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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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Roll Out Businesses That Connect th
World with Smiles, Together with
Our Fans Around the World
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Guided by our Purpose—“Fun for All into the Future”—the ultimate defi-
nition of who we are as a group, the Bandai Namco Group has worked
to bring smiles to its fans around the world and make their dreams
come true, thereby realizing sustainable growth while catering closely to
fan needs.

Under the current three-year Mid-term Plan, which began in April
2025, we will further promote the IP* axis strategy in global markets with
the aim of achieving sustainable growth over the medium to long term.
The entertainment business is one where performance can fluctuate
depending on changes in the operating environment and whether prod-
ucts and services become hits. Under such circumstances, the Bandai
Namco Group has been promoting portfolio management spanning a
wide range of business domains and a diverse lineup of IPs, thereby
building a robust business foundation that enables stable earnings.
Going forward, under our Mid- to Long-term Vision of “Connect with
Fans,” we will actively pursue new challenges to a greater extent than
ever before, strengthening 360°connections with fans around the world,
including IP fans, a wide range of partners, shareholders, Group employ-
ees, and society.

The greatest assets and biggest strengths of the Bandai Namco are
our diverse pool of Group employees and highly unique businesses.
Looking toward the future, | have made it my mission to create growth
environments where all Group employees around the world can freely
and boldly take on challenges, and | will move forward with various ini-
tiatives to this end. No matter the environment or era, we will always
value what makes Bandai Namco unique and strive to maintain our one-
of-a-kind presence.

Based on our Purpose, “Fun for All into the Future,” and Mid- to Long-
term Vision, “Connect with Fans,” we will pursue a broad range of efforts to
maximize the value of IP so that we may expand the potential of IPs and
connect the world with smiles, together with our fans across the globe.

* IP: Characters and other intellectual properties
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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 IPs as an axis
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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:Il :,I:I\:glj IP’\QEﬁ
optimal times. V
In addition to maximizing businesses, the Bandai Namco Group is aiming to expand the potential Cultivation Co-Creation

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

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




IP AXIS STRATEGY FOR THE 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 Fv23.3 FY24.3 FY25.3

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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Connect with Fans
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Under our Purpose, “Fun for All into the Future,” we position “Connect with Fans,” which is a vision
we have been aiming for since the previous Mid-term Plan, as our Mid-to Long-term Vision. As the
second chapter and action phase of this vision begins, 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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We Grow by Connecting with More Fans
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Initiatives to maximize IP potential for the future
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Initiatives to promote the further growth of diverse human resources
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Initiatives to expand the potential of the Group
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Initiatives to encourage longer-term support
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Initiatives to fulfill our social responsibilities
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Operating Profit Margin: 12% or more
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Overseas Sales Ratio (on a Destination Basis):
50% or more
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Equity Spread 5% or more
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In accordance with its 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 com-
munities of fans. As we seek to connect with various fans and foster connections among fans them-
selves, our top priority is the quality of these connections—in other words, 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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To date, there have been areas we wished to pursue but could not due to time, budget, and other restric-
tions. Through CW360, a new initiative based on our Mid- to Long-term Vision of “Connect with Fans” that
embodies our desire to establish 360°connections with fans, we aim to approach these areas from a
Groupwide perspective, embracing challenges without fear of failure and fostering connections with

external partners through projects, collaborations, and alliances. These types of efforts to support busi-
ness growth will lead to the further growth of the Group over the long term.
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We will promote a broad range of initiatives to ensure that our diverse group of employees can work in a
lively manner and with peace of mind. These include developing global talent to support the Group’s
business growth, reinforcing our corporate personnel and divisions, and establishing employee-friendly
environments and systems. By doing so, we will lay a solid foundation for our business.
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The two central circles in the Mid-term Plan diagram to the right 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 “digital and physical,”

“offense and defense,” and “centrifugal and centripetal forces.” the Mid-term Plan from

April 2025 to March 2028
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We established CW360, a new division within Bandai Namco Holdings with the aim of strengthening
alliances with partner companies.
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Provide support for business growth, thereby realizing Groupwide growth
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Connect with Fans
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Expand the potential of IPs and develop businesses that create a chain of smiles with fans around the world
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The Bandai Namco Group comprises Bandai Namco Holdings Inc.,
the holding company, four Units, and affiliated business companies
that support the work of the Units. The Units, which encompass the
operating companies in each field, formulate and implement business
strategies and provide a diverse range of entertainment around

the world.

