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Bandai Namco’s Purpose

Fun for All into the Future
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Bandai Namco exists to share dreams, fun and inspiration with people around the world.
Connecting people and societies in the enjoyment of uniquely entertaining products and

services, we’re working to create a brighter future for everyone.
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Providing fun and inspiration to people around the world and working to create smiles and happiness into the future
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The Bandai Namco Group has introduced our Purpose, which we have positioned as the
ultimate definition of the Group since April 2022. The Purpose expresses the meaning

of the Group’s existence for society. In other words, it expresses what we aim to be.
“Connecting and working together to create things” is an especially important element
of the Purpose.

Bandai Namco has always stayed close to our fans as we have worked for the realiza-
tion of their smiles and dreams. Accordingly, the concept of aiming for the same future as
our fans has already become an established part of the Bandai Namco Group. As we
cooperate with people around the world, the result of “connecting and working together
to create things” will be “Fun for All into the Future,” which is linked to providing fun and
inspiration to people around the world and striving to create smiles and happiness into
the future.

Furthermore, targeting the realization of what we aim to be, as expressed by the
Purpose, from April 2022 we started a three-year Mid-term Plan, which includes the mid-
term vision of “Connect with Fans.” The Bandai Namco Group is supported by many fans
who have had various connections to the Group through our products and services. Going
forward, we will strive to foster deeper, broader, and more-multifaceted connections with
fans around the world, and under this Mid-term Plan, we will advance the establishment
of frameworks for the realization of that objective. Centered on the Purpose, we will work
to engage and strengthen our connections with IP* fans, business partners, employees,
communities, and the world. We will aim to continually address the needs of our fans, and
to maintain a unique existence that connects with those fans in a broad, deep, and multi-
faceted manner.

We will strive to give shape to what we aim to be, as expressed in our Purpose, not only
in advancing our businesses but also in our sustainability initiatives and in the activities of
each employee. In this way, the Bandai Namco Group will deliver fun and inspiration to
people around the world and work to create smiles and happiness into the future.

* IP: Characters and other intellectual property
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THE STRENGTHS OF THE BANDAI NAMCO GROUP ORGANIZATION
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IPE“%M The IP Axis Strategy NYEAAF LA =TI ARFR R THEINZAFTLAR—IINTAVTIAD The Bandai Namco Group comprises Bandai Namco Holdings Inc. which is a pure holding
Strength to conduct wide-ranging HY 30D A-wh ¥R I EHR— T3 EEE AT SERINTVET, company, three Units, and affiliated business companies that support the work of the Units.

BHBIP*ZEHIC. BELBEBEIEAL . . N Py _ . N i e N The Units, which encompass the operating companies in each field, formulated and imple-
development in a diverse range of FEMOERRTHEIvID HRICEITIEEHBEZET - R1TL. ZEL A ' ' A A

ILL<EBETDH businesses with powerful IP* as an axis T T A AL IR LT E T ment business strategies and provide a diverse range of entertainment around the world.

MPERERES | IX. TR —T 1 XD FICEVWTEE The IP axis strategy is the greatest strength of the Bandai

REXERrES A/ ONTEEONVACF L] Namco Group, which has a diverse range of businesses and

extensive know-how in the field of entertainment.
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Note: This illustration shows one example of IP axis development.
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MID-TERM PLAN
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hEASHE R IR EE (20255 3 A 1) 5% E4E / Final Year (FY2025.3) of Mid-term Plan Numerical Targets
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with Fans

In accordance with the purpose, as we work toward what we aim to be, under the Mid-term
Plan we will strive to always meet the needs of IP fans, a wide range of business partners,
Group employees, and communities around the world and to foster deep, broad,
multifaceted connections.
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In accordance with the Purpose, the Bandai Namco Group aims to connect with IP fans, busi-
ness partners, Group employees, and communities around the world. We will strive to connect
more deeply with current fans and more broadly with new fans. In addition, we will aim to
foster multifaceted connections among current fans and new fans as well as communities of
fans. In fostering connections with and among various fans, our highest priority will be the
quality of the connections. Under the Mid-term Plan, we will advance a variety of initiatives
focusing on deep, broad, and multifaceted connections with fans and on the quality of

those connections.

