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Unit Mid-term Vision

Evolving into the leading IP production
group that continues to provide a wide
variety of stories that bring the world

together

MAKOTO ASANUMA

Director (Part-time)
In charge of IP Production Unit
Bandai Namco Holdings Inc.

President and CEO
Bandai Namco Filmworks Inc.

We remain committed to creating excellent products
without compromise.

Operating the visual works, music, and live event businesses, the IP
Production Unit makes ongoing efforts to strengthen its develop-
ment and production capabilities in order to create excellent visual
works and music. In FY2025.3, the final year of the Mid-term Plan,
the visual works business finds itself in a period of dramatic trans-
formation. In such a period, we are steadily managing our visual
work portfolio in an effort to maximize profits.

The market for the animation production and sales business is
undergoing significant changes. Although the number of works
being produced is rising, there is a shortage of animators, and this
has led to difficulties in adjusting production schedules and
increases in production costs. To adapt to these conditions, we will
not only enhance our production capabilities within the Company
but also bolster our creation and production capabilities with
external partners. To that extent, we will fully leverage the strengths
of our in-house production studios, accumulate know-how, and
refine our technological capabilities over the long term. We will
also focus on cultivating creators within the Unit. At the same time,
we are steadily bolstering our production capabilities through
business alliances with numerous animation production compa-
nies, including welcoming Eight Bit Co., Ltd., into the Group in April
2024. Moving forward, we will actively pursue greater collaboration
and partnerships with external studios.

As part of our exit strategy, we will explore all possible avenues
in the visual business, including TV, film, and streaming content,
program sales, packaged sales, and use in live events. We aim to
expand value in various forms based on the direction of each work.
Furthermore, in the licensing business, where we possess major
strengths, we will integrate the offices of each Unit company pos-
sessing licensing functions in a bid to bolster collaboration. By
doing so, we will further enhance our function as a licensor.

For the music and live event businesses, we are currently
building a concert hall with a 2,000-person capacity in Shibuya,
Tokyo, slated to be completed in 2026, so that we can capture the
growing demand in these businesses. Through a wide variety of
music and live events, we will leverage this concert hall as a place
for cultivating IPs and artists.

By continuing to create IPs in the IP Production Unit, we will not
only realize growth for the Group but also contribute to the advance-
ment of the visual works and music industries as a whole. Moving
forward, we aim to become the leading IP production group by
continuing to create excellent products without compromise and
delivering them to fans across the world.

IP PRODUCTION UNIT

Example of Business Model in the IP Production Unit

Other companies

External partners,
creators, artists

MAIN STRATEGIES

® Accelerating the creation of hits by strength-
ening multifaceted production capabilities

® Maximizing product value by strengthening
multifaceted management capabilities

® Establishing a strong Unit structure for the
implementation and continued develop-
ment of strategies

FY2025.3 NUMERICAL TARGETS

Segment sales ¥ 8 3 ] O billion
Segment profit ¥1 2 ] o billion
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FY2024.3 RESULTS AND RELATED DATA

B IP Production Business

Number of Copyrighted Products

(As of March 2024)

U NUMBER OF COPYRIGHTED PROD-
UCTS / TOTAL NUMBER OF HOURS
Bandai Namco Filmworks Inc. /
Bandai Namco Pictures Inc. /
SUNRISE BEYOND INC.

1 ,1 3 7 products /
5,902 hours

7Jr  NUMBER OF MUSICAL WORKS
Bandai Namco ic Live Inc.

Number of w with
master license recordings

Approx. 72, 70 0

Number of works published

Approx. 4 0,40 O

EX Number of Live Events Held

l‘ NUMBER OF
\\ PERFORMANCES*

799

mber of performances held by Bandai Namco
enc.
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