BANDAINAMCO
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Bandai Namco Holdings Inc.

g iiER 4t / 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.
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Toys and Hobby Unit
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Business Management Company: BANDAI CO., LTD.
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Digital Unit
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Business Management Company: Bandai Namco Entertainment Inc.
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Business Management Company: Bandai Namco Filmworks Inc.
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Amusement Unit
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Business Management Company: Bandai Namco Experience Inc.
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Affiliated Business Companies
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MAIN GROUP COMPANIES
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Bandai Namco Toys & Collectibles America Inc.
BANDAI S.A.S.

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.

HRARMN A FLOABRIY ) AIIV Y
Bandai Namco Entertainment America Inc.
Bandai Namco Entertainment Europe S.A.S.
Reflector Entertainment Ltd.

Bandai Namco Mobile S.L.
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BN A1FLOR— Bandai Namco Amusement America Inc.
==z aw=1bt1] Bandai Namco Amusement Europe Ltd.

Bandai Namco Filmworks America Inc. NAMCO ENTERPRISES ASIA LTD.

SUNRISE (SHANGHAI) CO., LTD.
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Bandai Namco Entertainment (Shanghai) Co., 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 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.

Bandai Namco Pictures Inc.

Actas Inc.

Eight Bit Inc.

Bandai Namco Base Inc.

SOTSU CO., LTD.

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

Affiliated Business Companies

BANDAI LOGIPAL INC.

LOGIPAL EXPRESS INC.

Bandai Namco Business Arc Inc.
JeBroad 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 Entertainment (Shanghai) Co., Ltd.

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.
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https://bandai-hobby.net/site/gbase_worldtour/
https://tamashiiweb.com/store/
https://bandainamco-am.co.jp/others/gashapon-bandai-officialshop/store/world_store/
https://en.onepiece-cardgame.com/events/official_shop/

Toys and Hobby Unit
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SEIERIPEFALIMKRE—SEE | Utilizing a Variety of IPs in the Toys and Hobby Business
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We are rolling out a diverse range of products and services that leverage IP and entertainment value for a wide range of customers.
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I8 / Toys

Planning, development, production, CEbIYT— oKBik&lIv)—X TLTR
and sales of toys, capsule toys, cards,
confectionery and foods, apparel,
lifestyle sundries, model kits, prizes,
stationery, and other products
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Digital Unit
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Planning, development, and distribu-
tion of home console games and net-
work content; production and sales
of entertainment content, etc.

TCODE VEIN 11

TACE COMBAT 8: WINGS OF THEVE

[FUEVRR—— ZALARLY Vv —)

RERAY —L | Home Console Games

BEVBICAT T SETERTIYNTIF—LANTYRDEWTA VT v T 2B,
We target a wide range of customers and offer a well-balanced lineup of software for multiple platforms.

TELDEN RING NIGHTREIGN.
FHE - -EARARS: 7O0L-VIRITT

TURILF A b XT3]

[feEZToBOTFIFEHEE
BEBE~TFE

l#%%8)

MEDE—O—7h7 27 All's Justicel

Yy bI—92227>") | Network Content

v i BBMYEA-—Y-——XCADERERAISTIVEENAI. PCRICHET TR,
In line with diversifying customer needs, we provide a variety of content for mobile devices and PCs, etc.

TONE PIECE L v—2JL—X}

TRE 71 RILYRE— |

% TYEIVR =T X / ASOBI Entertainment

; ' o REROT - LBERICESDNABVIPEHELIH R T Y Z— T A YAV FORIHICE D, S17281)L
U mBMNITRY—ERERE.
o We are providing services that can enrich lifestyles by creating new forms of entertainment that are centered on IPs and
not limited to what is considered traditional within the game business.