B S EEBR | Main Strategies
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Connecting with fans through IP
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New framework for connecting with fans
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IP Axis Strategy Enhancing IP value
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Accelerating evolution in the IP Axis strategy

Connecting the world through IP
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Building businesses under the ALL BANDAI NAMCO concept

. A EEBE / Personnel Strategy
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Developing diverse human resources

. P X7 FEU T / Sustainability
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Connecting to a smile into the future
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Digital Business
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Planning, development, and distribu-
tion of network content; planning,

development, and sales of home
video games
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Home video games
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We target a wide range of customers and offer a well-balanced lineup of software for multiple platforms.
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In line with diversifying customer needs, we provide a variety of content for mobile devices, PCs, etc.
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We have established in-house online distribution studios and are implementing online distribution of events, etc. In addition, we are actively advancing new ways
of having fun that utilize digital spaces.
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Bandai Namco Europe S.A.S*

Bandai Namco Entertainment America Inc.
Reflector Entertainment Ltd.

Bandai Namco Mobile S.L.

D3Publisher of America, Inc.

Bandai Namco Studios Singapore Pte. Ltd.
Bandai Namco Entertainment (Shanghai) Co., Ltd.
*BERGRT

<Digital Business>

Bandai Namco Entertainment Inc.

Bandai Namco Studios Inc.

Bandai Namco Online Inc.

D3PUBLISHER INC.

B.B.STUDIO CO.,LTD.

Bandai Namco Network Services Inc.
Bandai Namco Sevens Inc.

Bandai Namco Research Inc.

Bandai Namco Nexus Inc.

Bandai Namco Europe S.A.S.*

Bandai Namco Entertainment America Inc.
Reflector Entertainment Ltd.

Bandai Namco Mobile S.L.

D3Publisher of America, Inc.

Bandai Namco Studios Singapore Pte. Ltd.
Bandai Namco Entertainment (Shanghai) Co., Ltd.
* Operationg holding company
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Bandai Namco Toys & Collectibles America Inc.
BANDAI CORPORACION MEXICO, S.A. de CV.
BANDAI S.A.S.

BANDAI UK LTD.

BANDAI ESPANA S.A.

Bandai Namco Entertainment (Shanghai) Co., Ltd.
Bandai Namco Asia Co., Ltd.

BANDAI (SHENZHEN) CO., LTD.

Bandai Namco Korea Co., Ltd.

Bandai Namco (Thailand) Co., Ltd.

Bandai Namco Philippines Inc.
BANPRESTO (HK) LIMITED

TEIFRIPEFERALEMFRE—FE

Utilizing a variety of IP in the Toys and Hobby Business
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We are rolling out a diverse range of products and services that leverage IP and entertainment value for a wide range of customers.
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Toys and Hobby Business
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Planning, development, production,

and sales of toys, capsule toys, cards,

confectionery and foods, apparel,

sundries, plastic models, prizes,
stationery, and other products

P zesforAmusement Facilities

BANPRESTO
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A7+l [ Vending Machine Capsule Products #—F / Card Products
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<Toys and Hobby B

BANDAI CO., LTD.

BANDAI SPIRITS CO., LTD.

MegaHouse Corporation

CCP CO., LTD.

SUN-STAR STATIONERY CO., LTD.

HEART CORPORATION

PLEX CO., LTD.

Bandai Namco Craft Inc.

Bandai Namco Prize Marketing Inc.
ARTPRESTO CO., LTD.

Bandai Namco Toys & Collectibles America Inc.
BANDAI CORPORACION MEXICO, S.A. de CV.
BANDAI S.A.S.

BANDAI UK LTD.

BANDAI ESPANA S.A.

Bandai Namco Entertainment (Shanghai) Co., Ltd.
Bandai Namco Asia Co., Ltd.

