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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 introduced its Purpose, which we have positioned as the ulti-
mate 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 around the world as we have
worked for the realization 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, in April 2022 we started the 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 broader, deeper, and more multifaceted connections
with fans around the world, and under this Mid-term Plan, we are advancing the establish-
ment 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, employ-
ees, communities and the world. We will aim to continually address the needs of our fans
and maintain a unique existence that connects with those fans in a broad, deep, and
multifaceted 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.

*|P: Characters and other intellectual property
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THE STRENGTHS OF THE BANDAI NAMCO GROUP
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The IP Axis Strategy
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Strength to conduct wide-ranging developments in a diverse
range of businesses with powerful IP as an axis
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Introducing products and services

The IP axis strategy is the greatest strength of the Bandai Namco Group, which has a diverse fRatleverage the worldvieWSOHIPS

range of businesses and extensive know-how in the field of entertainment.

Itis through the IP axis strategy that the Group works to maximize IP value by leveraging IP world-
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views and providing the optimal products and services in the optimal regions at the optimal times. gu H:'l :,I:Is:glj
In addition to maximizing businesses, the Bandai Namco Group is aiming to expand the potential V
of IPin order to maximize long-term IP value. To that end, the Group will advance, promote, and Cultivation Co-creation

expand the IP axis strategy. Creation

TOPIC

IPARIN—Z DR

NYBAFLATIN—FTIE T7INCEDRSI
BMIC.IPC I ENZNOHERABEEEZHNLIEAR
IN—RZERLET, JIL—TRD/IN\NTEEHT E
EHICN—hF—cHbFT—TICHEL. HRETD
T EDRBRHD. EHICIPORIREME LIS S Z & T
IPflfEDRAILZEIERLET,

E—HE TRTOME -
FEHNEOOTVBHIA L
DAZN—2 %A

We are currently developing
the first phase of this initiative,
which is the Gundam
Metaverse.
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IP investment

JIINIDERE Accumulated know-how

IP Metaverse Development

With the objective of being close to fans, for each IP the
Bandai Namco Group will develop a metaverse that draws on
the IP’s worldview. We will aim to maximize IP value, not only
by leveraging the Group’s internal know-how but also by col-
laborating openly with partners, connecting with fans around
the world, and working together to broaden the possibilities
of IP.
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MID-TERM PLAN
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hEAE S 3 | Mid-term Vision

with Fans

Connect

IN=NRRDBHENVEAAF LTI —THBEIRTRICEIT. FHFTETIE. HRFD In accordance with the Purpose, as we work toward what we aim to be, under the Mid-term

P77 BB /S—hF— FI—FHH B ZLTHA Y EICAITA L AT Plan we will strive to always meet the needs of IP fans, a wide range of business partners,
EMIC oL BEEFBELET, Group employees, and communities around the world and to foster broad, deep,
multifaceted connections.

hERSHE RIREE (20255 3 A 1) 5% BE4E / Final Year (FY2025.3) of Mid-term Plan Numerical Targets
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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 broadly with new fans and more deeply with current fans. In addition, we will aim to
foster multifaceted connections among new fans and current fans as well as communities of
fans. Under the Mid-term Plan, we will advance a variety of initiatives focusing on broad,
deep, and multifaceted connections with fans, the quality of those connections being our
highest priority.

B S #EBR | 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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Enhancing IP value

IPERELBE DL

Accelerating evolution in the IP axis strategy

Connecting the world through IP
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ALL BANDAI NAMCOTODEXRER
Building businesses under the ALL BANDAI NAMCO concept
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Developing diverse human resources
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Connecting to smiles into the future
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Bandai Namco Holdings Inc.
—e
g iIER4t / Regional management companies
Bandai Namco Holdings USA Inc.
Bandai Namco Europe S.A.S.*
Bandai Namco Holdings Asia Co., Ltd.
Bandai Namco Holdings China Co., Ltd.
* BEBHAMT

* Operating holding company

The Bandai Namco Group comprises Bandai Namco Holdings Inc., which is a pure holding

company, three Units, and affiliated business companies that support the work of the Units.

