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dirst Half Results ==

billion yen
FY 2016.3 FY 2017.3 FY 2017.3 Vs. previous |Vs. previous
1st Half 1st Half forecast 1st Half ,
Results (end of 1Q) Results year’s results forecast
Net Sales 272.7 290.0 294.5 +21.8 +4.5
CoperatngDneome | 3Ll 2o 39 478 469
Rewringhneome | 332 2o 382 450 462
Nmmemeen | 229 0 304 414 46
Capital Investments 9.9 9.0 9.4 -0.5 +0.4
""" Depreciaion | 97 10 94  -03  -L6
R&DImvesmens | 270 0 21 o] a2
Advertising Expenses 15.9 17.0 16.4 +0.5 -0.6
persomnctExpenses | 25.8 0 257 01 417

billion yen
FY 2016.3 FIY tzl(_’I”lf FY 2017.3 Vs Vs.

1st Half f(frec:s ¢ 1st Half p;z:;o,lsls previous

Results (end of 10) Results results forecast
Segment sales 103.9 100.0 91.1 -12.8 -8.9
Toys and Hobby --------=-===--===rpmmmmmommomofommmmmmoo oo s s oo oo oo oo po oo
Segment income 11.5 6.5 6.9 -4.6 0.4
Network | Segmentsales | 147.2 1700 TG +32.5  49.7
Entertainment | geoment income 14.7 21.5 25.8]  +111  +4.3
Visual and Music|_Segmentsales |~ 23.5 240, 275 4.0 435
production Segment income 5.9 6.0 8.0 +2.1 +2.0
Segment sales 134 14.0 13.0 -0.4 -1.0
Other  |[--------rr e
Segment income 0.5 0.5 0.5 0.0 0.0
Corporateand | Segmentsales | -154) ~ -18.0  -16.8 - 14 12
Elimination | geoment income -1.6 2.5 2.5 0.9 0.0
. Net sales 272.7 290.0 294.5 +21.8 +4.5
Consolidated  F----------mmmmmm oo e b
Operating income 31.1 32.0 38.9 +7.8 +6.9)




Network content

Amusement Facilities

Girls und Panzer

Toys and Hobby

Strong performance of products related to
established IP in all regions
Progress more or less in line with initial forecasts

Network Entertainment

Home video game software
Major success of DARK SOULS 111

Japan: Favorable performance of mainstay and new titles
Overseas: Strong performance of titles around the world and in China
Overseas ratio: 17%

Solid performance of existing facilities in Japan

Visual and Music Production

Major success of packaged visual and music content for

Continued popularity of the Love Live! series

billion yen

FY 2017.3

FY 2016.3 forecast FY2017.3 | Vs. previous |Vs. previous
Results (as of May 2016) forecast | year’s results | forecast

Net Sales 575.5 580.0 590.0 +14.5 +10.0)
Operatingncome | 49.0 s0.0f  s20 14 474
RecurringDncome | 507 T w63 +6.
oomeautuiews | 348 o Y w5+
Capital Investments 21.3 20.0 20.0 -1.3 0.0
""" Depreciation | 216 240 240 +24 0.0
R&DInestmens | 548 50 ss0 s 0.0
Advertising Expenses 37.7 40.0 41.5 +3.8 +1.5
Personnel Expenses | 504 5000 st 0.6 410
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billion yen
FY 2016.3 FY 2017.3 FY 20173 Vs. pre\:ious Vf'

Results forecast forecast year’s previous

(as of May 2016) results forecast
Segment sales 206.4 210.0f 200.0 -6.4 -10.0]
Toys and Hobby [------==--==-=m=-onpommommom oo moo o mom oo po oo oo oo oo oo oo
Segment income 16.6 16.0 14.0 -2.6 -2.0
Network | Segmentsales | 3209 340.00gea0l|  +29.11 +10.0
Entertainment | seoment income 23.9 28.00 345  +10.6| +6.5
Visual and Music| Segmentsales | = S1.9) 430 47.00 - 49 140
production Segment income 11.6 9.0 12.0 +0.4 +3.0
Segment sales 27.4 28.0 28.0 +0.6 0.0
Other F---ooommm oL
Segment income 1.1 1.0 1.0 -0.1 0.0
Corporateand | Segmentsales | -31.27) 410 -35.0) - 38 160
Elimination | seoment income -3.7 4.0, 45 0.8  -0.5
X Net sales 575.5 580.00 590.0 +14.5| +10.0
Consolidated | -------------mmmmm oo
Operating income 49.6 50.0 57.0 +7.4 +7.0)

-
First half vs. Second half billion yen
FY 2017.3 FY2017.3 FY2017.3
1st Half Results 2nd Half forecast forecast
S I

Toys and Hobby ..o | oLl 10890 2000
Segment income 6.9 7.1 14.0

Japan: Expected changes to product mix
Overseas: Investment in large-scale promotions of Power Rangers series in the second half, among others

FY 2017.3 FY2017.3 FY2017.3

1st Half Results 2nd Half forecast forecast
Network | Segmentsales | AT 1703 350.0
Entertainment Segment income 25.8 8.7 34.5

Frontload costs in network content in the second half (increase in new titles, large-scale, worldwide promotions)
Incubation investment in the second half for growth in the next fiscal year and on

Significant repeat sales and sales of titles from other companies in the current product lineup

for home video game software not expected in the second half

FY 2017.3 FY2017.3 FY2017.3

1st Half Results 2nd Half forecast forecast
Visual and Music | Segmentsales | 275 19.5 ... 47.0
Production Segment income 8.0 4.0 12.0

Disproportionate release of major titles in the first half, such as Love Live! and Girls und Panzer
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Mid-term Vision
Mid-term Vision

NEXT STAGE ..o

Requirements for advancing to the next stage

Accelerate Evolution Gain momentum

in IP Axis Strategy in global markets
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NEXT STAGE ... sicem

Continue taking on new challenges
and accumulating innovations

Accelerate Evolution in IP Axis Strategy

Bolstered capabilities to create and develop IP  Acquired new range of target customers
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Created new IP business and expanded outlets Established the IP Strategy Division
Currently working on multiple cross-

organizational projects

Increased investment
to bolster IP Axis Strategy
Strengthened relationships with IP holders

Reinforced planning and development
capabilities, etc.




