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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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The Bandai Namco Group will work to create
a world of smiles and happiness together.
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In April 2022, the Bandai Namco Group introduced its Purpose, “Fun for All into the
Future,” which we have positioned as the ultimate definition of the Group. 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 work-
ing together to create things” will be “Fun for All into the Future.” | believe that “Fun for All
into the Future” involves working together to create a world of smiles and happiness.

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 connec-
tions with fans around the world, and, under this Mid-term Plan, we are advancing 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 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 our business activities but also in our sustainability initiatives and in the activities
of each employee. In this way, the Bandai Namco Group will work together to create a
world of smiles and happiness.

* IP: 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

FIPEHEBE | . TR —T A VAN BICEVWIESEAREEBHCEER/T/\Y
ERFONAAFT LTI —TDEA T,

IPOEHRBECFELEN L RBAZIIVI T REBLGER LT &REA
IR ICE T TIRETZCCICEDIPEEOR KL EIEH B E ENHTIPH
&) TS,

NI ZAF LTI —TIE TIPERELBE ) DML LI235 - IMAICIDBO T BED
BAEIFHBEAA. REBNARIPEEBEORAICAITIPORAIBEEEZILAT S 2 BigL
TUWET,

RB|EEILE
Ban c Y—EXDE/A

Introducing products and services
that leverage the worldviews of IPs

The IP axis strategy is the greatest strength of the Bandai Namco Group, which has a diverse
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-
views and providing the optimal products and services in the optimal regions at the optimal times.
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Cultivation Co-creation

Creation
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In addition to maximizing businesses, the Bandai Namco Group is aiming to expand the potential
of IP in order to maximize long-term IP value. To that end, the Group will advance, promote, and
expand the IP axis strategy.
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MID-TERM PLAN
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with Fans

Connect
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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 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
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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

HKEHEREADRLS

Connecting to smiles into the future
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BANDAINAMCO
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Bandai Namco Holdings Inc.

g #iEa1t / Regional management companies

Bandai Namco Holdings USA Inc.
Bandai Namco Holdings Europe S.A.S.
Bandai Namco Holdings Asia Co., Ltd.
Bandai Namco Holdings China Co., Ltd.
Bandai Namco Holdings UK Ltd.

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

FERERAL L R NE1
Business Management Company:
BANDAI CO., LTD.

Business Management Company: Bandai Namco Filmworks Inc.

MAIN GROUP COMPANIES
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Bandai Namco Entertainment 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
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SUNRISE (SHANGHAI) CO., LTD.
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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.

HRARUMNIEAFLOATIa—IAAXVE
HREHTL Ov—Fv X+
TR LE
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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 Research Inc.

Bandai Namco Nexus Inc.

Bandai Namco Aces 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.
SOTSU CO., LTD.

Bandai Namco Pictures Inc.
Actas Inc.

Eight Bit Inc.

Bandai Namco Base Inc.
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

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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ALL BANDAI NAMCOTHR DL DS

Forging Connections around the World under the ALL BANDAI NAMCO Concept
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20225 3R #A (R48) 20255 3R 81 (B1%)
FY2022.3 (results) FY2025.3 (target)
i) Sl =

B LB
29.7% i o 35«

Overseas sales ratio: Overseas sales ratio:

29.7% 35%

ER

Japan

The Bandai Namco Group is developing its global business activities from its regional bases,
principally in Europe, the Americas, and Asia. In each region, we have taken such steps as
combining business companies and consolidating offices. In this way, targeting future
growth, we have established systems to take on challenges under ALL BANDAI NAMCO.

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 regjon, 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 strategy—its greatest strength—
on a worldwide basis and to increase overseas business to the point where it is on a par with busi-
nessin 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.”