BANDAI (SHENZHEN) CO., LTD.

Bandai Namco Korea Co., Ltd.

Bandai Namco (Thailand) Co., Ltd.

Bandai Namco Philippines Inc.
BANPRESTO (HK) LIMITED
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Through our abundant in-house production studios as well as collaboration with other companies, we are offering a diverse range of products, including original in-house products and
products originating at other companies. These are provided in a variety of ways, including TV broadcasts, theatrical releases, online distribution, and sales of packaged products.
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Planning, production, and use of
visual and music content, such as
animations; management and
use of copyrights; discovery and e
development of artists;

live entertainment business
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Music / Live events
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We offer products in a range of genres, centered on music and live events related to animation and games.
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‘ MAIN GROUP COMPANIES
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SUNRISE (SHANGHAI) CO., LTD.

<IP Production Bu.

Bandai Namco Filmworks Inc. / Bandai Namco Music Live Inc.
Bandai Namco Pictures Inc. / SUNRISE BEYOND INC. / Actas Inc.
SOTSU CO., LTD. / Evolving GUNDAM Inc.

SUNRISE (SHANGHAI) CO., LTD.
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~NATURAL~
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Initiatives that integrate visual, music, and live
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We are implementing multifaceted IP production that integrates visual, music, and live.

A4 L V-0 sa—-NIILRHE

Global rollouts of Gundam series products
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We are taking steps to provide IP on a global basis, such as through launching
products and installing statues in countries and regions around the world.

B/ / Visual Products FHRY T [ Music
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School idol project series

51474~k /[ Live Events

GUNDAM FACTORY YOKOHAMA
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LoveLivel 20212022 ~LIVE with a smilel~1] 13
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AMUSEMENT UNIT
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Rolling out venues for sharing inspiration
through experiences.
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Planning, development, production,
and sales of amusement machines;

planning and operation of amusement
facilities, etc.
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Amusement machines

TIa—ZAVMERBS TIROBUEERBRTEBEBHB Y —LORERN.
Developing amusement machines that can only be enjoyed at amusement facilities.
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. MAIN GROUP COMPANIES
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Bandai Namco Amusement America Inc.
Bandai Namco Amusement Europe Ltd.
NAMCO ENTERPRISES ASIA LTD.

Bandai Namco Amusement (Shanghai) Co.,Ltd.

Bandai Namco Amusement Inc.
PLEASURECAST CO., LTD.

HANAYASHIKI CO., LTD.

Bandai Namco Technica Inc.

Bandai Namco Amusement Lab Inc.

Bandai Namco Amusement America Inc.
Bandai Namco Amusement Europe Ltd.
NAMCO ENTERPRISES ASIA LTD.

Bandai Namco Amusement (Shanghai) Co.,Ltd.

UZILXTFIRILOEDIEH
Real x Digital initiatives

UTIXTFIZINDS—LL R T TV RPAEEADER.
Rolling out Real x Digital seamless brands and initiatives.

NAMCO
PArks
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Supporting the Units in such
areas as distribution, logistics,
and administrative services

B2aE T MERNLCYREBICNZ. BRE—BYRCRL  RIRE COERICH TN,

BANDAI LOGIPAL and LOGIPAL EXPRESS focus on not only high-quality, efficient distribution but also seamless international services, safety, and environmental issues.

NYAAFLATIN—T DEREF = F5Eo

Bandai Namco Business Arc provides support for the administrative work

of the Group.

BEHVWERAZEMELIRAIFRML LTI TR TD

HR— b EB TR,

Bandai Namco Will, a company that employs individuals with disabilities, provides
support services to Group work sites.

2005

BRI\ BAFLAR—I T 2T AR
RRGEFIG IFAhiSE—8 L5
NAMCO BANDAI Holdings Inc. was estab-

lished and listed on the First Section of the
Tokyo Stock Exchange.