B#EEX 227 TMIRAIKEN studiol

BiRR Y /AT IvY

-0 EELRER T TTHE IDOLM@STER M@STERS
OF IDOL WORLD 20254

TRZOYR—)L LYTVX]

TRSOYVR—IL FF Y ROTRT) TRZOYR—=ILZ RyAV/NBIL

S AES R X / Licensing Business

HHAMRELTVBZERIPE. ST YRR LTERL  RERA - FvoR—2BE 2%
ICH 7D R,

We are leveraging our diverse portfolio of IPs across a wide range of initiatives, including commercialization through
licensing, advertising use, and promotional campaigns.

[7ARILRZAZ—]

e

PR AV

TRBDEA
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- BR{% / Visual

BHOBEBHIER XD A IR AL L DBEICED AU D)L HRIER USSR ER%E . TVHOE, BISAR. BBE. /N7 — VIR S £ &R 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 the sale of packaged products.

E% /SA4TA4 Rk / Music / Live Events

TIXRT —LBEDTB R  SATARY I ERDCTEEEFR I v VL TER.

We offer products in a range of genres, centered on music and live events related to animation and games.

'l ’ i

Kiramune hERARZEF HAPER LINKL PLANET

o 2ap A%
j‘ﬁ,’)( _l:ﬁ

m

51471~ [ Live events

STSAT ML RFERY—ILTARIL
E#f= FLOWER MUSIC LIVE
FBoooooom Boooooom Bee !'11

BEERYIF/ Music————

575471 2—/)X\—=24%—l! Liellal 7th
LoveLive! ~Fly! MUSIC WORLD >~

=71 A [ Artist

A .

— 3

AiScReam FEa—>>J)L WEDSVER! (rF V57!
TBORUI~LAL!] LOVELIVE ! BLUEBIRD)

PassCode MEWLIVE / MEWLIVE UNIVERSE Shibuya LOVEZ

AU AL =X FMO—R¥7212U—-X TERAE LIc SRS A LTE o et 7Ry atTyo—2
)=
ERBATATOEEZBL. HAICAITTIPO IPOBHZRAIT ZMEELRZER.
Bz HRE, Rolling out visual works that maximize the appeal of IP
HRPDIPT7UICEIT T ZEANAIPIOT 21— Z2E . 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
o GUNDAM
HRICETTIPOBHEESE ==
Striving to showcase the attractiveness of IP to the world R
234~ TGUNDAM Official Websitel -
REYouTubeFv>RILTHY A LFv>xIL]
el LS LIS SN
SRy
’ ; T 1 LL]
(o bt o lg NI34R
: dhe e R =1 = = =JLF
M358 > —X TH=IILR&)XY 77— =X TBRe BB > —X MroogEg;>)—xX IS e
Gundam Film Festival (7X'J73) TAnime EXPO 20251 /S=RJLAR> TEE LB RS L BISARXTSVRIESR TZABBEREY —EX B8+ Gundam GQuuuuuuXJ Blu-ray
Tx07) Eofth0UyARE  ARE—LF A TN HAF o R

(RE) >S4 ZXT7=)LR)
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Amusement Unit

PEa—=ZAAbkaZyhk

. #FEM4S—L / Amusement Machines

ah
FSa—ZAA MMESROE - FIF- @))_:' TIa—AXVMERASTIROBEUEERRTEIZEBAT —LOREM.
HRE RS T IA—H—E X, We are developing amusement machines to be enjoyed exclusively at amusement facilities.
T=IN=IRARTTL1IS
DYFEEUTIa—A AV MR
DEE - EELY

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

TgE A > AL TN — L
N=HR2 A>VT4ZwbhT—=R]

TCLENA3J

|| - */‘
_ MOy T2~
DERIYRF Tk

<F S LF1—> 6RR PLUS, TRBEDEA 74 RILYZ4— TOURS)

DZILXTIRILDOEMDIEFA / Real and Digital Initiatives

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

NAMCO
PArks

NYBAFLATZI2—AXYIDOATRARY MEHRE
EOHToAR—2IL Y ~TNAMCO Parks.