Results oft Mid-termiPlan CGouas)

Gain momentum in global markets

Asia: Increased popularity of Mobile Suit Gundam series
Carried out the full-scale development of the network content business

Europe and the Americas:
Expanded home video game software and network content businesses
Strengthened product lineup in all businesses

Numerical targets for the last year of the Mid-term Plan (FY2017)

Nesaies ¥600 billion — Jeome ©  ¥60 billion
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Toys and Flobby;

Release new IP — Strengthen IP portfolio

Kamen Rider Mobile Suit Gundam
T

New IP geared toward
elementary school boys




Asia

On-demand distribution of new g
Mobile Suit Gundam titles overseas that® |
coincide with TV broadcasts in Japan
Strengthen marketing development
(events, promotions, etc.)

Europe and the Americas

Expand product categories,
including collector items
Commence sales of toys and other
DRAGON BALL products that
tie in with the development of

DRAGON BALL-related games
and apps

Expand IP lineup

Introduce new IP
geared toward girls

Strengthen existing IP

Strengthen promotions for
the March movie release and
new television programs

in North America next year

L

Network content

Continued popularity of existing titles
-y G

Maintain strong performance by carrying out
- L3P various measures, including holding events
% AR =l i | ' 4 B
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April release: Over 3.7
million copies sold overseas

Overseas: October release | | Japan
(December release in Asia)
Japan: November release:
1.4 million copies sold
initially

Implement
massive promotions

Overseas ”

IP Axis Strategy X Technological capaﬁilitigs




Networlk Entertain @nﬂft

it
Creating new customers through space + the BANDAI NAMCO essence

NGRS (118 B 1 i (s (.Ml Solid progress in differentiation befitting

of BANDA NAMCO

XTechnological X Anime music X Puzzle solving XNew collaborations
L capabilities )
. . . 0 )
N 111 (1Y BT 11 (-0 Currently working on business projects
that combine machines and facilities
6 J ¢ B 3 . ‘.'f— o

New application of
VR ZONE know-how

Example:
VR + Amusement facilities)

Simultaneously reinforce IP creation and production capabilities

-

Create and develop IP

Develop IP together with fans

Expand development of existing IP Expand business range

Fan club business
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Mid-term Vision

Note on Projections

This document contains forward-looking statements and information related to the BANDAI NAMCO
Group that are based on our knowledge as well as various assumptions made on the basis of
information currently available. The words “forecast,” “plan,” “target,” “estimation,” “projection,”
“intend,” “will” and similar expressions, as related to the Group, are intended to identify forward-
looking statements and information. Actual results could differ materially from those projected in such
forward-looking statements.

©OBE-Y>51X  OBANDALWEZ ©/(~FR5IA /Rt ITTUE-HMF A-S3  OBKE-HY54Z-MBS ©RETO OIILEIYUA—TIREBAR-FUERR O YWP-TX  TM & © 2016 SCG Power Rangers LLC. Al Rights Reserved.

©BNP/BANDALDF PROJECT ~ ©BNP/BANDALDENTSU,TV TOKYO ©PRENL,/IL—ILEE-TMS-NTV_ TME©2016 ZAGTOON,METHOD,SAMG, TOEL ANIMETION ©BMIEX/EHTER MEMIMEEAS ORNET PNP-HIt-
7=A~3> ©Naoko Takeuchi ©BANDAI NAMCO Entertainment Inc. ©)/(— K257 /%3t I557LE- BIRF=A~>3> ©BANDAI NAMCO Entertainment Inc

@2002 MASASHI KISHIMOTO / 2007 SHIPPUDEN Al Rights Reserved.

(©BANDAI NAMCO Entertainment Inc. ©FFAFS2 20wk, &1t - 7LERF - U5 OBIBIANARUTORFEER2014 © BANDAI NAMCO Entertainment Inc.
©201

Inc. @ —,/ HItt-IFLE - FHP=X->3> ©OBANDAI NAMCO Enxerxammenx Jnc.  The Wicter s rdemarkof COPROIT. A The Wicher game © CDPROIEKT . A All s

reserved. The Witcher copyrights and OREF—REH-TITUE-HBT=A—30  © BANDAI NAMCO Entertainment Inc.
©2002 MASASHI KISHIMOTO / 2007 SHIPPUDEN All Rights Reserved.  ©BANDAI NAMCO Entertainment Inc. ~ ©BIRD STUDIO / SHUEISHA TOEI ANIMATION @EANDA! NAMCO Entertainment Inc.
©Naoko Takeuchi/PNP/KODANSHA/TOEL ANIMATION @Naoko Takeuchi ©BANDAI NAMCO Entertainment Inc. ©2013 JOSTIh57547 | ©2015 TOSTIR5T54T | h=E= ©(c)2016 TOTTIRT 51T | 2541

©GIRLS und PANZER Film Projekt ©BIifi-0>541-MBS ©BfE-4>51X ©2015 EYIIIAN/ YIOAF NSRS
©OFBEE R HEBTFO/R JMFERS OGerald Gallano ©BNP/BANDAL, DF PROJECT
©BNP/ NAS, TV TOKYO
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