2006

KEHIF R 24 NAMCO BANDAI
Holdings (USA) Inc. 8211
NAMCO BANDAI Holdings (USA) Inc.,

the U.S. regional holding company, was
established.

T-LEEREBERTOERRNEBRE

Affiliated operating companies were
restructured, including integration of
home video game software operations.

BN (2 3 W TSR R s 1t
NAMCO Holdings UK LTD. %883z L.
BRI OBIRZTREN

NAMCO Holdings UK LTD., the European
regional holding company, was established,
and affiliated operating companies were
restructured.

NYELFLTIIN—F - URE—
TSUERR

The Bandai Namco Group “Restart Plan”
was announced.

TR - PR ML) BEDaVITBIFR
REIEEE R Z— b
The Mid-term Plan setting forth with the

vision of “Empower, Gain Momentum, and
Accelerate Evolution” was implemented.

2014

RAEEFEG | TR D201 3F E A
fEmEXRETEFEZRE

BANDAI NAMCO Holdings was selected as
a recipient of the Excellence Award at the
Fiscal 2013 Corporate Value Improvement
Awards sponsored by the Tokyo Stock
Exchange.

2015

TNEXT STAGE Hk8 - & - &1t1 =
E2avICBiFch i EZ R 2 —F
The Mid-term Plan announcing “NEXT

STAGE: Empower, Gain Momentum, and
Accelerate Evolution” was implemented.

TIOTHIBDEES%Z BANDAI
NAMCO Holdings ASIA CO., LTD. '
BETB AN RE—F

Following an organizational restructuring,
BANDAI NAMCO Holdings ASIA CO., LTD.

assumed responsibility for operating com-
panies in Asia.

2017

FEICE k21 BANDAI NAMCO
Holdings CHINA CO., LTD.Z &1L

The holding company BANDAI NAMCO
Holdings CHINA CO., LTD. was established
in China.

2018

FTCHANGE for the NEXT #k& - ®E -
bl ZEDavIcBIF R E%E
2=k

The Mid-term Plan setting forth with the
vision of “CHANGE for the NEXT —
Empower, Gain Momentum, and
Accelerate Evolution” was implemented.

2019

(BR) WA F LIAR—INTA VT2
BRItk TS ORI R

BANDAI NAMCO Holdings Inc. was selected

as a component issue for the Nikkei 225.

(BR) N HAFLAR—NTA I ZN
TOPIX100 D& 4RICERF

BANDAI NAMCO Holdings Inc. was selected

as a component issue for the TOPIX 100.

2021

INYBAFLATN—TDHRTFEY
TaHE 1 ZEETBLLDIC BREL
K| REBIREZRE

Formulating the Bandai Namco Group

Sustainability Policy and medium to long
term targets for decarbonization.

IIN—T D& LGSR & LTBandai
Namco’s Purpose 28 A L. J—RK
L—hrOdzRIE

Introducing Bandai Namco’s Purpose as

the ultimate definition of the Group and
redesigning the corporate logo.

FConnect with Fansy ZE>a>ic
BIF Bt EZ X2 —
Starting the Mid-term Plan, which

set forth with the mid-term vision of
“Connect with Fans.”
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SUSTAINABILITY

$RFFEVT1

NIFALFLATN=-TDYRTFEVT1H#
The Bandai Namco Group Sustainability Policy
NYRAFLATIN—=TIE IPEEEOD L. 772
EBISNVEAFT LTI —THEEEINEHRHN
REICHIS LY XTF I BB EHEL X,

Under the IP Axis Strategy, we will work with fans to pro-
mote sustainability activities corresponding to social
issues that should be addressed by the Group.

IFUTVT (ERRE) ORE

Specification of material issues (important themes)

N B AF LT IL—TFId TFun for All into the
Futurel ZHRICBITZFERRLMBE DI £OEE
BRBEERLICDICHICERMICIRDBETHENHS
5007 —XEXTUTUT1E LTHRE L EEICED
HATUVWET,

The Bandai Namco Group has positioned “Fun for All into
the Future” as the reason for our existence in society. We
have specified five material issues that will need to be

addressed by focused initiatives in order to fulfill that role,
and we are implementing activities related to those issues.

