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Bandai Namco’s Purpose

Fun for All into the Future

HoUlE<, H2EFES
Mg .50 - K %=,

ShLW, 7=DL W, T3, ERZEHS5D,
HMIBR KB B, EMMCEWLKE DB,

IVB=TAVRA B EHHTODED ST,
ACAALHE ALHADOEH S,
ZABERRE . NVHAFLIARBYERPDOIRTOALLDICAIDET,

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.




PRESIDENT’S MESSAGE
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In April 2022, the Bandai Namco Group established our Purpose—Fun for
Allinto the Future—the ultimate definition of who we are as a group.
Guided by this Purpose, we have worked to bring smiles to our fans

* - A& ) N L, o X around the world and make their dreams come true, thereby realizing
ﬂﬁ @ Fa n s t t % Ih L Y ) =y i WA BRI ICR R ZRIT TEVD LTS sustainable growth while catering closely to fan needs.

¢ O E) ) 2025FAB DS HIcB3AFOHRBAFTEZXZ— L. In April 2025, we will commence our new, three-year Mid-term Plan,
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Roll Out Businesses That Bring Smiles

o new challenges to a greater extent than ever before. By doing so, we will
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strengthen our connections with fans around the world (IP fans, a wide
T7NBE5PBN— T = RETIL—THEAMR) LODBA range of business partners, shareholders, Group employees, and society).
DERILLET, The greatest assets and strengths of the Bandai Namco Group are
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to Even More People, Together With
Our Fans Around the World

ments where all employees around the world can freely and boldly

.. T d HIBIEN VAL FLOBLEEATICL. — B DEELLS presence.
MRASHNYZAFLOAR—ILTA>IR ~ . . Based on our Purpose, “Fun for All into the Future,” and Medium- to
AR RIER CLEBIELIEVNERVET, Long-term Vision, “Connect with Fans,” we will pursue a broad range of
CEO N2EAAF LTI —T1E T/N—=/{Z“Fun for All into the efforts to maximize the value of IP so that we may expand the potential

Future”l. #LTHEBE 3> TConnect with Fansl b &. of our IP and bring smiles to even more people, together with our fans
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. _ - — A * IP: Characters and other intellectual property
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Yuji Asako

Bandai Namco Holdings Inc.
President and Representative Director
CEO
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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

worldviews and providing the optimal products and services in the optimal regions at the gu H:'l :,H\:glj IP’\G)?Qﬁ
optimal times. V
In addition to maximizing businesses, the Bandai Namco Group is aiming to expand the potential Cultivation Co-creation

of IP in order to maximize long-term IP value. To that end, the Group will advance, promote, and Creation

expand the IP axis strategy.
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Note: This illustration shows one example of IP axis development.




IP AXIS STRATEGY FOR GUNDAM SERIES
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The Gundam series has a rich history of over 45 years. Throughout this history, various Gundam .

works have been created that have been enjoyed by fans in various age groups across a broad FY22.3

range of countries and regions around the world. The Gundam series has been rolled out world-
wide in various business domains of the Bandai Namco Group. We have also moved forward
with many other initiatives for the series, including collaboration with external partners. In these

ways, we have been working to maximize the value of this IP.
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MID-TERM PLAN
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Consolidated Net Sales: ¥1,450 billion

e (rse) : 50wt

Overseas Sales Ratio (on destination basis): 50 % or more

onnect with Fans

Under the new Mid-term Plan, we position “Connect with Fans,” which is a goal we continued
to aim for during the previous Mid-term Plan based on our Purpose, as our Mid- to Long-term
Vision. As the second chapter and action phase of our pursuit of this vision, we will make
greater efforts than ever before to establish 360° connections with fans around the world (IP
fans, a wide range of business partners, shareholders, Group employees, and society), that
are broad, deep, and multifaceted, by boldly taking on new challenges.
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Consolidated Operating Profit: ¥200 billion
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Ongoing Goals
Operating Profit Margin: 12 % or more

Equity Spread: 5 % or more
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In accordance with our Purpose, the Bandai Namco Group aims to connect with fans around
the world (IP fans, a wide range of business partners, shareholders, Group employees, and
society). 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. As we seek to connect with various fans and foster con-
nections among fans themselves, our top priority is the quality of these connections—i.e., the
way in which they are formed. To that end, under the Mid-term Plan, we will advance a variety
of initiatives focusing on broad, deep, and multifaceted connections with fans.
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Further expansion of business scale F—7—X 2/ KeyTheme2 Category expansion
HoEVBIFSB Expansion TUTHA
L Area expansion
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Acquisition of new business pillars €1ETDOD1F%S Growth " lerand enhancement
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F—7T—< 4 / Key Theme 4 = aOFER
Eﬁﬂ*']%ﬁ%ﬂibﬂj?ﬁiﬂﬁu*ﬁﬁ bh\‘ 3,3\ b\w % Strengthen Data utilization
Establishment of structure for »

generating long-term profits

7317581k [ Strengthening of alliances

ZEHBAMOIER / Utilization of diverse human resources
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MID-TERM PLAN
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The two, central circles in the Mid-term Plan diagram comprise the four key themes of “Creative
Quality,” “Expansion,” “Growth,” and “Strengthen” as well as eight key initiatives that build on
these themes. These two circles embody various complementary dynamics, including “twin
turbo,” “digital and physical,” “offense and defense,” and “centrifugal and centripetal forces.”
Guided by our Purpose, “Fun for All into the Future,” and our Medium- to Long-term Vision,
“Connect with Fans,” we will expand the potential of IP and strengthen the various multifaceted
connections we have with our fans around the world (IP fans, a wide range of business partners,
shareholders, Group employees, and society). By doing so, we will achieve further growth of the
Bandai Namco Group.