FSAVTOL—=27 —LPWDTHETTH
BLHZF LAYV IL—>)

FrIU2—RIHNSCC&UTIILIAVT Y DREET,
—SUBE THENT ZFIRIP RS RURZA

S PEa—ZXAYMERR / Amusement Facilities

i Ig :
L 0l amEELCESERETS 8 ORE.

T o We are rolling out venues for sharing inspiration through experiences.
N Nt

VS PARKJ

TER-BRoOB rRIRDY

TONE PIECE BASE SHOPJ
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Affiliated Business Companies

FEREXEH

Tl - Y. BEEREBLRY
A=y EYR-FIBIEX

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

) NnNo41asnn

BRET MNENLCYREBICNZ. BE—ENRPEE  BRE TOERICH T,

- -5 ) s

#EH ASNRLIIZTLR

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

(B NHLFLAESRRT=Y
NUSAFLATN—TONE DT RS ATL  RBES (7—K

H—EREE) ZHROICITS I—KRL—MMEER.

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

(W) NoF41FLa01)

BAVWERBZBNCLIRHFRit. N\ AT LDTIL—TDED R R%E
TEIELRECHR— NI EB T E M.

Bandai Namco Will, a company that promotes the employment of people with

impairments, provides a variety of support services to Bandai Namco Group
businesses.

HISTORY

NIFLFLIATN—-TDER

I HABREIE BHELRDOHDTT, / Note: Company names are as of the year written.

2005

(BN BAFLAR— T2 R
RS A5 | FATh 5% 58 — 88 L5
NAMCO BANDAI Holdings Inc. was estab-

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

2006

KEHIFIF k21t NAMCO BANDAI
Holdings (USA) Inc. iz
NAMCO BANDAI Holdings (USA) Inc.,

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

TLEERABRECRTORESMZER

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

RUM g |- B Wi Rk R 4t
NAMCO Holdings UK LTD. &3z L.
BEHOBRERME

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

and affiliated operating companies were
restructured.

NIBAFLATIN—TF - URZ—h
TIVERER

The Bandai Namco Group Restart Plan
was announced.

THKEL - B - 1k ZE D aVIciBifr
FHIEtEE RS —
The Mid-term Plan setting forth the vision of

EMPOWER, GAIN MOMENTUM, ACCELERATE
EVOLUTION was implemented.

2014

RRGESH IS IFAR#ED 2013 FE
tEMER 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 B8 - UK - &1k =
EDavicBIF iRt EE R 2 —
The Mid-term Plan announcing NEXT STAGE:

EMPOWER, GAIN MOMENTUM, ACCELERATE
EVOLUTION was implemented.

2016

TIOTHIBDEE R E BANDAI
NAMCO Holdings ASIA CO., LTD. '
BET B AN RS-

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

assumed responsibility for operating
companies in Asia.

FREICFF k=4 BANDAI NAMCO
Holdings CHINA CO., LTD.%&3L

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

2018

TCHANGE for the NEXT Bk& - l & -
bl 2D VIBIF PG 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—NT1 2T ZAN
HiIZFEHMIs R OB IRICIRA

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

(BR) N2 HAF LAR—NTA I ZN
TOPIX100 D& ELHRICERF

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

2021

INYBAF LATIN—T DY T
EUT A ZER_ETDILEDIC.
RRFCICEIT R RIABEZRE
The Bandai Namco Group Sustainability

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

2022

IIN—TDREMBRELT

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

Bandai Namco’s Purpose was introduced

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

FConnect with Fansy ZE>a>ic
BIF Bt EZ X2 —
The Mid-term Plan setting forth

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

MDD B = Rk

Ashare split was implemented.

2025

FConnect with FansizHhRIAE V3>
ICIBIF P EAsTE 2 R 2 — b
Commencement of the Mid-term Plan,
which adopts “Connect with Fans” as our
Mid- to Long-term Vision.