RBE
Long-term target
%) Syl = = Er E2

Japan
504

Overseas sales ratio:

50%

i)

Overseas o

Overseas

® T RO—NF1X - AUTFILEa [ Major localized and original products
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O Eh M 12

' Europe
o’
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® Rk [/ Major events

IRBGZEN Tgamescom 2023
REAMTAY 1> B (R1Y)
EROBB =LA

INRILTT—2024)
(FX1U7)

Global Finals) = RafE
(FAUH)

FAnime NYCJ IR
(FX1U$)

TRSTIYR—IL—LR  TTEKKEN World Tour 2023 TTAMASHII NATIONS WORLD TOURy  FAnime Expou ICHIR
TAYA - Za—A—0EFYIDICHEHR  (FXUAN)
SEH TR

L T X U F s

T T g

Asia ° ®
o *THX
‘ ® Japan
[ ]
% *

@ N>EA4F LTI —TFEZEHR /Bandai Namco Group business bases

o T [EH - HEER / Major stores and facilities

TAMASHII NATIONS. STORE

ITHE GUNDAM BASE IN THE WORLDJ

TTAMASHII NATIONS STORE.

TONE PIECE CARD GAME Official
Shopy

TGASHAPON BANDAI OFFICIAL SHOP Tnamcol (1K)

HRTREYIEMRIECE5 &

HATERMIZEHITTES

HRATEMIZERIITES 8§ HRTREMIZEHITE5

North America
®

@

IBandai Namco Cross

Store Camden, LondonJ
TRIIA T —H L
TR LI
(FRE)
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ENTERTAINMENT UNIT

IVRA=TAIAFAZ Y

REMAY —L | Home console games

BEVBICAT T SETERTIYRTIF—LANTYRDEWT A>Ty T 2B,
We target a wide range of customers and offer a well-balanced lineup of software for multiple platforms.

Digital Business

XY RT=OADTIYDERHE -
% -BE. RERT—LBRED
- A% - R

Planning, development, and distribu-
tion of network content; planning,
development, and sales of home
console games

TELDEN RING SHADOW OF THE ERDTREE] ITales of ARISE - Beyond the DawnJ

TSAND LANDJ I{E8 |

T ERRAE 56 ) lLittle Nightmares Il1J

TARMORED CORE VI FIRES OF RUBICON

TREDZAN RVATILTTATANIL & T4V bNF)

TNARUTO X BORUTO F LT« Xy bZXb—LaRT>3>X ]

Yy ;77— 7>") | Network content

TONE PIECE XTI > T4 Zwial

[7ARIRYRE— v+ =—HZF—X Song for PrismJ

7Ry atIy)

MeETo5 TRRYFv—F VT4 L)

BHEERZY A TMIRAIKEN studiod

MOy ENAIL

TK&DEA RHYTHM CONNECT)

o~ ‘ : = . ;
SO BRETRA Y- —XIIEDEREEREAIVTYVEENTIL PCAZICHEIT TRH,
In line with diversifying customer needs, we provide a variety of content for mobile devices and PCs, etc.

[SDAVAL Y—VTRL—>a> TE2—F)L MRS IAVR—IZ Ry H> NI

TR LIcO RS LTEoTctt BECBORER)

FORNZEREFRLI-IDEA / Initiatives utilizing digital spaces

1765 MILLIONSTARS LIVE 2023 Dreamin’ Groovel

BHEBERZOAZRBEL. ARV MEEFERMLTVDIEN TORINEBEERLIIPOF I BE LA ZHBHICHE,
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.

TR 7T RSB R E MUSIC BIGBANG ! TAVALAIN=RTOAV LI A X—VEG

TPROJECT IM@S 3.0 VISIONJ
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ENTERTAINMENT UNIT
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FFRE—SRE

Toys and Hobby Business

e, hFEILb h—F,

HF -8B TINLIL EERS.
T5ETI. =i XERED
18 - A% - BE - BR5E

Planning, development, production,
and sales of toys, capsule toys, cards,
confectionery and foods, apparel,
lifestyle sundries, model kits, prizes,
stationery, and other products

SEIFRIPEFEALI-MRE—SE% | Utilizing a variety of IP in the Toys and Hobby Business

BAWEICET T PRI YR —T A VXY MEEED LI SR AEMA - Y —ERZER.
% R} We are rolling out a diverse range of products and services that leverage IP and entertainment value for a wide range of customers.