Bandai Namco’s Purpose

:

ITUTPYT15MHB Five materialissues

SIRIRIR

HIRER ﬁt:EBkﬁ Lfc$¥%?ﬁkﬁél ENNHRERED
BRI AREORRICANME LAV L ZRHE L. KAL
RT=ORILA - EBHICMRRIBEOHEZBIELE Y,

Fun for All into the Future

ENTBEHSDGS

SUSTAINABLE s
DEVELOPMENT 3% ALS

Harmonious coexistence with the natural environment

We believe that the promotion of business operations that reflect
consideration for the natural environment is essential for the achievement
of sustainability for society and for companies. Together with a variety of
stakeholders, the Group is aiming for harmonious coexistence with the
natural environment.

BELEM- - T—EXDRH

BETFORD - REZHE—ICEXBELRERLOD &,
BEPR2UPBERINCER - Y —EXZ2/N—bF—L
—fRCBOTREL. BEREEDOR LICEOET,

Provision of appropriate products and services

With our priority on the safety and peace of mind of customers, based on
appropriate ethical standards, we strive to increase customer satisfaction
by working together with partners to provide safe, high-quality products
and services.

MM EDBEYLERCFRE

BERREERTHBIP (FvIU2—REDRNE) %8
YHER - RETILICED IVR—FT A XD SO
NRRBICES5LET,

Appropriate utilization and protection of intellectual property

The Group is working to contribute to the sustainable development
of entertainment through the appropriate use and protection of IP
(characters and other intellectual property), which are important
management assets.

BELHAIMBREORE
REEZIELOHNVAAFLITN—TICEDEH5DBAA
NEVWZEELHV ETETCHC N TETIHEREZ
RBRITZ T HRLEEORHRNLERZEELET,

Establishment of work environments
that facilitate mutual respect

We aim to support sustained development for society and companies by
establishing workplace environments that facilitate mutual respect and
enable everyone to work energetically, including not only employees but
also everyone else associated with the Bandai Namco Group.

AZaz=F1DHEE

NYBAFT LTI —THHIHP T 7D 5B SN (DS
RBEINZBETHDHITZHIC. AZaZTr2EHIC
EFRBELTUWIEBELET.

Harmonious coexistence with communities

The Bandai Namco Group aims to live and grow together with local
communities in order continue to be a Group that is appreciated by
communities and fans and is necessary for society.

RTVT7VT1ROEDIEH

Examples of initiatives by material issue

WBRIRIB L DL Harmonious coexistence with the natural environment

2050F T B (R BHTIB BEE7Ia— XAV MERE) LB TxLF¥—HRkoZBLRFHEE ZEENO
By 2050: Reduce the amount of energy-related carbon dioxide emissions at Group business sites (offices, own plants, directly
operated amusement facilities, etc.) to net zero

Big

target

mpgie 2030 T BHMRICHIT B TR — RO ZBACRERHTE 202053 8L 35%H! (20145 3A #ALL 50%HR)

Mid-term By 2030: A 35% reduction compared with FY2020.3 (a 50% reduction compared with FY2014.3) in energy-related carbon dioxide
target emissions at Group business sites

XA
D | BIRNF—HEROSSADME. BEAREIRILF—OEASE

Main Further promotion of energy-saving measures and introduction of renewable energy, etc.
initiatives

BREEICAF TR RABRZREL. 12y hTLICZORRICAVTIOES ZRH

We have established medium to long term targets for decarbonization, and each Unit is implementing activities to support the achievement of
those targets.

GUNPLA
RECYCLING
PROJECT

TIZAFVIDIHA VIO BREMROERZBEET VTSIl
0>z

The Gunpla Recycling Project aims at the realization of a recycling-
oriented society through the recycling of plastic.