The Units, which encompass the operating companies in each field, formulate and imple-

ment business strategies and provide a diverse range of entertainment around the world.
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ENTERTAINMENT UNIT

FIRIVEE | Digital Business
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Business Management Company:
Bandai Namco Entertainment Inc.
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IP PRODUCTION UNIT
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k1 RE—2Z / Toys and Hobby Business
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Business Management Company:
BANDAI CO., LTD.

Business Management Company: Bandai Namco Filmworks Inc.

MAIN GROUP COMPANIES

FEIN-Ta#t

IVRA=TAAVRAZY

OTFSRINEE
MRASHNEZAFLIIVEZ—TA AU
BRARHNIFCFLOAREZD T
BRSHENAAF LA ST
BREHT—R)— NTVySv—
HIAR4B.B. RZZF
MRASHNIEAFLIRYRT—IH—ER
BARHN A FLOETVX
HAKUMNIECLFLOARITR
BAEHNACFLITAER

L7 A= s AZE 4 G al N i A
BASUNIAAFLOABRIT /AT Y
Bandai Namco Europe S.A.S*

Bandai Namco Entertainment America Inc.
Reflector Entertainment Ltd.

Bandai Namco Mobile S.L.

Bandai Namco Studios Singapore Pte. Ltd.

Bandai Namco Entertainment (Shanghai) Co., Ltd.

Limbic Entertainment GmbH
* BERFGRRT
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SUNRISE (SHANGHAI) CO., LTD.
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Bandai Namco Toys & Collectibles America Inc.

BANDAIS.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.

Bandai Namco Trading (HK) Ltd.

BANDAI CORPORACION MEXICO, S.A. de C.V.
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Bandai Namco Amusement America Inc.
Bandai Namco Amusement Europe Ltd.
NAMCO ENTERPRISES ASIA LTD.

Bandai Namco Amusement (Shanghai) Co., Ltd.

ENTERTAINMENT UNIT

® 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 Nexus Inc.

Bandai Namco Aces Inc.

Bandai Namco Research Inc.

Bandai Namco Shimane Susanoo Magic Inc.
Bandai Namco Europe S.A.S.*

Bandai Namco Entertainment America Inc.
Reflector Entertainment Ltd.

Bandai Namco Mobile S.L.

Bandai Namco Studios Singapore Pte. Ltd.

Bandai Namco Entertainment (Shanghai) Co., Ltd.

Limbic Entertainment GmbH
* Operating holding company

IP PRODUCTION UNIT

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.

BANDAI LOGIPAL INC.

LOGIPAL EXPRESS INC.

Bandai Namco Business Arc Inc.
JeBroad Co., LTD.

Bandai Namco Will Inc*

* Special subsidiary

® Toys and Hobby Business

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.

Bandai Namco Nui Inc.

ARTPRESTO CO., LTD.

Bandai Namco Toys & Collectibles America Inc.
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.

Bandai Namco Trading (HK) Ltd.

BANDAI CORPORACION MEXICO, S.A. de C.V.

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.
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GLOBAL BUSINESS ACTIVITIES
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BANDAINAMCO

Fun for All into the Future

ALL BANDAI NAMCOTH#REDHH S

Forging Connections around the World ?
under the ALL BANDAI NAMCO Concept ®

’ INYBZAF LAY —FEEHL S /Bandai Namco Group business bases
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The Bandai Namco Group is developing its global business ’
activities, from its bases in each region, principally in

Europe, the Americas, and Asia. Up to this point, individual
businesses have conducted their own development

initiatives. However, targeting future growth, in each region

we have combined business companies, consolidated

offices, and established systems to take on challenges

under the ALL BANDAI NAMCO concept.