MREZAH—)12)—X TR—/N—8Bk) > —X I70%a7121)—2 [Te&Tob) 7oy —X

# 7t [ Capsule Toys and Vending Machine Toys #—F / Card Products

@NE FIECE
. o [F—gh—RERS—Z TBANDAI CARD GAMES) S1J—X
EACES e g (F—tr—Eh—RG—L) (F—F T h— 5= 1)

7/SLL [ Apparel 45ER S / Lifestyle Sundries EF - & / Confectionery and Foods

[STRICT-GJ NZADEY ToL7R—7] ROV IR [ER AT DDE ¢ TARTRIZ)—X
FwXALU>3av]

ZZET)L [ Model Kits

THY AL =) TZETIVL(HYTS)

J4%a7 - ORwk / Figures and Robots

I'S.H.Figuarts

(BBREE 12)—X Bago)—X

F+0O1)—X / Othello Series

FtO,2U—X

75/ 923 21)—X

=&y —X

TIETILOBHEENSR NV EARE—t > 82— (FEEERT)

F+52942—<L [ Character Lotteries FESa=

X & / Stationery

TmetacilJ

M &3PROY

X2 / Amusement Prizes

TKING OF ARTIST1 2 U—X

5UBH) =X
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IP PRODUCTION UNIT

IP7O7a—X31Z=vyb

B / Visual

ToR—2avBEDBYE - B
AYTY ORE - BE - ER.
E1FE - IRIEDEIE - EF.
T—T1ALDRE - E.
SATIVRA—TAAVNERE
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

AYVE L=

FA—pF7R12U—-X

373471 2)=X

T7AR)y>atTy) )=

TSAND LAND: THE SERIES)

TSYNDUALITY NoirJ

T8R4 LTe B AT+ LT o7
PO

TH=NR&IY7—12)—X

BHOBEBHIERZOFICINZ it EDBRICK D AU OF )L it RIFR C SRS ERE. TVEE. BIFAR. BBfE. /v 7 —ViRFEa CE F S EAF TR,
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.

-0y —X

A == 4

E% /| S14T1R >k / Music / Live events

e,
B ‘ D TTART—LEEOER STV ERDIISEE £5 Vv L TR,
. : We offer products in a range of genres, centered on music and live events related to animation and games.

Kiramune Sl 18

Nissy X SKY-HI BERNTTITTRA TARILIREZ—h @
TR 7 )L —0w 2-EPISODE JH-J EEH; T4 HEH
Stormy.

IPTI272 2% EBH

Developing connections with fans through IP
HERADIPT7ICEIT T ZENRIPTAT 21— R E R,

We are implementing multifaceted IP development activities for IP fans around the world.

IPOEERER / IP Anniversary Initiatives
KOFT 72 DN BT H DEIPAFHEHEZ B

Implementing initiatives for each IP anniversary to connect more deeply with fans

TRBME A A L1458F TERHREETD2LIAF MBS 20BAF 702Uk
BRBEAATYTRARINE,  FETLETZXSU-X YA S DT =D

SEN B IR % R BIEDIRE RTE

MEWLIVE

57547 11)—X [ Love Live! Series

() ZA4FA~ >k [ Live Events

TARUy2 a7 VISIBLIVE TOUR

STIATWLrRFERY —ILTARIEFER ST TE/ ELFRIAI—ILTARIL

“Good 4 You” 6th Live! I love You S You love Me 257 1st Live Tour ~RUN! CAN ! FUN !~
o) YTk [ Music ) P—T1A [ Artist
FIFATIR—)N—2 52— Agours (3TZA 18>S )

Liella! 5thLoveLive! ~Twinkle Triangle~
TRV I T F Scvedd

BHEAT T OEETEL BRI TPOERERSE

Providing IP information around the world through a variety of media
activities

ARYouTubeFv>RILIAVALF > 2IL).
RNRI7YOZTTIIVHYR LT 7> 05T

BANDAI

YOSAXTSVRIEER AT TXBEREY-ER
A=A~ TN ZAFv>2)L)
>S4 T—)LR)

Ny —HESER / Packaged Product Initiatives
PO Z AT 5K Rz RRE

Rolling out visual works that maximize the appeal of IP

TEPSAR 7 R 2t 7> LIVE 4bit BEYOND THE PERIOD.
FFAOXTBREBlU-ray BOX B ERERR)
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AMUSEMENT UNIT

~. ¥¥A4&—L / Amusement machines

FZa—X A MERR / Amusement facilities

FBRTBEC TR ZHETS 5 ORM.