BIELEm - Y—EXDIRH Provision of appropriate products and services

s U

mMEICE T BREUENEIRE
We implement testing for regulated
chemical substances in toys.

mt

B7Ia—IAYMERTOBERRMERIR
We inspect the electrical equipment at
directly operated amusement facilities

s ' AR T 5RO CAREEN. () /\/am\
FAHER MDA BHFEERE (D) £

BANDAI CO., LTD. received the “Intellectual Property
Achievement Award 2021” in the category of trademarks from  aiming for the utilization of IP together with

HHNMEDBYLERAIRE Appropriate utilization and protection of intellectual property
{ %ﬁJSEH ﬂllﬂ!lﬁﬁ?z“"t

\\"I/, GUNDAM
£ =o P € N

//“\\\ INNOVATION

HAN—bF—LEBICIPOERZBET OIS
THYBLF—=ToA I/ R=3>)
Gundam Open Innovation is a program

the Commissioner of the Japan Patent Office for its exemplary ~ external partners.
activity regarding protection and exploitation of IP rights.

EELHZIMIFERIHEDEIR Establishment of work environments that facilitate mutual respect

D—ILRDA RTOEIREMHME [Global Trainingl 751V —OHBIRIBICET 3HEDEM
Q022 3RMIA> 51 > ThIfE) We implement audits of working environ-
We offer the Global Training program, with  ments at suppliers.

participants including employees from
around the world (held online in FY2022.3).

Ao EALIEEFBEBOR T AN

We are using online technologies to welcome company
visitors for study opportunities.

ASa=FT1DHEHLE Harmonious coexistence with communities

Save the Children

t=7 -4 FIELY

BMEERFZEAL T RERC DI £—
T A FILRLY « Dv N UABERFL,0008
AR}

Through an activity that enables sharehold-
ers to use their complimentary shareholder
gifts, each year the Company and sharehold-
ers donate a total of ¥10 million to Save the
Children Japan.
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BANDAI NAMCO MARK

BANDAINAMCO

FHY4L4> ATk | Design Concept

HREDALHTE BV K TORDOBEOTATTHRUORSTZVRD
AEEEE. TEH L 28 S 2 EF —7 (FUKIDASHIZL—L4) IZBandai Namco
OAOORA T2 ATVAATETH AV TRELE L

MMEHLIZAOOY—VICBRDANZ O HARO T 703227 —>3
L. DaAD %A 5Bandai NamcoD IR —T AU XY RZAID EIF T I %E
BRLTVWET,

The design incorporates the Bandai Namco Logotype into a motif reminiscent of a
“speech bubble” (FUKIDASHI Frame) expressing the potential of the brand to connect
people from around the world through “Dreams, Fun and Inspiration”, and inspire them
with amazing ideas.

By incorporating the “FUKIDASHI” into the logo mark, we aim to create entertainment
that’s unique to Bandai Namco while connecting and communicating with our fans around
the world.

©Bandai Namco Entertainment Inc. / ©2022 FromSoftware, Inc. Tales of Arise™ & ©Bandai Namco Entertainment Inc. ©Bandai Namco Entertainment Inc. / ©2011-2016 FromSoftware, Inc.

ON—RREJ7 /EHit - TOFLE - RM7P=X—>3> ©Bandai Namco Entertainment Inc. TEKKEN™7 & © Bandai Namco Entertainment Inc. ©Bandai Namco Entertainment Inc. ©SANDLOT

©D3 PUBLISHER  Little Nightmares ® Il & © Bandai Namco Entertainment Europe. All rights reserved. © 2022 Reflector Entertainment Ltd. ©/5\—F2&J7 /34t - WAF=X—>3> ©Bandai Namco Entertainment Inc.
©Bandai Namco EntertainmentInc. @ 7Ry at7> ORER—EB /K&t I7VFLE - RMT7=X—>3> ©Bandai Namco EntertainmentInc. ©FAFEFSE XOvh&Hit - FLERR - UX3

©Bandai Namco Entertainment Inc. ©BhfE - 4>51X ©)I| L4 - R it ERATHFRER O%- R st EASHIERFEBSR  ©Bandai Namco Entertainment Inc. Developed by WFS

©Bandai Namco Entertainment Inc. ©BANDAISPIRITS  ©Bandai Namco Entertainment Inc. Tales of Arise™ & ©Bandai Namco Entertainment Inc. SCARLET NEXUS™ & ©Bandai Namco Entertainment Inc.