FREIEZ 3> [ Mid-to Long-Term Vision

Connect with Fans
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Expand the potential of IP and develop businesses that create a chain of smiles with fans around the world.
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Utilization of diverse human
resources
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The Bandai Namco Group comprises Bandai Namco Holdings Inc.,
which is a pure holding company, four Units, and affiliated business
companies that support the work of the Units. The Units, which encom-
pass the operating companies in each field, formulate and implement
business strategies and provide a diverse range of entertainment
around the world.

BANDAINAMCO

BXEHMNFCFLAR=-NTAVTR
Bandai Namco Holdings Inc.

g iiER1t / 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.

FMFRE=2=vk

Toys and Hobby Unit

FERIERL T MR NHT
Business Management Company: BANDAI CO., LTD.

FoORNLIAZY
Digital Unit

BERIER D D N\AAFLITIIE—TA AT
Business Management Company: Bandai Namco Entertainment Inc.

BERIERM (R NPHAFLOTILLT—IR
Business Management Company: Bandai Namco Filmworks Inc.

TEa=—ZXAhAZyb
Amusement Unit

BEFHER . M) NYACFLITIRRYIVR
Business Management Company: Bandai Namco Experience Inc.

BERRSH

Affiliated Business Companies

11
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MAIN GROUP COMPANIES
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HREHNET

%0 24BANDAI SPIRITS
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Bandai Namco Toys & Collectibles America Inc.

BANDAI S.A.S.

BANDAI UK LTD.

BANDAI ESPANA S.A.

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.

HRASHNIZAFLATAILLT—IR
BRE/NEAFLOAZ2—Dv 5107
Ly aw=1bt1]
BHARHNIAIFLIEIFv—X
HRARHT IR

HRASHITREYE

HASHNVZAF LR

Bandai Namco Filmworks America, LLC
SUNRISE (SHANGHAI) CO., LTD.

RESEERHT

#RXEENAZ1OSNIL
HRAEHODNLTIZTLR
MRARHNIEZAFTLAEDSRRT—Y
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BRASHNACF LI RZ—TAIATE
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HRARHNIZAFLOARIYR
HRASHNIZAFLOATAER
HRRARHNZAFLOABRIY /AIIYD
Bandai Namco Entertainment America Inc.
Bandai Namco Entertainment Europe S.A.S.
Reflector Entertainment Ltd.

Bandai Namco Mobile S.L.

Bandai Namco Studios Singapore Pte. Ltd.

Bandai Namco Entertainment (Shanghai) Co., Ltd.

Limbic Entertainment GmbH

FEa—XAVraZwhk

BHRERHNIAIFLITIZARUIVR
BN A IFLOATI2a—ARAIE
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HRERUNAIFLITI=N
HRARMNIZAFLOATIa—ZAAIRIR
Bandai Namco Amusement America Inc.
Bandai Namco Amusement Europe Ltd.
NAMCO ENTERPRISES ASIA LTD.

Bandai Namco Amusement (Shanghai) Co., Ltd.

Toys and Hobby Unit

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 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 CV.

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.

Bandai Namco Filmworks America, LLC
SUNRISE (SHANGHAI) CO., LTD.

Affiliated Business Companies

BANDAI LOGIPAL INC.

LOGIPAL EXPRESS INC.

Bandai Namco Business Arc Inc.
J+Broad Co., LTD.

Bandai Namco Will Inc*

* Special subsidiary

Digital Unit

Bandai Namco Entertainment Inc.

Bandai Namco Studios Inc.

D3PUBLISHER INC.

Bandai Namco Forge Digitals Inc.

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 Entertainment America Inc.
Bandai Namco Entertainment Europe S.A.S.
Reflector Entertainment Ltd.

Bandai Namco Mobile S.L.

Bandai Namco Studios Singapore Pte. Ltd.

Bandai Namco Entertainment (Shanghai) Co., Ltd.

Limbic Entertainment GmbH

Amusement Unit

Bandai Namco Experience Inc.

Bandai Namco Amusement Inc.
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.

® T RO—NF1X - AUTFILE [ Major localized and original products
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e &

TRBRZIEA TEVO 20244 (7 XU7) TTEKKEN World Tour 2024
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@ N2 AF LTI —TFHEEHLR /Bandai Namco Group business bases

® T [ES - /EE% / Major stores and facilities
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TTAMASHII NATIONS STORE.
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OFFICIAL SHOPJ

TONE PIECE CARD GAME
Official ShopJ
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Store Camden, LondonJ (hE)
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Toys and Hobby Unit —— o
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SEIFRIPEFEALI-MRE—SE% | Utilizing a variety of IP in the Toys and Hobby Business

BAVBICEIT T IPRPIVE—T A VAV MERED LB BB R - —EXERH.
We are rolling out a diverse range of products and services that leverage IP and entertainment value for a wide range of customers.

2. hTILb h—F,
BT R 7L EERR.