BEERRES (KR - BEELE) I
ERRB/NEUA> TGUNDAM NEXT
FUTURE PAVILION. Z &
Exhibiting of the GUNDAM NEXT FUTURE

PAVILION at the Expo 2025 Osaka,
Kansai, Japan.
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SUSTAINABILITY

YRFFEVT1

NEAFLATIN—=T B ZXTFEVU T+ | Bandai Namco Group Sustainability Policy

NOFAFLATN=TDELBYZXTFTIVEEIEH | Examples of the Bandai Namco Group’s Major Sustainability Activities

WEKIRIE O E | Harmony with Nature

o lkEBIZE / Medium- to Long-Term Targets for Decarbonization

BHHASR*ICET3IRILF—BRO_BCREHHE

Amount of Energy Use-Derived CO: Emissions at Group Business Sites*

Bi{Z 2050 %T
Target for 2050

R BE 2030FFET
Medium-term target for 2030

R E1E 2035 % T
Medium-term target for 2035

2010% ke 5 Ooeit ) 20105t 65wy EE [

509% reduction compared 65% reduction compared

o RRFICMEIFTI-EDIEH / Examples of Initiatives Toward Decarbonization
ERIIL—THRRICEITBBEARIRILF—ADYIDBER P, KEHREOEAZFICHDBEATVET,

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

KEBENREDEA / Introducing Solar Power Generation

RIEBENYZAF LA —TIETE BV - BB REHHT IO Z—T A VAV MR At the Bandai Namco Group, we share dreams, fun, and inspiration through with FY2020.3 with FY2020.3 Net zero £ = A 8 ¢ iy
TN =T L TEEEFHEC TERAEAMR CRBOAM. At MEDALE entertainment. We’re always innovating for a better world, where business, society, T - ;& . ":";T A : [ x;;t
- N - N . . . . . . . 2025F 7B ICHER SN TZETILIH IBANDAI HOBBY CENTER PLAMO DESIGN INDUSTRIAL INSTITUTE [BHCPDIIJ IZI& AR/ ¥
ICEDHAHRPDT 7> EDICKEDHINDSIRKZEIR LTI, and sustainability thrive together. Our goal is clear: to bring joy to fans everywhere IV OBOMEE L /(o SR S— S T 5 1,858 ORI L EBELCLET
while building a harmonious future for all. . BT, B TS 0 XA - R At the newly established model kit factory, BANDAI HOBBY CENTER PLAMO DESIGN INDUSTRIAL INSTITUTE (BHCPDII), which
N Offiges own p\lants di\recﬂy operated amusement facilities, etc. began operations in July 2025, 1,080 solar panels have been installed. In total, 1,858 solar panels have been installed across
.............................................. l\“ ya‘{*A:ﬁ‘}L—j@so@?j—'—lJ 7') 7_-," / Material Issues of the Bandal Namco Group the entire Bandai Hobby Center.
©TFRAFVIICHTSMOMEH UYL DHEE RERHOEA

Initiatives Involving Plastics

NIFAFLATN=T FS5AFyIORRERES &
Plastic Environmental Consideration Policy
NYEAAFLATIN=TE TIRAFYIDREODERMZEDNLBNS. £D%L<

Promotion of Recycling

2ETERIZFTLIDTIa—IX>Vk
BREICEWVWTHYTSDT>F—[a -

AN EHELTVET,

Introduction of Alternative Materials

SETEREEMD ST YT I AV LICEGERES. U
1OINEMERLICTEDRFEZToTVET,
We are developing writing instruments upcycled from

HRBE L ORE BELES - ¥ —CX0R{H HIHIRATE DY) 555 L (R BELHZBHEOER Sa=F1LOHE DIVE—FA AN EEBH LRI TUCTS, BETRR TS 2T FIF We are promoting the collection and vEeUsibpEs ol nEsE, esue s inyemEs wHing e
Harmony with Nature Safe & Responsible Products Intellectual Property for Fostering a Culture of Respect Building Stronger Communities ICEDEATVEET, recycling of Gundam model kit runners cled materials.
Social Good at all Bandai Namco amusement

HMBKIRIBICRE L cBEZHET D
ZeP\ MR L EEOFRRIPTREAF
BOERRICROE BV CZFT/HEL.
SESEBRRT—IFRILE—EH
ICHIERIRIBEOHE BB LF T,
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.