202553853 (B

FY2025.3 (target)
20224381 (8
mnmtats 29.7%

Overseas sales ratio: 29.7%
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Overseas
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Japan Japan
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Overseas

REEE

Long-term target
mamLats 50%

Overseas sales ratio: 50%

mnsratz 35%

FY2022.3 (results) Overseas sales ratio: 35%

E] Bt

Japan Overseas

For the Bandai Namco Group, overseas business is a field in
which further growth can be expected, and the ALL BANDAI
NAMCO approach will be essential for future expansion.

In each region, we are rolling out a variety of entertainment
aligned with the characteristics of individual markets. The
Bandai Namco Group is aiming to expand the IP axis strat-
egy—its greatest strength—on a worldwide basis and to
increase overseas business to the point where it is on a par
with business in Japan.

Under the ALL BANDAI NAMCO concept, the Group will aim
to work together to maximize IP value and to pursue

a future in which people around the world are connected
through “dreams, fun and inspiration.”



ENTERTAINMENT UNIT
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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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REMA4Y—L | Home video games

w7 —=22327>"Y | Network content
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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 and PCs, etc.
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ST FOANERMEFERLUMLIRDIASA / Initiatives utilizing digital spaces
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‘. . We have established in-house online distribution studios and are implementing the online distribution of events, etc. In addition, we are actively advancing new ways of having

fun that utilize digital spaces.
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ENTERTAINMENT UNIT
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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,

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

TEIFRIPEFEALI-MRE—SE% | Utilizing a variety of IP in the Toys and Hobby Business
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@ FE'! 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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#—k / Card Products

TR—/N—HBk) > —X DO ZAESADIIE ¢

# 7t [ Capsule Toys and Vending Machine Toys
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Mature Fan Base
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IP PRODUCTION UNIT
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PR{% / Visual
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E 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
e 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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SATIVRA—TFTAIAVEE
Planning, production, and use

of visual and music content, such
as animations; management and
use of copyrights; discovery and
development of artists;

live entertainment business
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T SALJTALAF / 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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“ONLY ONCE, ONLY 7TH.”

() ZA4TA~ >k [ Live Events

TA Ry at T 7th Anniversary Event 7547 14> v+ 2l Aqours 6th

57547 11)—X [ Love Live! Series
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Lovelive! ~KU-RU-KU-RU Rock ’n’ Roll 3rd Lovelive! Tour ~WE WILL!I~

TOUR~ <WINDY STAGE>

Liyuu ASH DA HERO

TA 7Y 1)—X 10th Thanks Party
<3rd month>

) FEYIH [ Music—————
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Blu-ray Memorial BOX
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Devglopmg copnect!o'n.s YVIth fans through I'P GUNDAM | °1§UNDAM

~Rolling out a variety of initiatives in the Gundam series~ ~J Channel = ?FANCLUB
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We are implementing multifaceted IP development activities for IP fans around the world. “ ) NN .
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£/'0—/\JLERA / Global rollouts

TETEBE - M THERORRACILRORE D C TN
HRICEITTIP DFEEZHE.

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.

GUNDAM FACTORY RE - e
YOKOHAMA TRMART)—H L
TEKRYMRASH L] HYRLIHR)

TN A A L
KERE
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AMUSEMENT UNIT

PSa—IXAXAvbazZy b

FSa—ZARAV M EBROEE RS-
HEE - BR5E. 7S 2—X AV Mg
DEE - EERY

Planning, development, production,
and sales of amusement machines;

planning and operation of amusement
facilities, etc.

T E#¥ZB 4 —L / Amusement machines

- i\g} TR XACMERAS TR OB E BT E S EBR Y — LOEM.

Senrieet . We are developing amusement machines to be enjoyed exclusively at amusement facilities.