We are rolling out venues for sharing inspiration through experiences.

:0 A »

FSa—ARAY MO E- R - ( # j J TR ZAVMERB ST OBV E KR TE S EBAY — LOER,

8 - -.,",,." We are developing amusement machines to be enjoyed exclusively at amusement facilities.
EE IR TIR—F—ER.T— P o ’
IN=IRAVRTILAISI>
FEZFLTIa—IAVMEROE
B EBERY
Planning, development, production,
sales, and after-service for amusement
machines; planning and operation of

amusement facilities, including theme MREE VAL TN —LN—TFR2 F—N—T =R
parks and indoor playgrounds, etc.

TCLENA3J

FERESyRF A+

TDREUYY &2 H—
THESTLFa—> 6RR PLUS) o e

A v RYDTIN—]

TNAMJATOWN (> 2w &) | T)N> 47123 Cross Storel

TREDEAN
PEETTIN — 3 - = . mam -
S UPAX TR OEIDIESA / Real x digital initiatives
. . ¢ UTAXTORADS—LLRB TSV RRLABOER.
.'-_. o We are rolling out real x digital seamless brands and initiatives.
NYAAFLIATIa—IXEOATRANY MERE AYSAUTOL = =LV DTHETTH FrIU8—AIEN5CCRUTILIAVTIVDREET,
EDfR—=2ILTA R INAMCO Parks] RLHBF LSV —) —SOBETHHENT BFRIP RS KRR
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EEEEEE———————————————————L————,
AFFILIATED BUSINESS COMPANIES

BRESRREH

B T BEEEBLY
A=y EYR-FIBEX

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

20

(B no41asni

BRET WRNCYRERICNZ. BE—ENRPLL - RIRE CORRICEHI.

#FH)ASKLIIZATLR

Bandai Logipal and Logipal Express focus on not only high-quality, efficient distribution but also seamless international services, safety, and environmental issues.

(B N FA4FLOAESRRT—D
NYEAF LAY —T OEREI S LD

Bandai Namco Business Arc provides support for the administrative work

of the Group.

(B N¥481FLa910

BHVWERAZBEMELIRAITF Rt N\VE1FLITIL—TDED R %
SESEBRETHR— NI BEBERM.

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

HISTORY

N2FAFLAT V=T OESE

T HBREIE BHELRDHDTT, / Note: Company names are as of the year written.

2005

RN EAFLOAR—IT 1T AL
RS PR 5588 — 8 L5
NAMCO BANDAI Holdings Inc. was estab-

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

2006

KEHIF RS NAMCO BANDAI
Holdings (USA) Inc. 8831
NAMCO BANDAI Holdings (USA) Inc.,

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

T LEBEEREBERTOEERNEBR

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

2007

R g (- 6 Wi R R R 4t
NAMCO Holdings UK LTD. #3%3z L.
BEHOBRERNE

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

and affiliated operating companies were
restructured.

NIBEAFLATIIN—TF - JZAZ—
TIVRRER

The Bandai Namco Group Restart Plan
was announced.

2012

THREL - P - 1k ZE D aVIciBifr
FEREtEE RS —
The Mid-term Plan setting forth the vision of

EMPOWER, GAIN MOMENTUM, ACCELERATE
EVOLUTION was implemented.

2014

RRGEHIG IFR#ED 2013 FEERE
fifem ERETERFEERE

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 #k8 - ®E - &1t =
e aviciBif R EE X2~
The Mid-term Plan announcing NEXT STAGE:

EMPOWER, GAIN MOMENTUM, ACCELERATE
EVOLUTION was implemented.

2016

TOTHIHDEE R Z BANDAI
NAMCO Holdings ASIA CO., LTD. A
RIET 3B R —

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

assumed responsibility for operating
companies in Asia.

e 2017

FFEICFR=1 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 #k3 « i *
b 2P aVICBIF P ERETE =
282—hk

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

MOMENTUM, ACCELERATE EVOLUTION was
implemented.