ACE COMBAT™ 7: SKIES UNKNOWN & © Bandai Namco Entertainment Inc. ©#@f2 ©Bandai Namco Entertainment Inc.  ©2021 A#70 - 7L E#H « ADK EM * RBR

©ISHIMORI PRODUCTION INC. and TOEI COMPANY, LTD. All Rights Reserved. ©7L-E#iH - RBXAG * B  ©TOEI COMPANY, LTD. All Rights Reserved. ©ABC-A-JRBA7=X—>3> ©Toei Animation. All Rights Reserved.
©XBELNL/TL—~ILE- TMS - NTV ©Takashi Yanase ./ Froebel-kan,TMS,NTV ©Nintendo - Creatures - GAME FREAK - TV Tokyo - ShoPro - JR Kikaku ©Pokémon ©FIAH G - Sifktt T=X TRRUARY Dv—X ) BEERS
©Ken Wakui, KODANSHA / TOKYO REVENGERS Anime Production Committee. ©F 4T {8} St 7=7Lvo - ufotable ©BNP/BANDAI ©2022 BNP/AIKATSU PLANET THEMOVIE ©FBHE&LL - TITLE - RMTF=X—>3>
©Akiyoshi Hongo,Toei Animation ©2016 A7%70+ FLE#HH - ADKEM + 58  ©ISHIMORI PRODUCTION INC. and TOEI COMPANY, LTD. All Rights Reserved. ©#tHEA{F 70423~ © lkeda Riyoko Production

©RE- 251X ©SOTSU - SUNRISE ©/N\—RR&J# /#sktt - W7 =X—>3>~ OBIRD STUDIO/SHUEISHA, TOEI ANIMATION ©FI&700 ©OTSUBURAYA PRODUCTIONS O©RHFR—EB/#Hit - IUFLE - RBT=X—>3>
©Eiichiro Oda/Shueisha, Toei Animation ©BANDAI TM&®O Othello,Co. and MegaHouse OBl - #>51X+ MBS ORI #>51X ORLE - H>51X ORLE-HY5(X OR/LE- 51X

©BNP/T&B2 PARTNERS ©2021 SUNRISE BEYOND INC. ©)I| &4 - {Ri# - s34t /X SHEEBS  © GIRLS und PANZER Finale Projekt  ©BNOI/ 717+ 1 R{EEER ©2017 7OJTISTSAT | o opA 21

©2020 7OVTIRSTSAT HIFRFERI—LTARIVEFSE ©2021 TOPIIRSTFAT I Z—/N—2%— 1l ©Rli#-H#>F1X ©SOTSU-SUNRISE ©FfIi#-#>51X ©Bandai Namco Amusement Inc.

©Bandai Namco Amusement Inc. ©FEIHEA /IWEH - T - FLEFHH - ADK  ©HANAYASHIKI CO., Ltd. All Rights Reserved. ORI+ 4>51X © Al 45X+ MBS ©Bandai Namco Entertainment Inc.

©Michiharu Kusunoki/Kodansha Ltd. All rights reserved. ©Bandai Namco Amusement Inc.

The “Lamborghini” and “Lamborghini Bull and Shield” trademarks, copyrights, designs and models are used under license from Automobili Lamborghini S.p.A, Italy.

All trademarks and copyrights associated with the manufacturers, vehicles, models, trade names, brands and visual images depicted in this game are the property of their respective owners, and used with such permissions.
©Bandai Namco Amusement Inc.  ©Bandai Namco Amusement Inc. PAC-MAN™ & ©Bandai Namco Entertainment Inc.