FERESyRF Tk
TEITLF2—Y 6RR]

TCLENA3J

MIOREYY S>Hh—)

TREDEA

DZIXTIRILDEDIEFA / Real x digital initiatives

4 L UTAXFURILDY—LL AR TS RS DR,
We are rolling out real x digital seamless brands and initiatives.

NAMCO
PArks

NUHAFLATIa—AARDATRARY MEREED T
R—=2JLH -~ TNAMCO Parks)

FIZAVTOL=27 = LD
WOTHECTHELOHBEBE]

—

FrIUA—RIHENSCCRITILIVT VY DRMET.
—SUBBTHHENT BFRIP RS R URRA)

.o
ot e

< waa . HEER / Facilities

.oe
o .
Ceecec®

el
Y C smrELcRBERETE R OB,

eeeeen o We are rolling out venues for sharing inspiration through experiences.

Tnamcol IE &

N '%‘ = =¥

%ﬂﬁ NOAM PHR

¥ o389 L )X -0

THY A L= 1EH)

TOLAVLABRA F5D HERZDDIFE~L] NEEEPLE) TLECBT VR
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BB T WENLYREBICNZ. ER—EYRCEL - BIEA CORBICEHEN,.
Bandai Logipal and Logipal Express focus on not only high-quality, efficient distribution but also seamless international services, safety, and environmental issues.

EAWERAZBNELICRHIF Rt N\YA1FLITN—TOED R %
SESERETYR— I BEBEER.

of the Group. Bandai Namco Will, a company that promotes the employment of individuals with
disabilities, provides a variety of support services to Bandai Namco Group businesses.

NIEAF LTI —TOBEEER L CE Rt
Bandai Namco Business Arc provides support for the administrative work

HISTORY

NIFLFLIATN-TDER

I HBRLIE BEELROBDTT, / Note: Company names are as of the year written.

2005

B NEAFLAR—IVT 1> ZFRIL
RIS IFAhiSE— 8 L5
NAMCO BANDAI Holdings Inc. was estab-

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

2006

KEHFFF RS NAMCO BANDAI
Holdings (USA) Inc. i
NAMCO BANDAI Holdings (USA) Inc.,

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

TLEEREBCRTORERHZHER

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

BN R - & W TSR R R 1t
NAMCO Holdings UK LTD. Z3&%1z L.
FEIHOBIRETEMN

NAMCO Holdings UK LTD., the European
regional holding company, was established,

and affiliated operating companies were
restructured.

NIBAFLATIN—TF - URZ—h
TIVEHER

The Bandai Namco Group Restart Plan
was announced.

Tk - B - L) Z2E D3 ICBIF T
ShEAETEE 22—k
The Mid-term Plan setting forth the vision of

EMPOWER, GAIN MOMENTUM, ACCELERATE
EVOLUTION was implemented.

2014

RERGESFEG IR D 2013 FE R

ffifem L RETBFEEZRE

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 #k# - B - 1kl %=
EoavIicBif et EZ X4 —
The Mid-term Plan announcing NEXT STAGE:

EMPOWER, GAIN MOMENTUM, ACCELERATE
EVOLUTION was implemented.

2016

TOTHIHDEZE R %E BANDAI
NAMCO Holdings ASIA CO., LTD.%*
BT BHEINZ2—

Following an organizational restructuring,
BANDAI NAMCO Holdings ASIA CO., LTD.,
assumed responsibility for operating
companies in Asia.

FFEICF K21 BANDAI NAMCO
Holdings CHINA CO., LTD.% &3z

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

2018

TCHANGE for the NEXT #k8% - i & *
k) 223V ICBIF P ERETE =
A=k

The Mid-term Plan setting forth with the
vision of CHANGE for the NEXT : EMPOWER,

GAIN MOMENTUM, ACCELERATE
EVOLUTION was implemented.

2019

(BF) N A FLTAR=ITA T ZN
B FHHRMIE R OB EAIRICIRA

BANDAI NAMCO Holdings Inc. was selected
to be listed on the Nikkei 225.

(R WA FLAR—INTA T ZD
TOPIX100 DR 4RICERF

BANDAI NAMCO Holdings Inc. was selected
to be listed on the TOPIX 100.