ISEF > THYA L) =R 30 MINUTES SISTERS) TIETNOBEMEERR TNV AR —t 22— (EEE#ET)
SET 20 B N

T R, XABLD 58/ Toys ToL7R=7] o< 7EIIPU—X TIETIL(AVTI) =X

1o - f3E - BE - BR5T

Planning, development, production J4¥27 - ARy / Figures and Robots F+v5242—< L [/ Character Lotteries

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

A PASE= =R FENWFI TR YT )
MRESAH—1>)—X TZ—/S—#Bky > —2 [FUFa7;o)—X M=% o5l TUEI PUEY S

77+l / Capsule Toys and Vending Machine Toys E¥ - 8 / Confectionery and Foods

i
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(4w (95w kA r iy HorE TR S —= Sz TMETAL ROBOTS > —X MBass—x r—&LI =2 lGrandista) =X M5U¢HH) S —X

ZHifEEE T/ Seasonal Event Confectionery

71— / Card Products 7L | Apparel F+0O0>)—X / Othello Series X8 / Stationery

®NE PIECE

CARD GAME
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Yy ;77— 7>") | Network content

Digital Unit S
FoORLAZY

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.

REAS—L. Fyb7—52Y
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Planning, development, and distribu-
tion of home console games and net-
work content; production and sales
of entertainment content, etc.
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TELDEN RING NIGHTREIGN.
BI% - EMERGE: 704 VIRITT
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TURILFA XT3

ST BA—Y—Z—XIEDELEZR BRI TV EE/NA I PCREICHIT TR,
In line with diversifying customer needs, we provide a variety of content for mobile devices and PCs, etc.
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TONE PIECE NT>F4Zwa]
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F TYEIVR—=FTA X+ / ASOBI Entertainment

RO —LBEIZESDNBVIPEBMELICH ALY A—TA YAV MORIHICE D SATREAIZENITE Y —ERERMH,
We are providing services that can enrich lifestyles by creating new forms of entertainment that are centered on IP and not limited to what is considered traditional within the game business.
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B / SA4T1~R>F / Music / Live events

TEART — LEEDER - SATARU MRS ETEA Vv VL TER.
We offer products in a range of genres, centered on music and live events related to animation and games.

S414714~R>Vk [ Live Events
T"" 'l -rT"-"

BR{& / Visual

- BHOBEREWERZ DA ICMA AL EDREICLO AU DFIL MRS CSBS A ERZ. TVEGE. BIBAR. B, /Ny —JIRFB B E T E S R TR M.

Lovelive! Series Asia Tour 2024 TV7 ZXBGX10/EFEE R Lovelive!

; 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 S
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. ~&HATETH Z D YFE~ Orchestra Concert
HFEYIH/ Music———— =71 A [ Artist

SITSA TS

e ' . X 3 Agours Finale LoveLive!
EImEEN Kiramune ~XAstage~ TV 2

sk Ahours. Liellal (375171 2—/8\—242—11)

i

A L= 27547 121)—=X MA—RrF¥F7RI2V-X TERAE LIc 5 RTA L2 o7t -0y —X

S ) =7
S—== BEXATTOBEZBL. HRICHITTIPO PO ZRAIT 2 RE B
BREHEE Rolling out visual works that maximize the appeal of IP
HRAPDIPT7UICEIT T ZEANAIPTOT 21— 2R . Providing IP information around the world through
We are implementing multifaceted IP development activities for IP fans around the world. a variety of media activities
R ICETIPOBAEFE. e suneny ko) %g,—\l'-\l% '“%%ﬁl
Striving to showcase the attractiveness of IP to the world e ) = "';"‘:;‘:' &

NRYouTubeFv>FIL AV A LF v 2L
NRIT7OZTTIIHE LT 7> 05T

1I34X

SUNRISE WORLD

-

(7R atIy -2 rREE) S —X TH=ILZ&IY7—1 =X TEEYIrvF—2) — 4 ;
TERELSRS A AT oTf I ASRATT B e I HUSAZTSVRER  TOXBEEET LR M@+ 47> & LLSEED FREEDOM) Blu-ray Mighty Edition
EAR=I) SBIRDLIF ARR—LILYA ASZ S ez I

(VRERARBRE) >S4 XT7—)LR)



Amusement Unit
PSa—IXAXAvbaz=vyhk

23 HA4—L / Amusement machines

: A)) :
FIa—Z A RO - IR B i;i J TEA-ZAUMER B S TROBUERRTELEBAY ~ LOER.
QEE ﬁ&t FIR—H—ER. F We are developing amusement machines to be enjoyed exclusively at amusement facilities.
HRFE . —_H— T—
RN=TRAVRTILATZV>
FEELTIa—IAV MEROE
B EEBY

Planning, development, production,
sales, and after-service for amusement
machines; planning and operation of
amusement facilities, including theme
parks and indoor playgrounds, etc.