2019

() NoHEAFLIAR—NTA TN
BTtk mis B OB EMICERA

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

() N BAFLAR—IUNT1 2T AN
TOPIX100 DA 1R ICHR A

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

2021

INYBAFLATIN—TDHFRTFE
TaHE EEETDLEDIC,
BRRLICA TP RABIZZRTE
The Bandai Namco Group Sustainability

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

2022

IIN—FOR AR ELT

Bandai Namco’s Purpose & A L.
J—ARL—rOdZzmE

Bandai Namco’s Purpose was introduced

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

FConnect with Fansi ZE>a>ic
BIF e EREtEZ X2 —
The Mid-term Plan setting forth

the Mid-term Vision of “Connect with
Fans” was started.

2023

MDD E =R

A share split was implemented.
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SUSTAINABILITY

$RFFEYT1

NIFALFLATN—TDEBYRTFTILiEENEH

Examples of the Bandai Namco Group’s major sustainability activities

Fun for All into the Future

NYRAFLATIIL—TI3 IPEEBEDOD L. 77> DAHR SR EDICHHIA AR
HEROERICET Y RTFIILEESHZLTVET,

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

BXATFFEVUT 1 KEEZREADLEC

22

INIAALFLTATIL—TIE TFun for All into the Futurel ZRICBITZFEERRLAMAEDIT.
FTOEFEEEREZRIEIEOHIC.FHICESNICEDETHKRENH B350 T —%2ITIT )T«
CLTHREL EFICERDEATVED,

Sustainability Connecting to smiles into the future

NFAFLIATIN-T 3. IPEHERObE. 77 EHIC.
NIEAFLATN=THREIGINETHENRBICHIB LI Y AT FIILEDZHELE 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.

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.

NIEALFLATN=TD52DITITIT1

The Bandai Namco Group’s five material issues

GUNDAM UNIVERSAL CENTURY
DEVELOPMENT ACTION (GUDA)

HYFSUHro)07FAT Ik [ Gunpla Recycling Project oo
YA L)=)OTZETINVIAY TSI OZ>F— (TFETILOROESD ) Z (B
L. 7B 7SETIVEBACEENEDSES e ZBIsd 702 T/ T2022434
HEDRE—bo 77V DA BREXEEDICEREMSDEMICEML TV ZETE
LTLED,

In FY2022.3, we have started a project aimed at collecting runners (part of the model kits framework) from model
kits in the Gundam series and reusing them in new model kits. Together with fans, we are working to contribute
to the formation of a recycling-oriented society.

HoZLA—=F1/R—23> [ Gundam Open Innovation oo
CORBHAICEWT IFHIIL) ZHICIEZIAE L. HVA LR EKICIREH
RAMZ TV HARE) ISH LT, [HYA L) & TR 2RI A DTS b
FORKODBEHLEZIRFNTEZTOTTL T 2022F3BHEDEBLTUVET,

THE IDOLM@STER
~ITPIEDBNB,. EHICRBZIBRTFIIETH~
Connecting with fans, implementing sustainability activities together with them

UHAIILIEEADEDIEH | Initiatives to promote recycling -
2023FE 4B W 58BICHIFTTITARILIYZRZ—
A —NT5—X CRIBEICEZITRMERL
LT283 (YY) ORIV a>VFEDIZ vk
TERE VIRV IZAHA =) HTSRAFvIE
BRERICEETBLIRPRZHEDF LI,
FIETHERRITARYIRA—I I XA N—DEEHEIN T R)L- BN
T—EHEDHD TIRFYIHIR V1 V)R] % PRI ZIEREED LRI TL
ESIS

From April to August 2023, as a collaborative initiative between THE IDOLM@STER SHINY COLORS and
Japan’s Ministry of the Environment, Houkago Climax Girls, which is affiliated with 283 Productions,
was the focus of PR initiatives related to plastic recycling. In addition, there is an educational video that
publicizes the promotion of plastic reduction and recycling, with idol Rinze Morino, who was elected

I7Z2F v IHlH -

VYA UILRHE PR

PR for promotion of plastic
reduction and recycling

BRI E BEGES - F—EXDRMH HBRA B DB )% 7% A LR TR BELHRIBBRADORN ASa=TrLDHE Reconsidering the “Universal Century,” we are working to make future dreams and hopes a reality by combining from among the Houkago Climax Girls members, serving as navigator.
Harmonious coexistence Provision of appropriate Appropriate utilization and Establishment of work Harmonious coexistence Gundam and future technologies to address social issues faced in the real world as in the world of Gundam.