RiBLICEY3ERHRE
HERICRMIN TV ZRRICEIZRBIE. NVH1F LTI —THRERTAFHEBERNS/ONZBLDFHRICEIVCHDTHN. URIPFRREEZZATEDET, SoT. RO
FRITETFHERICED, FBRASNTVSERTFRLIIASCRBIBREBD/BI L2 TEMB I,

Note on Forward-looking Statements
This document contains forward-looking statements and information related to the Bandai Namco Group that are based on our beliefs as well as various assumptions made on the basis of information currently
available to us and include various risks and uncertainties. Actual results could differ materially from those projected in such forward-looking statements.
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Corporate Corporate Name Bandai Namco Holdings Inc. Consolidated Financial Data

Data Head Office Bandai Namco Mirai Kenkyusho
37- i i B n Net Sales (¥ billion)
As of April 1, 2022 5-37-8, Shiba, Minato-ku, Tokyo 108-0014, Japan illion
Website https://www.bandainamco.co.jp
Capital ¥10 billion L0%0
Main Business Planning and execution of medium- and long-term business 889.2

strategies for the Bandai Namco Group; provision of

7323 .. 7239.... 740.9

support for business strategy implementation by Group companies
and management of business activities

500
Stock Stock Exchange Listing ~ Tokyo Stock Exchange, Prime Market* 2
Information (Code number: 7832)
As of March 31, 2022 Stock Information Number of Shares Authorized --1,000,000,000 shares o
Number of Shares Issued 222,000,000 shares FY18.3  FY193  FY203  FY213  FY22.3
Number of Shareholders 31,753
Number of Shares per Trading Unit 100 shares

* Transition to the Prime Market as of April 4, 2022.

Operating Profit (v billion)

Board of P.re5|dent and Representative - - - Mat.saru Kawaguchi .
Directors Director - - - - - - - - Yuji Asako
As of June 20,2022 Director - - - - - - - - Nobuhiko Momoi 1254
Director (Part-time) - - - - - T Yasuo Miyakawa
Director (Part-time) - - - - - T Kazuhiro Takenaka 100
Director (Part-time) - - - - - s Makoto Asanuma 84.0 846
Director (Part-time) - - Hiroshi Kawasaki 75.0 8.7
Director (Part-time) -  Shuji Ohtsu
Director (Part-time, Outside) s Koichi Kawana 2
Director (Part-time, Outside) s Toshio Shimada
Director, Audit & Supervisory Committee Member e Masataka Nagaike
Director, Audit & Supervisory Committee Member (Outside) - Toru Shinoda 0
Director, Audit & Supervisory Committee Member (Part-time, Outside) Satoko Kuwabara FY18.3  FY19.3  FY203  Fv213  FY22.3

Director, Audit & Supervisory Committee Member (Part-time, Outside) « Takayuki Komiya
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Corporate Governance System

As of June 20, 2022

General Meeting of Shareholders

Appointment /
Dismissal

Auditing /
Supuervision

Board of Directors

10 Directors who are not Audit
and Supervisory Committee members
(of whom 2 are outside directors)

4 Directors who are Audit

(of whom 3 are outside directors)

Audit and Supervisory Committee

and Supervisory Committee members

Appointment /
Dismissal

Appointment /
Dismissal
Account Auditing /
Reports on
Results
¢ l ) Independent Auditors

Cooperation

+
V' N
Delegation lT Reports
Appointment /
Full-Time Officers Committee D|sm|§s§l / Reports Independent Directors and Audit & Supervisory
Supervision Committee Members Committee
T Reports -
Auditing
4 .
Representative Director D R el
N
. . Cooperation / Reports
Directions Reports Directions Group Sustainability Committee
Directions Reports Internal Auditing Division
Reports
Committees
Group Business Report Meeting Group Risk Compliance Committee
Group Management Meeting Group Information Security Committee
Vision Meeting Support Auditing Internal Control Committee
l Policy Directions Policy Directions Reports
A

Bandai Namco Group Companies
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