BERORD - REZE—ICE R
BEAGERBOD . REPRE
EORERENIcE M- T —EXZ/N—
hF—C— RO TRM L. BRI
BEORLICEHFT,

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.

EERRESERTHBIPEEYIC
ER-RETRCICLD. TR~
TAUAVNDRHENBRERICTS
(s

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

NIEAF LTI —TFICEBHZ TN
TOADBEVEZEELHZ S KL
S.AEEEICAT RO AZH
EITBLEHIC HEDIVEVNETLE
TAHBRETRTE L.t h
DFHEMAREZBELE 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.

NYEAFLATIL=T DI
T7INSBEIN HENSHBEE
NBEETHDETZ7HIC. D32
STAEEDICEE HERLTIKIE
zBELFET,

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

TSRAFYIIMENMETENZ T E THIERBRIBICATS A ERRIFL TV
CHEBERUASFECER. BETSRAFVIPREBEEMDOER. BLOERE

REMZORFZBEL. ERELTEEHZTHICEDET,

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

alternative materials into our products and packaging, we are striving for a

sustainable future where waste is reduced, and resources are used more

efficiently.

facilities across Japan.
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NOFAFLATN=TDELYZXTFTIL;EEEH | Examples of the Bandai Namco Group’s Major Sustainability Activities

EHAVWOHZI3AETHELOZEm  T—EXDRBEICTEERICED
HATWET,

We are actively working to provide products and services that can be enjoyed by
people with impairments.

i@ >4 LLSEED FREEDOMJ

26

MM EDE ) % 5B RE

Intellectual Property for Social Good

° MM EEDERIEE

Awareness-Raising Activities on Intellectual Property Rights
NIEAF LTI —TIIEMEEREZIFLHE T e
LTTIPORE) ZHEE T SEOEF]ERA- =
THRERBOEHE L RENEROBR(LPIALDREFHE
ICBOHTVET,

The Bandai Namco Group is working with rights

holder organizations and authorities in various coun-

ZHRBEITOMPAEFA R~ [ 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 {TB - R LEE LR BB IC R 1T o ERDE &

Initiatives to Eliminate Counterfeit Products in Collaboration with Authorities
BEmORRAER ILE LS CICHRZENIC. BRI HZY I TT A O
FENEP HETOREAZ LR ZEEERBLTLET,

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 forimport and export sus-
pension at customs when necessary.

L - D B
FEICE T BRMBTEFE DT / Seizure of counterfeit products in China

711\N

NEAF LTIV —TITEREE - 5| K HA R 51> DiER
Distribution of the Bandai Namco Group Code of Conduct and Guidelines for Business
Partners

FhFeBE S L D ICHE OB ICHETF LT .
ST WVEFBERITN YA F L5 —FFERE © '
FBEL TS X TOIETH 3 BB £ H1T RS51>)
H I L ARG | S DB 8T LTV E T BRG [
BECBICHRTFEUTAICET2BBICERDEA. | =
BRI AR AR ORRICERLTO SV EEZ T

7,

We have established the “Bandai Namco Group Code of Conduct,” which sets out the prin-

T &
‘ma
&

ciples of behavior that we and our partner companies are expected to comply with, as well
as the “Guidelines for Business Partners,” which serve as a guide for putting the Code of
Conduct into practice, and we distribute these documents to our partner companies. We
aim to work together with our partner companies to address sustainability-related issues
and contribute to the realization of a sustainable society.

RRAOHE

Cultivation of the Next Generation

CLEAMN OCEAM

i ACADEMIA

E/DKDOELEI P -ERTRIE(ICD
WCERBTAYTSTHTIT7 I
B THROICBFTZIATYv I EBERICTZET N CRIEMEZ T /v —
Do) =2 =2 TATET 1 22BN FRTRBALTVET,

In addition to Gunpla Academia, which teaches children about the joy of craftsmanship and
encourages them to think about the global environment, we offer lesson packages “CLEAN

OCEAN ACADEMIA” at elementary schools across Japan that use collected ocean waste and
recycled model kits to help students learn about environmental issues.