2021

INVHEAFLATIN—TDHRTFHED
TR ZBET DL EDIC BKEL
ICHIT =R REABEZRE

The Bandai Namco Group Sustainability

Policy and medium- to long-term targets
for decarbonization were formulated.

2022

I =70 Uz e LTBandai
Namco’s Purpose &AL, I—RK
L—tOd=Ri%

Bandai Namco’s Purpose was introduced

as the ultimate definition of the Group and
the corporate logo was redesigned.

FConnect with Fansi ZE>3>iC
BIFf-hiRstEZ X2 —

The Mid-term Plan setting forth
the Mid-term Vision of “Connect with
Fans” was started.

X DD EZ K

A share split was implemented.
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BREERICHITI-EBDiHH

Initiatives targeting decarbonization 20504 F T / By 2050

\ BiE BRHR RHE. BHTIHB BE7I2—IX VMRS (BT TR F—HROZBLREHHE EEFO
NIAAF LTI —TTIF SN EBLTVSERA st Areduction of the amount of energy-related carbon dioxide emissions at Group business sites (offices, own plants,

directly operated amusement facilities, etc.) to net zero

= N) = A= P sy 000 BHOME SIS T B A TRLF—ERO A,
YRXATFEV T REBEZEXRRADEL
RE KK ' , ﬁiﬁ%%ﬁum:mmmim:ﬁw:zowﬁﬂ
= _ i . . - 20304 % T / By 2030
PEBEMERT Y TERE. BHDEECOHH CEREE sy 5 TR —ERO B RS 20206538 881t 359618 (20146838 HBLE S0%6HIED
BiEZEEL BNOBEAEEDTNET, target A 35% reduction compared with FY2020.3 (a 50% reduction compared with FY2014.3) in energy-related carbon dioxide

. emissions at Group business sites
To address environmental issues faced by society, the Bandai

Sustainability Connecting to smiles into the future

NFAFLIATIN-T 3. IPBHERObE. 77 rHIC.

NIFAFLATN=THRIEINSTHIREICHICLIcH R TFTILEB ZHELE T,

‘ Under the IP axis strategy, we will work with fans to promote sustainability activities
/ corresponding to social issues that should be addressed by the Group.

@ VvV E sions of carbon dioxide. Each company has set reduction
INAAF L)L —FE. TFun for All into the Futurel ZH&ICHBITRAEERE LB DI The Bandai Namco Group has positioned “Fun for All into the Future” as the reason for our 7

OB ERRTOIC BICEANICRDECRELRHB5°0F—IETTU T T+ 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.

Namco Group has established numerical objectives and
*GHGZORrILScope3ilB I IIAF— V2 ROHFHEDEEICETF
CEIRNF—HROTSLZME BEAEIRILT-—DEASE

- Start to calculate emissions volume for the entire supply chain in accordance with GHG Protocol Scope 3
« Further promotion of energy-saving measures and introduction of renewable energy, etc.

steps to be taken in the period up to 2050 in order to promote
decarbonization through reductions in energy-related emis-

Main initiatives

objectives for each year and is working to advance initiatives.

CLTHEL EBICIDBEATVET,

o UE e (D % & )-emmene
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IREIZEDHE

Harmonious coexistence
with the natural environment

MIRRIBICRREBLIcEE£5#ET S
CEM HREBEDORF A AR
BORBICIA BBV CAEERH L.
SESERAT—IRILE— D
ISVHERBBE L OEEABIELE T,

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.

|
|
[
|
|

BELREMR - H—EXDRMH
Provision of appropriate
products and services
BRIFORD -REZE—ICER.
BERRERBOLE. @BXRE
MR ENIcE @ T —EXZ/N—
bF—C—ReBoTRMEL. BRI
EEOELEICEBDHFET,

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.

IR EDOBYNERALIRE

Appropriate utilization and
protection of intellectual property

EERAREERTHBIPEEYIC
ER-RETRCICLD. TR~
TAVAVEDORENARRICES
LF¥d.