with the natural environment

MIRRIRICEERB LR EHET D
CEM\ MR EBEOFRRII A
BORRBICRHNEHV 2B L
TETERRAT—IFRILA—D
ISR OREZBIRLET,

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.

products and services
BRIFORD -REZE—ICER.
BELGEREODE. MEPRSE
EAEEREINCE S T—ERE/N—
Fr—e—R Ao TRM L. 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.

protection of intellectual property
EELREERTHBIPZEYIC
ER - RETBCICED. IV~
TAVAY DR ARRICETS
L&Y,

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.

environments that facilitate
mutual respect

WEBRIZLONYACF LTI —
TICEDLZHE5PBANLNEVNZE
BLHW EFTEZTLECC LN TE
PHBERREZRFAIZLT HRE
CEOFGMNBREBEZEIELE Y,
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.

with communities

NYEAF LTI —FHi e
TN BEEIN HRDSBBELE
NBEETHOFITBIHIC. I3
ZTAEEBICEE BERLTWIL
zHELET,

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

This program was introduced in FY2022.3.

HYELITar—>a+IFO4Y 5L [ Gundam Educational Program .-
GUNDAM FACTORY YOKOHAMA @ T&< AV A Ly THY TS #FRMIC. DI
DORELIPHERREBEREICDODVWTER ST oNTEE5RZHE SO LT. 2022F
3ABEDZEZ—KLELT,

From FY2022.3, we started an educational program that provides opportunities to think about the fun of manufacturing
and about environmental issues. For the subject matter, this initiative draws on the moving Gundam at GUNDAM
FACTORY YOKOHAMA and on Gundam model kits.

GUNDAM UNIVERSAL CENTURY DEVELOPMENT ACTION (GUDA) R4 +
GUNDAM UNIVERSAL CENTURY DEVELOPMENT ACTION (GUDA) official website

o

HFIREADEDFEH [ Initiatives for regional advancement
PARIRRE— 2o FLIA—ILR) OBEEFS T L - BRENMERTBOMP
BRZHE T2 MR LT £oo FHEZT —NICELIDICBDETHE
NEBBREHREOBIZOWT PARILYZAZ— SUFYS1T I OARB-B-£I15
BATE3DDIAZ YA PRIEBI E M. CDLS7% P& EA LI E ML ICENDIEA
TWET,

In this activity, THE IDOLM@STER CINDERELLA GIRLS idol Hajime Fujiwara, who likes pottery, is a Bizen ware
idol who communicates the appeal of and information about Bizen ware. Three idol units from THE IDOLM@
STER MILLION LIVEI—Sun, Moon, and Stars—are the focus of PR activities about the appeal of Sagamihara City,
Kanagawa Prefecture, which is working on city development initiatives with a theme of the universe. We are
implementing these types of regional activation initiatives that leverage IP.
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https://m.youtube.com/watch?v=_8KwbM6vmDg
https://www.bandainamco.co.jp/guda/