T+ H > AL TORAN) —LN—H22 A= N—=T =2

FEREIYRFA

DRy 74—
THESTLFa—> 6RR PLUS) o v

TREDEA

DZIXTIRILDEDIEFA / Real x digital initiatives

4L UTAXTFORILDS—LL AR TSROSO RE,
: We are rolling out real x digital seamless brands and initiatives.

parks s

NYAAFLATIa—IAA PO ATRARY MERE FIZAVTOL—=27 =LAV DTHEITD FrIUR—RIHENSCCRITILIAVT VY DRMHET.
EHTAR—2IL YA~ TNAMCO Parks BB LIAYT1VIL—) —SUBB THHENT BFRIP RS RUARRA)

20

S PEa—XAYMERR / Amusement facilities

= .
: Ig ¢
L gl pmeELCEBERETS B ORM.
T o We are rolling out venues for sharing inspiration through experiences.

Tnamcol IE &

VS PARK1

_; 7 e .

&

GUNDAM PARK

wogLNyw-—-10

TOLAVLABRA F5D HERZDDIE~L]

TLESBI VR
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Affiliated Business Companies

FEREXE4

TE - T BERBLY
A=y EHR-FIBEE

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

(CINASZ & g= YAV ] #EHBSNLIIZTLR
BRET WRNCYRERICNZ. BE—ENRPLL - RIRE CORRICEHI.
Bandai Logipal and Logipal Express focus on not only high-quality, efficient distribution but also seamless international services, safety, and environmental issues.

B N HEAFLIAESRRT—Y

NIEAF LAY —TOREF ANE BB BRI TLER (7R
H—EXBO) Z2FOICIT 5 —RL— MR,

Bandai Namco Business Arc, a corporate function company within the Bandai Namco
Group that primarily handles general affairs, human resources, accounting and finance,
and information systems (including shared services).

BEHAVWERRAZBEMNE LIRAI TRt NV ZAFLOTIL—TDEI R %
TEIERETHR— MY XK E R,

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

NIFLFLIATN-TDER

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

2005

(BN BAFLAR— T VT AR
RS PR 5588 — 8 L5
NAMCO BANDAI Holdings Inc. was estab-

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

2006

KEHRFFF RS NAMCO BANDAI
Holdings (USA) Inc. iz
NAMCO BANDAI Holdings (USA) Inc.,

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

T—LEBEEREBCRTOEERMEHER

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

FUMN IR 12 & W TS R R R 4t
NAMCO Holdings UK LTD. Z3&3z L.
BEHOBRERNE

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

and affiliated operating companies were
restructured.

NIBAFLATIN—TF - URZ—h
TIVERR

The Bandai Namco Group Restart Plan
was announced.

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

RRGES G IFR#ED 2013 FE
PEMER ELRETEFEZRE
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 B8 - iR - &1k %=
EDavicBiF it EE R 2 —
The Mid-term Plan announcing NEXT STAGE:

EMPOWER, GAIN MOMENTUM, ACCELERATE
EVOLUTION was implemented.

2016

TOTHIBDEE R E BANDAI
NAMCO Holdings ASIA CO., LTD. '
BET B AN RE—F

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

assumed responsibility for operating
companies in Asia.

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 Bk& - f & -
Eb) 2D aVIEIF P EE
AR—k

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

MOMENTUM, ACCELERATE EVOLUTION was
implemented.

2019

(BR) N A FLAR—INT1 2T ZAN
BRI OB RS AICIRA

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

(BR) N2 HAFLAR—NTA I ZN
TOPIX100 D& ARICERF

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

2021

INYBAF LATIN—T DY T+
EUT A ZB_ETDILEDIC.
BRRFCICEIT R RIABEZRE
The Bandai Namco Group Sustainability

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

2022

IIN—TF DR EUBERELT

Bandai Namco’s Purpose Z& A L.
J—RL—rOdzmE

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 R EEtEZ X2 —
The Mid-term Plan setting forth

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

BRI D53 &2 Rk

Ashare split was implemented.

2025

FConnect with FansizHhRBAE Y3
ICIBIF e REtE E R 2 — b
Commencement of the Mid-term Plan,
which adopts “Connect with Fans” as our
Mid- to Long-term Vision

BAERRBERICRRE/\EUA>
TGUNDAM NEXT FUTURE
PAVILIONJ ZH /&

Holding of the GUNDAM NEXT FUTURE

PAVILION exhibit at the Expo 2025 Osaka,
Kansai, Japan

23
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NOFAFLATN=TDELYZXTFTIL;EEIEH | Examples of the Bandai Namco Group’s major sustainability activities

SUSTAINABILITY

YRFFEVT1

3 iﬂ’,ﬁkiﬁiﬁtd);‘éi / Harmony with Nature

® HHE‘E% I rl"] 1F7-H Dﬁa} / Examples of Initiatives toward Decarbonization

ERIVIL—THRRICE T IBEAREIRILF—ADYIDBE R AGARBEOEAFICMDBEATLET,

We are working to transition to renewable energy at Group locations in Japan, including through the
introduction of solar power.