The Group is working to contribute to the
sustainable development of entertainment
through the appropriate use and protection
of IPs, which are important management
assets.

BELHRIWBREORR

Establishment of work
environments that facilitate
mutual respect

REEZIZLOHNVAAF LTI —
TICEDLZHE5PBANLNEVNZE
BELHWVETESTHCNTE
PHBRETZERRIBLT HRE
TtEOFHRNBREZERLET,
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.

ASa=-FT1LDHEE

Harmonious coexistence

with communities

NV EAF LTI —THHIE P
TPUhBLEBEIN HENEOMBES
NZEETHOBITZOHIC. 032
ZTqEhICEE HKELTW I
ZEIELET,

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

A<EFnH>ZH

NYEAFLATIN—TI3. IPHBEOD L. 772D
ARBREFECHICHFRARBARORRICEITEHR
THIINEBELTWVET,

In accordance with the IP axis strategy, the Bandai Namco
Group is working together with fans to advance sustainabil-
ity activities for the realization of a sustainable society.

NYBAFT LTI —TDCOHHEDHR ZIFLH. ZDMDYITF
TILEBCOWTE FREY A EIBBIETN

For further information about the trends in the Group’s COz emissions and
other sustainability activities, please refer to the following websites.

HYTS
VYoo dzor
Gunpla Recycling Project

YRFFEVTF1H1+
Sustainability Website

L X _ _ N2FAFLATN=TDELYRXTFTIEFHEH Connect GUNPLA
NS — 70 5 oeomeeeeeee ettt ettt 70 :
N /9‘]’7’1\:7}[' 703’590377' JT )71 Examples of the Bandai Namco Group’s with jb 7 T A t A E * 7 h -a- p[C"CL"\lC
‘ The Bandai Namco Group’s five material issues major sustainability activities Fans Creating connections among people with Gundam plastic models PROJECT

\ HAITRDO1=50F—%BIR

= — N Runners that are leftover after models
707 :ET"’ & ¥ bt‘ ﬁ' have been assembled

Customers V) (5 are collected. <

enjoy plastic models.

EFNEDO1HL T 5% BR

Gundam plastic models that
include recycled plastic
are sold.

HNDIKWAROEREA
Human resources who wIll work in
ing are d

Delivery Collection

(1> 9 LRER]

Operation Gundam R

Plastic model classes

AUTSUHLINOBRIN L ) S FI7
Gundam plastic model H—TNIBLIN IFUTNUBLIN [H> 777”T'§ 7]
recycling experience event Thermal recycling  Chemical recycling  Material recycling Gunpla Academia

©BIE - H>F1X
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https://www.bandainamco.co.jp/sustainability/
https://www.bandaispirits.co.jp/hobbycenter/recycleproject.html

BANDAI NAMCO MARK

BANDAINAMCO

FH41>A2 Tk | Design Concept

HREDALHTE BV K TORDOBETOTATTHRUOZSTZVRD
AIREM 7. TS L) #8R S E5EF—7 (FUKIDASHIZL —L4) IZBandai Namco
OOdEA T ANUAATE T HA Y TRIBLE L,

MMEH LI ZOOY—JICBRDANSZC T HERAOT 7> 3227 —>3 >0
DRMDAEMNSBandai NamcoD IV Z—TA4 VAV REAID EIF T I CER
LTWET,

The design incorporates the Bandai Namco logotype into a motif reminiscent of a
speech bubble “fukidashi” 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 “fukidashi” into the Logo, we aim to create entertainment that is unique to

Bandai Namco while connecting and communicating with our fans around the world.

©Bandai Namco Entertainment Inc. / ©2023 FromSoftware, Inc. ELDEN RING™ & ©Bandai Namco Entertainment Inc. / ©2023 FromSoftware, Inc. Tales of Arise™ & ©Bandai Namco Entertainment Inc.

