings, sales of related
goods, etc.)

Taking on the challenge of new businesses

Implementing amusement facility initiatives
through strengthened Group collaboration

Strengthening internal Group collaboration and considering
new business formats with the addition of new services

Making approaches with “IP + category”
initiatives aimed at target customer groups

Example) Women in their 20s and older

- n
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/
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{ Y

A + Cosmetics » h ﬂ
e ) "ny S

-
o
%,

Collaborate across SBUs

Drawing on BANDAI NAMCQO’s distinctive
capabilities to strengthen collaboration among
businesses

Example)
Rapid growth through
horizontal development in
various businesses from
the point of launch



http://www.bandai.co.jp/character/sailormoon.html

Region

Renew In
Americas and
Europe

Expand in Asia

Record-high sales and Japan

Americas : 52,3 billion yen (FY2008.3)
Europe : 52.7 billion yen (FY2010.3)
Asia : 25.4 billion yen (FY2015.3 forecast)

Aiming for é"'f'thh in global markets through worldwide

expansion of the IP axis strategy



BANDAI
NAMCO

L Gainimomentuminiglobal . p

Renew in Americas and Europe

Expand in Asia and Japan

Japan: Continue strategy of aiming for dominant No. 1 position
Asia: Collaboration with Japan + detailed product promotion in line with
regional characteristics

Sales in Asia in FY2015.3 Sales target for Asia in FY2018.3

e T T gy S
|
|

Major initiatives under current

¥30.0 billion Initiatives coordinated ¥60.0 billion
(including across Asia, including (including
exports) Sahal exports)

|
I
' Mid-term Plan :

Animation video distribution :
Producing large events !
e-commerce !
Regional expansion :

Targeting No. 1 position in Asia, major company names will be unified as
one part of the ALL BANDAI NAMCO system

e ~
BANDAI BANDAI BANDAI BANDAI
BANDAI HONG KONG namco S RAvco S RAVCO
BANDAI SHANGHAI SINGAPORE  KOREA PHILIPPINES
! NAMCO
BANDAI BANDAI BANDAI BANDAI
ASIA NANeS

BANDAI NAMCO ASIA
\_ INDONESIA TAIWAN AUSTRALIA THAILAND y




Region

Expand in Asia and Japan
BANDAI
NAMCO

Renew in Americas and Europe

Regional expansion in Toys and Hobby business  Strengthening network content

s e Establishing new company in China
INDONESIA Expanding area to LU Working with various partners and

ASEAN/Australia SHANGHA| investing aggressively

BANDAI
NAMCO

SINGAPORE

Expanding IP lineup in Toys and Hobby business %

Strengthening established IP (Power Rangers,
KAMEN RIDER) + new IP (Yokai Watch/Aikatsu!, etc.)

Actively producing live events

AINISUNG 102U

L)Lanﬂsﬁesﬂval

FANHA FR ARSI, BB B

Building foundation for overseas development



http://www.lantis.jp/15th/2015/

Region

Expand in Asia and Japan
BANDAI
NAMCO

Renew in Americas and Europe

Renew in Americas and Europe
Implementing aggressive initiatives to strengthen competitiveness

Building foundation for recovery in the Strengthening competitiveness in Toys
Americas and Europe and Hobby business
Increasing efficiency *Further strengthening of Power Rangers

Reevaluating systems
Closing unprofitable bases

*Expanding IP
Organizationa| restructu ring Developing IP to follow Power Rangers
Control by Japan IP acquired this year)

Development: Japan
Sales and Marketing: Americas and Europe
New president at BANDAI America

Full-scale business development initiatives
at Network Content SBU ‘

Initiatives leveraging popular - Strengthening sales capabilities

existing IP - Collaboration among SBUs

Strategic development of local IP

ADoKV PAT
Thm i



Function

Create and foster the Implement IP axis strategy in
new IP business global market

Create and foster the new IP business Implement IP axis strategy in global market

Distributing Japanese animation content

New IP businesses that
throughout the world

leverage BANDAI NAMCOQO'’s unique
capabilities

Fusion of digital and real

o
s |
1 ) o

Real / Network distribution of Japanesé animation content

network thro the world
nsortium Japan Inc.)