REBETRIRILF—ZEA / Introduction of Renewable Energy on an Actual Basis

L
° ﬂﬂ.mi E *% / Medium- to Long-term Targets for Decarbonization

BHES* LT3 IRIF—HROZEICREHHE

Amount of energy use-derived CO: emissions at Group business sites*

FRIE1E 2030F 5T B2 2050F T 3MROKIEER TR
Medium-term target for 2030 Target for 2050 Solar Power Facilities at Three Locations
20108 500w E£85+0O
50% reduction compared
.................................................... l\“)&‘,{*b:ﬁ‘)b_j ﬂz;_j_&‘l)v—_‘rﬁﬁ.l. / Bandai NamCO GrOup Sustainability POliCy with FY2020.3 Net Zero

RTeBNEAF LATIN—TFIETE BV - BB ZEAHT TR =T AR R
T L TEREHZE L CHRRA LR ERBORAN. FHo ot MEDENE
ICEDHEAHRPDT 7> EBIT KEHINSIRKZERLET,

At Bandai Namco Group, we share dreams, fun, and inspiration through entertainment.
We're always innovating for a better world, where business, society, and sustainability
thrive together. Our goal is clear: to bring joy to fans everywhere, while building a

FHE BRI EE 7 I XAY MERE
* Offices, own plants, directly operated amusement facilities, etc.

N—hKAIEEZER / Okaga Office, HEART CORPORATION
CDIEMNNVAARE—C Y= NVEA1 T LOAVZT=EL

/\/’J‘fﬂ'A]ﬂE%ﬁﬁnFﬁf%A LTWED,
Introduction of renewable energy at Bandai Namco Mirai

24

harmonious future for all. Kenkyusho A TAEHEBREEEALTVET, / We have introduced
solar power facilities at other facilities as well, including
.............................................. I\ /afrj-l*:ﬁ}l, 70)500)?7-') IJT‘{ / Materlal Issues of the Bandal Namco Group Bandai Hobby Center and Bandai Namco Craft Inc.
o TSRFYIICHTHIMDIEA UYL D#EE RERHDOEA

BELGER - Y—EXDRMH

o‘im

!3-!‘

¥

Initiatives Involving Plastics

NIBALFLATN=T T3 AFyIRIRREF &
Plastic Environmental Consideration Policy
NYAAFLATIN=TE TIRFVILFOBRAMEEIL. £OZDTY

Introduction of Alternative Materials

ARSI IR AT KRNI SV LR R ERLIE TS ZAFY
IRBRMOBEZToTVET

We are moving forward with the development of alterna-
tives to plastics, using materials such as woodchips, egg-

Promotion of Recycling
LETRBAYTZTLAIDTIa—IXVMERFICEWVWTH
SISO F—RAINYRYOAT I H—REO—&
ZDREUR- VAN ZEDTVET,

We collect and recycle Gundam model kit runners,

HERER fﬁt@ FNHYEAEE DB Y4B R L fREE BELHRIUAEDRIR SaZTrLDHEE R—FA VAN EEZBE LT TV 2. HHERIEER TSR F v VR ICED Gashapon capsules, card pillow packs, and other items shells, bamboo, and calcium carbonate.
Harmony with Nature Safe & Responsible Products Intellectual Property for Fostering a Culture of Respect Building Stronger Communities HATVNEED, at all Bandai Namco amusement facilities across Japan.
Social Good

HMBKIRIBICRE L cBRZHET D
CEM\ R EREDRFAIRE R R
BORBICIHAEBRWV CZEBH L.
SESEBRRT—IFRILE—EH
ISVHIBRERIBEOHEZBIELE Y,
We recognize that safeguarding the
environment is essential for a sustainable
future for both society and businesses. We
are dedicated to collaborating with our
stakeholders to achieve a harmonious
balance between our operations and the
natural world.

BERDORD - RE2EZHE—ICE X
BERMBERBODE. @BPXRLR
EDOBRENIcE M- T —EXZ/N—
hF—r—RCR>TRMHL. BRETE
EEDOBLEICBDHET,

Our top priority is the safety and satisfaction
of our customers. We partner with ethical
suppliers to ensure that our products and
services meet the highest standards of
quality and responsibility.

EERREERTHIIPZEYIC
ER-REIBZEICED. TVR—
TAIUAV OGN GERICES
L&D,

Our intellectual property, including beloved
characters and franchises, is a valuable
asset. We're dedicated to protecting and
using itin a way that promotes sustainable
growth, social good, and innovation in the
entertainment industry and beyond.

NIBAF LTI —TFICEBDZ TN
TOAPBEVEZEE LHRB K
S.AEEEICATTEERDMEAZH
EITHLEDHIS HEDDVEVELH
TAHBRETRE L.t h
DN EHEBZEIELE T,

We uphold human rights and promote
mutual respect among all individuals
involved with the Bandai Namco Group.
This means creating an inclusive
environment that embraces diversity,
respect, and open communication.

NYRAF LT IL=TH e
T7INSEEN HENSHBEE
NBZEETHOFIF /DI, A=
STAEEDICESE FERLTIKIE
zBELFT,

We believe in the power of community and
strive to make a positive impact on the lives
of our fans and neighbors. By working with
local communities, we're building a brighter
future where everyone can grow, learn, and
succeed together.

A<EFnH>ZH

TIRFIDMEMETENDC E CHIERIRIBICAT AR EZRIFLTWVWR L
AEBRURFBECLER. BETSATVIPREEMDOER. BLUEREER
BAHL2DRBFERIEL. XL TETHETHICEHET,

The Bandai Namco Group is dedicated to responsible plastic use, aligning
our passion for entertainment with our environmental responsibilities.

We acknowledge the environmental toll of single-use plastics and are
actively addressing this challenge. By integrating recycled plastics and alter-
native materials into our products and packaging, we are striving for a sus-
tainable future where waste is reduced, and resources are used more
efficiently.