©Bandai Namco Entertainment Inc. / ©2011-2023 FromSoftware, Inc. ©/\—R2&7 /#hZtt - WBA7=X—>3> ©Bandai Namco Entertainment Inc. TEKKEN™7& ©Bandai Namco Entertainment Inc.

Taiko no Tatsujin™Series & ©Bandai Namco Entertainment Inc. ©2022 SANDLOT ©2022 D3PUBLISHER  Little Nightmares*® Il & ©Bandai Namco Entertainment Europe. All rights reserved. ©2022 Reflector Entertainment Ltd.
ON—RREJF /ERit - RMRT=X—>3> ©Bandai Namco Entertainment Inc. THE IDOLM@STER™& ©Bandai Namco Entertainment inc. © 7ARKUy>atTY ©RMK—ERH£Ri - IOFLE - HRT=X—23>
©Bandai Namco Entertainment Inc. ©F##sE R0k, $%%4t - FLERR - 23 ©Bandai Namco Entertainment Inc. ©fili#i- 251X ©JII L34 - (Rl - kst ERSRERRS O - Rll- WPt ERSERREERS
©Bandai Namco Entertainment Inc.  ©2020 11/ #/KADOKAWA/SAO-P Project ©Bandai Namco Entertainment Inc. ©Bandai Namco Entertainment Inc. ©Bandai Namco Amusement Inc. ©Bandai Namco Entertainment Inc.
©BANDAI SPIRITS  ©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. ©Z@f#2 ©Bandai Namco Entertainment Inc. ®E# ™ & ©Bandai Namco Entertainment Inc. ©Bandai Namco Entertainment Inc.

ORIz THE IDOLM@STER™& ©Bandai Namco Entertainment Inc.  ©2022 B# 70 - 7L E#H - ADKEM « HRBE O FLE#H - RILAG - M OABC-A- E7=X—>3> ©OBANDAI

©RBEIML/TL—~ILEE - TMS - NTV  ©Takashi Yanase / Froebel-kan,TMS,NTV ©BANDAI ©MISDO 23 ©RHR—BE &t - I7OFLE - RMT7=X—>3> OBANDAI

OEMH T ERL - EOE—O—-TAHFITREERR ©%Y/I270 ©BANDAI lllustrations Dick Bruna © copyright Mercis bv, 1953-2023 www.miffy.com

ON—FREDF /&F4t - RRT=A—>a>y ON—FREIF/&Fit ©12022 FSIVA—LE RIFERES ORBR—B/EHt ORBER—MB/H& - JOTLE - RM7=X—>3> ©BNP/BANDAI

©BANDAI OEHMT KK - HOL—O—THFIT7HIFERS ORE-¥>51X OMEEKFI/O4U>3> ORLE- 451X+ MBS ©BANDAISPIRITS

OBHRTO R ORMER—M/ 20227V E—2) NFEES OFEMHMT HREH HOL—O—THTFITHREZESR ON—F R2IF /Kt ©2022 5T K- )L WFEESR TM&O Othello,Co. and MegaHouse
©Nintendo / HAL Laboratory, Inc. ©Rlif - #>5-1X+ MBS ©PROJECT YOHANE ©)I| L3=4 - (X3 4t/ EASWRERER ORMRE - /HEN - BHL/ [JL—0Ovs) WiEEER OBNP/T&B2 PARTNERS
O©N—R-28VF /%54t ©SAND LANDE{EESSR  ©Sirius/Project WDS ©GIRLS und PANZER Finale Projekt ©2022 Ehanl) #FEERR  ©2023 Bandai Namco Music Live Inc. ©ANYCOLOR, Inc.
©BNOI/BIBIR T+ BEERR ©7-RUy>atT> ©BNP/BANDAI, DENTSU, TVTOKYO ©BNP/BANDAI, DENTSU, TV TOKYO BNArts ©BNP/AIKATSU 10TH STORY ©2017 7S TIr5TS5A T 14> w21l