TEKKEN™8 & ©Bandai Namco Entertainment Inc. ©/\—F - 2427 /%24t ©Bandai Namco Entertainment Inc.  ©BIRD STUDIO/SHUEISHA, TOEI ANIMATION ©Bandai Namco Entertainment Inc.
TEKKEN™8 & ©Bandai Namco Entertainment Inc. ©SOTSU * SUNRISE  ©BIRD STUDIO/SHUEISHA, TOEI ANIMATION  ©TSUBURAYA PRODUCTIONS ©U /F-S-A-A
OBIiE - #>51X PAC-MAN™& ©Bandai Namco Entertainment Inc. ©Eiichiro Oda/Shueisha ©Eiichiro Oda/Shueisha, Toei Animation  Taiko no Tatsujin™Series & ©Bandai Namco Entertainment Inc.
PAC-MAN™& ©Bandai Namco Entertainment Inc. ©Bandai Namco Entertainment Inc. / ©2024 FromSoftware, Inc. ELDEN RING™ & Bandai Namco Entertainment Inc. / ©2024 FromSoftware, Inc.
Tales of Arise™& ©Bandai Namco Entertainment Inc. ©Bandai Namco Entertainment Inc. / ©1997-2024 FromSoftware, Inc. All rights reserved. ©/%—F - 227 /%24t ©Bandai Namco Entertainment Inc.
TEKKEN™8 & ©Bandai Namco Entertainment Inc.  AZDEA™ R4 7)L7T27/VL & ©Bandai Namco Entertainment Inc.
OFAEFSE 2Ovh /HKt-FLERR- U3 ORISHNARUTORFERR 2012 ORISHINARUTOR{FERS 2014 ORIBHRBORUTOR{FZER £ 2015 ©Bandai Namco Entertainment Inc. ©2022 SANDLOT  ©2022 D3PUBLISHER
Little Nightmares™IIl & ©Bandai Namco Europe SA.S ©/\—RZ&I 7 /$Hit - R7=X—>3> ©Bandai Namco Entertainment Inc. THE IDOLM@STER™& ©Bandai Namco Entertainmentinc. © 7 KUy>at7>
©RMER—HHKtt - TOTLE - RMT=X—>3> ©Bandai Namco Entertainment Inc. A#Z®D#A RHYTHM CONNECT™& ©Bandai Namco Entertainment Inc. ©BIi# - 4>51X
©J1| E3=4 - A it/ EASWERRR ORIl - Bt EASALRFESS  ©Bandai Namco Entertainment Inc.  ©BANDAI Tamagotchi Adventure Kingdom™ ©Bandai Namco Mobile S.L.
©Bandai Namco Entertainment Inc. ©Bandai Namco Amusement Inc.  ©Bandai Namco Entertainment Inc.  THE IDOLM@STER™& ©Bandai Namco Entertainment Inc.  ©fllii - #>51X
©EMf#:Z THE IDOLM@STER™& ©Bandai Namco Entertainment Inc. ©3[{#Z THE IDOLM@STER™& ©Bandai Namco Entertainment Inc. ©2023 A#%70 - 7L E#H - ADKEM - Bt © 7L E#H - RIRAG - RBR
©ABC-A* RBA7=X—2>3> ©BANDAl ©%%H7AHL/TL—~JLEE-TMS*NTV ©BANDAI ©OMEGMILK SNOW BRAND Co.,Ltd. ©FFMHR—ER$Z&tt- IIFLE - RE7=X—>3> © Nintendo / HAL Laboratory, Inc. KB23-P5536
©NARUMIYA INTERNATIONAL.,Ltd.UNDER THE LICENSE OF PERSON’ S DESIGN STUDIO Co.,Ltd. ©/\—RX&J7 /$tt - R T=X—> 3> OBANDAI ORHR—EBKHt OBER—MB Kkt - TOFLE - RMTP=X—>3a>
©BNP/BANDAI  ©BANDAI ©Nintendo © 2024 SANRIO CO., LTD. APPROVAL NO. L644001 ©BIi# - #>51X ©%%t7ch L/ TL—~JLEE: TMS - NTV ORBF=X—>3>
& [m] 2 A=K\ =t K ] e [m] ©Nintendo  Creatures - GAME FREAK - TV Tokyo + ShoPro + JR Kikaku ©Pokémon ©fl&« #>51X ©BANDAISPIRITS ©FAH7O -l ORE-¥>51X ORMHK MR EE - TVFLE - HMF=X—>a>
: 2 e ORMHR—IB/ Rt IITLE - WMT=X—2a> OfMRE - /HEN - Bkt (JL—0Ov7) BIEESER TM&O Othello,Co. and MegaHouse ~ ©Nintendo / HAL Laboratory, Inc.  KB22-P4050 ©fIi# - #>51X
Kl 0 atio _:.'Ijnr ©2024 7O TIMSTFA T BRFRERI—ILTA RLEFRLA—E— ©/N—F249F /%54t OSAND LANDRFERE ©JI| L3 - R -
[m] = m| [ ORIWRE - ZBRA - /HEN - 4t/ TRIBARZ)L—Ov o) RFEES  OSUNRISE / PROJECT G-ROZE  Character Design ©2006-2024 CLAMP + ST ©BNOI/BIiSHR 71+ +H{FERSK ©SYNDUALITY Noir Committee