O TASYRAD TR THYTZ15 0 —DEIRE

Collection Amount of Gashapon Capsules and
Gundam Model Kit Runners

)
g M I I

FY22.3 FY23.3 FY24.3

A7)l / Gashapon Capsules B 5>73—/Runners
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NOFAFLATN=TDELYZXTFTIV;EEIEH | Examples of the Bandai Namco Group’s major sustainability activities

BELEm - Y—EXDREMH

[=-" Safe &Responsible Products

cHMBORBEREEICEISRBERIEZ R

Implementing Quality Assurance Based on Original
HEOLNELDHEZEMETRE ROBERPY —ERZRMT
570 BROFEPEBLVWSERO-_—IzE/RL. TFL
FHMEEEDDETHRAPRMBEEEZITOTVET,

To provide high-quality, safe, and secure products and services that

can be enjoyed by all, we design and select materials for our prod-
ucts according to various quality standards in consideration of a

product’s features and a broad range of customer needs.

FETABROKT
Drop testing a toy

cHEEREEOMRL

Enhancement of Customer Satisfaction
INRBERECRBFEEDOI—HY—BBITVBA VT >T —Le - —DEER
ICRLDLTGBEATWERITBEORMESE CREE LTI A2 SA1VT — LB A
LATARIR=DZRFALTVWET,

Online games are being played by an increasingly large number of users who are minors,
including elementary school students. To ensure that all users can play online games with
peace of mind, we have released a safety guide for online games geared toward users who
are minors and their parents or guardians.

[ https://www.bandain-

; ) ELWTA 7L
amcoent.co.jp/caution_c/

t # "
) BBz, B3I
E3RALTR

MM EDE ) % 5B RE

Intellectual Property for Social Good

o MMM EDORRIEE

Awareness-Raising Activities on Intellectual Property Rights
NYRAF LAV —TIREMR TR ZIFCHE
LTTIPORE ) ZHE TR SEOER B (&-
TEEEOE#HEL R ENERDOIR P D F

ICBHTVET,
The Bandai Namco Group is working with rights
holder organizations and authorities in various coun-

ZHARET OHBEF A N> [ Event to

tries to further promote the protection of IPs, including raise awareness of intellectual
properties among Generation Z

taking action against counterfeit products, thereby
strengthening infringement countermeasures and raising
awareness of IPs.

o {TH - Bl CEH LR MmiRRICH T TEDIE 4

Initiatives to Eliminate Counterfeit Products in Collaboration with Authorities
BGOSR BERE LB LS PICHREBENIC. ERATIZ YV 1D
BERNRC. HETORHAZLERIZEERBEL TVWET,

To facilitate the early detection, prevention of distribution, and elimination of counterfeit
products, we carry out infringement countermeasures on an ongoing basis in the Japanese
and international markets and on websites. We also file requests for import and export sus-
pension at customs when necessary.

LI‘“ B S e s . ) :
FEICE S BEMREF OKT / Seizure of counterfeit products in China

@ EE Lﬁi%#:l:%d)iiﬂ / Fostering a Culture of Respect

o NEAF LTI —TITEREE - MBI KA RSV DEE
Establishment of Bandai Namco Group Code of Conduct and
Bandai Namco Guidelines for Partner Companies

WIcBbBB CCBICBIE|IROBERICHETFLTVWLIEEL
WITBRBZ TN A+ L0 —FT8RE c LTE
H.RELTWSRTORHE N VA1 LTI —TE
SIEAARTA>V I LTHRELF L .

7eBIF BEEILOERCCDICHFITFEUTICETS
RBICEDMEA FRRAIBERHROERRICEMLTVELLY  vurrnam—vas
LEZTVET, Sploysthe bande
We have established the “Bandai Namco Group Code of Conduct”

NrFAFLITN—TFTTRRE

Namco Group Code of
. . . . . Conduct
which outlines the principles of behavior that we, along with our
partner companies, must adhere to. Further, we have formulated the “Bandai Namco
Guidelines for Partner Companies” as a guide for implementing the Code of Conduct.
We aim to work with our partner companies to address sustainability-related issues and

contribute to the achievement of a sustainable society.

AR
REAOHEF

Cultivation of the Next Generation

(H>TFZ1%BLTE/DDOELIP MIBRIRIER
CICDWTERBHBE IOV S LAY TS TATIT ]
EZeEO/NERTERALTVET,

At elementary schools across Japan, we offer the Gunpla
Academia. Thisis an educational program that uses
Gundam model kits to teach children about the fun of craftsmanship and encourages them
to consider sustainability themes, such as the global environment.

c SRGEEHHEETOS I

Project to Promote Diverse Workstyles =
ERNIIL—TEHLTIEZT—034TN
SYR%ERRTBIcH NEHEZER
TRELDHIHBOEHEREADED
HARCBETPTVEIBREDDICE
DEATVETD,

To realize a work-life balance at Group com-
panies around the world, we are working to

improve our personnel systems while

moving forward with efforts to build more BLHARBET — / Gender Equality Day
comfortable work environments, including

the promotion of activities to raise employee awareness.