©2022 7OPT IS TFATIZ—N=24— Il @TOAPTINSTFATE/ BEFRRAI—NTARNIZT ©2022 7OP IS TFA T rHFERI—ILTAFILEFE ORLE-#>51X ©SOTSU-SUNRISE

©Bandai Namco Amusement Inc. ©FEIFHBEA /MEEH - 2T+ - FLEFHA - ADK  ©HANAYASHIKI CO., Ltd. All Rights Reserved. ©B&-#>51X ©Akio Kashiwara / Gakken ©BJE-#>51X

©BJiE - 51X+ MBS ©Bandai Namco Entertainment Inc. ©Michiharu Kusunoki/Kodansha Ltd. Al rights reserved. GAME ©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. PAC-MAN™& ©Bandai Namco Entertainment Inc. ©Bandai Namco Amusement Inc.  ©BANDAI

RiBELICRT3ERHRE
HERICRHINTVRRRICEIZRDIE. NVH1F LTI —THRERTCAFHERBERNS/ONZBLDFHRICEIVWCHDTHN. URIPTFEREZSZATEDET, &oT. RO
FHEITHTFLBERICLD, BRIN TV I EEFBUIIASRLIBRLBDEZ L2 TRME SIS,

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
Data

As of April 1, 2023

Stock
Information

As of March 31, 2023

Board of
Directors

As of June 19, 2023

Corporate Name Bandai Namco Holdings Inc.

Head Office Bandai Namco Mirai Kenkyusho
5-37-8, Shiba, Minato-ku, Tokyo 108-0014, Japan
Website https://www.bandainamco.co.jp/en/index.html
Capital ¥10 billion
Main Business Planning and execution of medium- and long-term business

strategies for the Bandai Namco Group; provision of
support for business strategy implementation by Group companies
and management of business activities

Stock Exchange Listing ~ Tokyo Stock Exchange, Prime Market
(Code number: 7832)

Stock Information Number of Shares Authorized = 2,500,000,000 shares
Number of Shares Issued 666,000,000 shares
Number of Shareholders 38,823
Number of Shares per Trading Unit 100 shares

* The Company implemented a share split with an effective date of April 1, 2023, under which each
share of stock was split into three shares. The record date of the share split was March 31, 2023.

* The above share information reflects the number of shares after the share split on April 1, 2023
(conducted at a ratio of three shares for every one share of common stock).

President and Representative DireCtor s Masaru Kawaguchi
Director - - - - - - - - Yuji Asako
Director - - - - - - - - Nobuhiko Momoi
Director (Part-time) - - - - - T Nao Udagawa
Director (Part-time) - - - - - T Kazuhiro Takenaka
Director (Part-time) - - - - - T Makoto Asanuma
Director (Part-time) - - - - - T Hiroshi Kawasaki
Director (Part-time) -  Shuji Ohtsu
Director (Part-time, Outside) - Toshio Shimada
Director (Part-time, Outside) s Koichi Kawana
Director, Audit & Supervisory Committee Member e Masataka Nagaike
Director, Audit & Supervisory Committee Member (Outside) s Toru Shinoda
Director, Audit & Supervisory Committee Member (Part-time, Outside) Satoko Kuwabara

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

Consolidated Financial Data

Net Sales (¥ billion)

1,000 990.0
889.2
...... [E— 7323 e 723.9 e 1409
500
250
0
FY19.3  FY203  FY213  FY223  FY23.3
Operating Profit (v billion)
150
125.4
116.4
100
84.0 84.6
78.7
50
0
FY19.3  FY20.3  FY2L3  FY223  FY23.3
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Corporate Governance System

As of April 1, 2023

General Meeting of Shareholders

Appointment /
Dismissal

Auditing /
Supervision

Board of Directors

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

4 directors who are Audit &

(of whom 3 are outside directors)

Audit & Supervisory Committee

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 Dismissal / Reports
Supervision Independent Directors Committee
Reports
T P 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