©GIRLS und PANZER Finale Projekt ©¥#AF 5, /\#8E/ [N\ERX) WFEESK THEIDOLM@STER™& ©BNEI ©2017PL!S ©2022PLIN ©2022PLISP ©PLIHS ©71KUy>atJ> ©OMEWLIVE

©2022 7OV TIMSTFATHIrRZERI—ILTARVERFER ©FOYIIMSTFATE/ BEERRI—ATARNIZT 02017 FAPTISTFATIH oAl ©2022 TAPTISTFATIZ—/N—28— 1 ORIE - 251X

©SUNRISE * R ©ZERIZIK#£3H4t - TLERR *BNP- 7=7LwyoR ORlil - #>51X ©SUNRISE ©Bandai Namco Filmworks Inc. ©BNOI/EIHRT7(FF+RIFEER ORIE-¥>51X ORE-#>51X - MBS

Taiko no Tatsujin™Series & ©Bandai Namco Entertainment Inc. ©Michiharu Kusunoki/Kodansha Ltd. Al rights reserved. GAME ©Bandai Namco Amusement Inc.

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. PAC-MAN™& ©Bandai Namco Entertainment Inc.
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RiELICEY 38R
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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.


https://www.bandainamco.co.jp/group/index.php
https://www.bandainamco.co.jp/sustainability/
https://www.bandainamco.co.jp/ir/library/integratedreports2023.html
https://www.bandainamco.co.jp/group/index.php
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Corporate
Data

As of April 1, 2024

Stock
Information

As of March 31, 2024

Board of
Directors

As of June 24,2024

Corporate Name
Head Office

Website

Capital
Main Business

Stock Exchange Listing

Stock Information

Bandai Namco Holdings Inc.

Bandai Namco Mirai Kenkyusho

5-37-8, Shiba, Minato-ku, Tokyo 108-0014, Japan
https://www.bandainamco.co.jp/en/index.html

¥10 billion

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

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

Number of Shares Authorized = 2,500,000,000 shares
Number of Shares [ssued s 660,000,000 shares
Number of Shareholders 57,716
Number of Shares per Trading Unit 100 shares

Note: The above stock information reflects the number of shares after the cancellation of trea-
sury shares (6,000,000 shares) carried out on May 21, 2024.

President and Representative DIreCtor s Masaru Kawaguchi
Director - Yuji Asako
Director - - Nobuhiko Momoi

Director (Part-time) -
Director (Part-time) -
Director (Part-time) -
Director (Part-time) -

Director (Part-time) -

~~~~~~~~~~~~~ Nao Udagawa
~~~~~~~~~~~~~ Kazuhiro Takenaka

............. Makoto Asanuma

- Hiroshi Kawasaki

 Shuji Ohtsu

Consolidated Financial Data

Net Sales (¥ billion)

(
(
(
(
(
(

~~~~~~~~~~~~ Toshio Shimada
‘‘‘‘‘‘‘‘‘‘‘‘ Koichi Kawana

Director (Part-time, Outside)

Director (Part-time, Outside)
Director, Audit & Supervisory Committee Member e Takashi Kaneko
- Toru Shinoda
Satoko Kuwabara

Director, Audit & Supervisory Committee Member (Outside)

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

1,200
1,050.2
990.0
900 889.2
723.9 740.9
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300
0
FY20.3 FY21.3 FY22.3 FY23.3 FY24.3
Operating Profit (v billion)
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Corporate Governance System

As of April 1, 2024

General Meeting of Shareholders

Appointment /
Dismissal

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

+
V' N
Delegation lT Reports
Appointment /
Full-Time Officers Committee Dismissal / Reports
Supervision
Reports
T P Auditing
4
Representative director ;
Cooperation / R
Directions Reports Directions eports
v

Directions Reports Internal Auditing Division

Group Business Report Meeting

Group Management Meeting

Vision Meeting Support Auditing

l Policy directions

Bandai Namco Group companies

Dismissal
Account auditing /
Reports on
results
— .
-« Independent auditors

Cooperation

Appointment /

Independent Directors Committee

Personnel Committee

Group Sustainability Committee

Reports

Committees

Group Risk Compliance Committee

Group Information Security Committee

Internal Control Committee

Policy directions Reports