ER7S2— XA M8 EER LT, 0/ NP E IS 1 e B RS D
SFNTOISLEER. FREBOBRERHLTVET,

Utilizing our amusement facilities in Japan, we develop original learning programs.
These programs offer local elementary and junior high school students opportunities

for hands-on learning, including through work experience sessions.
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WEBY-1k REREE
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NIBAFLAR=INTAYPIZX A—=RL—br A TIE INEAFLATN—TOEEBEHIPTHEELE—K
M RFFEVTAANDOEDBHIBRE NI RAFLATIN—TDESEIERBFRZ/ELTVET, HCorporate
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NYFAFLAF—NTF12IR FUEE | Corporate website of
d—F L=k (BFE) “¥:¥ | Bandai Namco Holdings Inc. (English)
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Integrated Report

Bandai Namco
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H$ZFFEUT1 MR- AR

Sustainability e il IR Information

$Z7FEVT1
Sustainability

PAC-MAN™& ©Bandai Namco Entertainment Inc. ©BANDAI ©BANDAI/PLEX ©/N\—R&J7  &54t-RMT=X—>3> OfIE-H>51X ORKE-H#>51X-MBS ORMHNR—B %Kit ORMNR—ER £t IOTFLE-RMT=X—>3>
OfE-H>51X @PHERML/ TL—~ILE-TMS-NTV ©Bandai Namco Entertainment Inc. ©fli&-#>5-X-MBS ©Bandai Namco Amusement Inc. ©HANAYASHIKI Co., Ltd. All Rights Reserved.

©TSUBURAYA PRODUCTIONS ©BANDAI ©/\—F+242 74 /HFit-RMTP=X—>a> ©N—R-24U7# /%%t ©Bandai Namco Entertainment Inc.  ©BIRD STUDIO/SHUEISHA, TOEI ANIMATION

©USUI YOSHITO 1992-2024 Licensed by Animation Int’| ©EMHR—ER/#&Et ORMR—RE &t 7OFLE - BRMT7=X—>3> OEiichiro Oda/Shueisha ©Eiichiro Oda/Shueisha, Toei Animation

©SOTSU-SUNRISE  TEKKEN™8 & ©Bandai Namco Entertainment Inc. ©£MR%E- /REN-E#4L T7)L—Ovo RIEEES ORLE-#>51X  Taiko no Tatsujin™Series & ©Bandai Namco Entertainment Inc.

©Fiichiro Oda/Shueisha ©Eiichiro Oda/Shueisha, Toei Animation PAC-MAN™& ©Bandai Namco Entertainment Inc.  ©2024 H#70-7 L E5AH-ADK EM- 5B

©ISHIMORI PRODUCTION INC. and TOEI COMPANY, LTD. All Rights Reserved. ©7LE#H-RERAG-RE ©TOEI COMPANY, LTD. ALL RIGHTS RESERVED. ©ABC-A-RBA7=X—2>3> ©Toei Animation. All Rights Reserved.
©BANDAI ©@%%t7ch' L/ IL—~ILEE-TMS-NTV ©Takashi Yanase Froebel-kan,TMS,NTV ©fli&-#>5Z-MBS © Nintendo / HAL Laboratory, Inc. KB23-9396 © Nintendo / HAL Laboratory, Inc. ©BANDAI ©BNP/BANDAI
©Eiichiro Oda/Shueisha ©Eiichiro Oda/Shueisha, Toei Animation ©nagano / chiikawa committee ©7KUy>atJ> ©ID7 O©R&E 451X ©SOTSU-SUNRISE

©Nintendo- Creatures: GAME FREAK-TV Tokyo- ShoPro- JR Kikaku ©Pokémon ©SOTSU-SUNRISE (©BANDAI SPIRITS 2021 ©2025.TM& © Spin Master Toys UK Limited, used under license.

TM&O Othello,Co. and MegaHouse © Nintendo / HAL Laboratory, Inc.KB24-11101 ©Bandai Namco Entertainment Inc. / ©2024 FromSoftware, Inc. ©Bandai Namco Entertainment Inc. / ©2025 FromSoftware, Inc.

Tales of Graces™f Remastered & ©Bandai Namco Entertainment Inc. ©W\D &7z 24 Shadow Labyrinth™& ©Bandai Namco Entertainment Inc.  ©Bandai Namco Entertainment Inc.

TEKKEN™8 & ©Bandai Namco Entertainment Inc. ©fli#i-#>51X Oflli#-#>5-1X-MBS Little Nightmares™Ill & ©Bandai Namco Entertainment Europe S.A.S. ©Bandai Namco Studios Inc.

Published by Phoenixx Inc. ©Bandai Namco Entertainmentinc. ©7-KJy>at7> THEIDOLM@STER™& ©Bandai Namco Entertainment Inc. ©2020 )11 #/KADOKAWA/SAO-P Project

©2023 B¥RTRE—/KADOKAWA/GGO2 Project ©Bandai Namco Entertainment Inc. ©FAFE 20wk /K%t FLERR-U'25 ©Bandai Namco Entertainment Inc. ©Bandai Namco Entertainment Inc.