S

Digital /

uoisn4

network

Game content Amusement facilities
Network content Theme parks Increasing awareness and popularity of Japanese

Amusement machines IP facilities/events animation content in countries around the world

Aiming for the creation of entirely
Building the environment/foundation for the IP axis

new facilities that fuse the digital : .
. strategy in countries around the world

and real worlds, launch cross-divisional
projects Implement IP axis strategy

in global market
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INImercalliargets «

Net Sales 520.0 530.0 560.0 600.0
Operating Income 50.0 45.0 50.0 60.0
T T 210.0 210.0 230.0 250.0
0Ys and HoLbY 16.0 15.0 16.0 18.0
N— 295.0 300.0 310.0 320.0
Entertainment 28.5 25.0 28.0 35.0
Visual and Music 40.0 35.0 40.0 45.0
Production 7.0 7.0 7.5 8.0
- 25.0 28.0 30.0 32.0
ther 15 1.0 1.0 1.0
Corporate and -50.0 -43.0 -50.0 -47.0

Elimination -3.0 -3.0 25 2.0

Top row: Segment sales/Bottom row: Segment income billion yen



Caupizil Moligy

| —

Continue current shareholder return policy

Dividends Base level of annual dividend payments of ¥24 per
share and a consolidated dividend payout ratio of 30%.

Continue to examine with objective of increasing

capital efficiency
Consideration for internal reserves, results trends,
most-recent stock price, existence of investment
projects, etc.

Own-stock
acquisitions

Complimentary gifts for shareholders: Continue
Other to examine In order to meet diversifying needs



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.

©SUNRISE/BANDAI,DENTSU,TV TOKYO ©201370> 170857547 ! ©SUNRISE/T&B PARTNERS ©L5/YWP-TX

©2013A7%J0-TLEEAH -ADK - 5B ©fliE-H>3514X ©Y >34 X/BANDAI-X~FL ©Diseny

ORMIBET-PNP-BBRY-X—33> ©Naoko Takeuchi TM and ©2014 SCG Power Rangers LLC. All Rights Reserved.

©Warner Bros. Entertainment Inc. ©Legendary All Rights Reserved. GODZILLA and the character design are trademarks of Toho Co., Ltd.

©2014 Toho Co., Ltd. ©BNGI/PROJECT iM@S OFHXR—HE &=t -IZFLE - RIRTZX—23> ©BANDAI NAMCO Games Inc.

OZE &2 © BANDAI NAMCO Games Inc. ©FUJI TELEVISION © BANDAI NAMCO Games Inc.

OFRAREE &LUCKY LAND COMMUNICATIONS/%%%t © BANDAI NAMCO Games Inc.

©Eiichiro Oda/Shueisha, Toei Animation © BANDAI NAMCO Games Inc. ©2002 MASASHI KISHIMOTO / 2007 SHIPPUDEN All Rights Reserved. ©BANDAI
NAMCO Games Inc. ©/\—RZHSH /&Rt - JSFTLE -7 - X—33> © BANDAI NAMCO Games Inc. Developed by Akatsuki



icw ohthcylihird Quarter.by, egmen

Toys and Hobby

Japan: Yokai Watch earned
society-wide popularity + established IP

Asia: Favorable growth

Americas and Europe:
Challenging conditions

N

Favorable results by key titles in Network Content

Favorable progress with coordinated development in
visual and music products

Anlmatlon Music packages Live events
packages

Decline in home video game software in comparison with
previous period, when there were multiple major titles

\

Amusement Facility

With a new president (2014.4) and a new organizational system,
a variety of initiatives were implemented. These initiatives began
to produce results, but overall conditions were challenging.

J


http://www.4gamer.net/games/242/G024298/20131219044/screenshot.html?num=001
http://www.google.co.jp/url?url=http://ameblo.jp/project-imas/entry-11200140324.html&rct=j&frm=1&q=&esrc=s&sa=U&ei=OlXQVMGOLIe9mgWxuIHQCQ&ved=0CBgQ9QEwAQ&usg=AFQjCNF8D0f3FqeYJFh2YMV3VeOSKAEJTQ
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