BTSAFI—VICBITBANEREZHE

Promoting the Protection of Human Rights Across the Supply Chain

BTIAFT—VICHEITRANEREIRY

Otz ENC L TEHETHZOERICH

A ERY T4V — I LTH AERE

TIF—DORERCEITO>TCVET, BN

TERDHEABFOHRBELEZBL T AE

REEHOM LPHERRDEMZ(E

ELTWES,

With the aim of preventing human rights risks across the supply chain, we not only manage
and oversee our directly contracted factories but also conduct human rights protection
seminars for upstream suppliers. Through initiatives such as sharing examples of best prac-

tices, we encourage greater awareness of the need to protect human rights and the imple-
mentation of improvement measures.

BARZSMIFICF v S I2—DTH A ENLIVR—IILERET 2% HIHRAE
DEMEEICEIMLTULE T,

We contribute to the revitalization of local economies by installing manhole covers featur-
ing character designs unique to regions across Japan.
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WEBSITE

WEBY | AR BRFFEUT1

IR Information Sustainability

NIBAFLAR=INTAYIZX A—=RL—br YA, TIE INIEALFLATN—TOEEBHIPTHRELE—F
27 FEVTAADBDIBH IR NI RAFLATIN—TDEE I ERBERZV/ELTVLET, HCorporate
Profile £ TTELIZ L,

Corporate website of
Bandai Namco Holdings Inc. (English)
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TEKKEN™8 & ©Bandai Namco Entertainment Inc. ©#>51X ©SUNRISE Taiko no Tatsujin™Series & ©Bandai Namco Entertainment Inc.

ORHFK—IBExit ORAR—MB &4t - TPTLE - RIRT=X—>3> OEiichiro Oda/Shueisha ©Eiichiro Oda/Shueisha,Toei Animation © NAMCO ENTERPRISES ASIA LIMITED ALL RIGHTS RESERVED
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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.
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Corporate
Data

As of April 1, 2026

Stock
Information

As of September 30, 2025

Board of
Directors

As of April 1, 2026

Corporate Name
Head Office

Website

Capital
Main Business

Stock Exchange Listing

Stock Information

Chairman and Director -

President and Representative Director -
Executive Vice President and Director

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 650,000,000 shares
Number of Shareholders 59,364
Number of Shares per Trading Unit s 100 shares

»»»»»»»»» Masaru Kawaguchi

Yuji Asako
Nobuhiko Momoi

Director =

- Takashi Tsuji

Director =

- Noriko Fujita

Director (Part-time) -

Kazuhiro Takenaka

Director (Part-time) -

- Nao Udagawa

- Makoto Asanuma

(

(

Director (Part-time) =

Director (Part-time) =
(

Director (Part-time, Qutside) -
Director (Part-time, Qutside) -
Director, Audit & Supervisory Committee Member
Director, Audit & Supervisory Committee Member (Part-time, Outside) -

- Hiroshi Kawasaki
Toshio Shimada
Koichi Kawana
Takashi Kaneko
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)

1,600
1,300.0
1200 1,241.5
1,050.2
990.0
889.2
VU
400
0
FY22.3 FY23.3 FY243  FY25.3 FY26.3
(Forecast)
Operating Profit (¥ billion)
200
1802 181.0
150
125.4
116.4
100
§0.6
50
0
FY22.3 FY23.3 FY24.3 FY25.3 FY26.3
(Forecast)
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Corporate Governance System

As of April 1, 2026

General Meeting of Shareholders

Appointment / Auditing / Appointment /
Dismissal Supervision Dismissal Appointment /
Dismissal
Board of Directors Account auditing /
d Reports on
. . Audit & S i C itt
11 directors who are not Audit & : (; tuperw;ory o;nr:;.lt ;e results
Supervisory Committee members Irectors who are Audi Independent auditors
(of whom 2 are outside directors) Supervisory Committee members I
(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
A g Support Auditin
Vision Meeting PP J Internal Control Committee
l Policy directions Policy directions Reports
A h 4

Bandai Namco Group companies