PAC-MAN™& ©Bandai Namco Entertainment Inc. ©SHIMANE SUSANOO MAGIC @RI+ #>51X ©2024 7OYTU+5T517 | Z—/\—2%—!l  ©SUNRISE/PROJECT G-ROZE Character Design ©2006-2024 CLAMP-ST
[GIIN= 3 Bt ERSWERER ORWRE-/NEN-BYGE (T -—Ov I RERER  OBNOI/BIBIRT 1+ HIFRSR YF1XR OZEREM HFitTLERR-Wil-BNP- 7=TLv IR

©GIRLS und PANZER Finale Projekt ©PROJECT MBW ©BANDAISPIRITS 2021 ©PLAMO GIRLS PROJECT ©Bandai Namco Music Live, Inc. ©ANYCOLOR, Inc. ©Kiramune Project ©MEWLIVE ©2013 7AYxI~57517 !
©2017 7APIIRSTFAT | Y2 opA VN ©2022 7O TISTSAT M4 BRFERI—ILTARILEFR ©2024 7010575107 | Z—N—28—Il ©@FAPIINTF1T | B/ BRFRRAI—NTARNIST

©SUNRISE ©Bandai Namco Filmworks Inc. ©fif-#>31X ©Bandai Namco Amusement Inc. ©Michiharu Kusunoki/Kodansha Ltd. All 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. Taiko no Tatsujin™Series & ©Bandai Namco Entertainment Inc. PAC-MAN™& ©Bandai Namco Entertainment Inc. ©FIH@A /W&t >~ T1-FLEHH -ADK

©HANAYASHIKI CO., Ltd. All Rights Reserved. ©Akio Kashiwara / Gakken ©Bandai Namco Experience Inc.

RBLICEY3ESE
HERICRM TN TV RERICEY 3RdIE. N4 1F LTI —THRERTAFARBERNS/oNZBELDFIHRICEIVCHDTHD, URIPFREREEZZATEDET. &oT. KERD
ERSTEEFHBERICED, SBRSNTVBEATFRLISASCRBIBREBO/BI L2 TRAMB T 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.


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
https://www.bandainamco.co.jp/ir/library/integratedreports2024.html
https://www.bandainamco.co.jp/sustainability/
https://www.bandainamco.co.jp/ir/index.html
https://www.bandainamco.co.jp/index.html
https://www.bandainamco.co.jp/en/index.html
https://x.com/bnhd_official?t=sMy5xeboPQKPSFNT7GvDJw&s=06
https://x.com/bandainamconavi?t=PQ4I9A0rjpY35jKASxVBEA&s=06
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Corporate Corporate Name Bandai Namco Holdings Inc. Consolidated Financial Data

Data Head Office Bandai Namco Mirai Kenkyusho
s of April 1, 2025 5-37-8, Shiba, Minato-ku, Tokyo 108-0014, Japan Net Sales (« billion)
Website https://www.bandainamco.co.jp/en/index.html
Capital ¥10 billion 1890
Main Business Planning and execution of medium- and long-term business
strategies for the Bandai Namco Group; provision of 1200 1,2415
support for business strategy implementation by Group companies 1,0502
and management of business activities 8892 9900
. S 780.9 e
Stock Stock Exchange Listing ~ Tokyo Stock Exchange, Prime Market .
Information (Code number: 7832)
ps of March 31, 2025 Stock Information Number of Shares Authorized = 2,500,000,000 shares
Number of Shares Issued e 650,000,000 shares 0
Number of Shareholders 52,442 FY21.3  FY22.3  FY23.3  FY243  FY25.3
Number of Shares per Trading Unit 100 shares
* Total number of issued shares is as of April 30, 2025, after cancellation of treasury shares.
Operating Profit (v billion)
Board of Chairman and Director - «+ Masaru Kawaguchi
Directors President and Representative DireCtor s Yuji Asako 200
As of June 23,2025 Executive Vice President - - - - - -~ Nobuhiko Momoi 180.2
Director - - - - - - - - Takashi Tsuji .
Director - - - - - - - - Noriko Fujita
Director (Part-time) - - - - - e Kazuhiro Takenaka 125.4 1164
Director (Part-time) - ~ Nao Udagawa 100
Director (Part-time) - - Makoto Asanuma 84.6 9056
Director (Part-time) - - - - - T Hiroshi Kawasaki
Director (Part-time, Outside) s Toshio Shimada 0
Director (Part-time, Outside) s Koichi Kawana
Director, Audit & Supervisory Committee Member Takashi Kaneko .

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

Director, Audit & Supervisory Committee Member (Part-time, Outside) fals  Fvoas  Fvass 243 FY25.3

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

As of June 23,2025

General Meeting of Shareholders

Appointment / Auditing / Appointment /
Dismissal Supervision Dismissal Appointment /
Dismissal
Board of Directors Account auditing /
p Reports on
. . Audit & S i C itt
11 directors who are not Audit & : (Ij :pem;ory o:‘;‘.lt ;e results
Supervisory Committee members irectors who are Audi ¢ ) Independent auditors
(of whom 2 are outside directors) Supervisory Committee members :
(of whom 3 are outside directors) Cooperation
+
VS
Delegation lT Reports
Appointment /

Full-Time Officers Committee Dismissal / Reports

Supervision Independent Directors Committee
T Reports

Representative director

Cooperation /
Directions iT Reports Reports

Auditing

Personnel Committee

V W N

Directions -v Group Sustainability Committee
Directions Reports Internal Auditing Division
Reports
Committees
Group Business Report Meeting Group Risk Management Committee
Group Compliance Committee
Group Management Meeting
Group Information Security Committee
i i Support Auditin
Vision Meeting PP g Internal Control Committee
l Policy directions Policy directions Reports
A h 4

Bandai Namco Group companies






