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Results in FY2022.3 (For the First Nine Months of FY2022.3)

FY2021.3 FY2022.3 Vs. previous year’s  billion yen
results
First nine months First nine months First nine months

Net Sales 543.4 628.3 +84.9
Operating Profit 72.9 92.1 +19.2
Recurring Profit 75.1 95.5 +20.4

Profit Attributable t
lgv:'nersr(:f lll’z?re:t ° 0.6 61.7 +11.1
Capital Investments 17.0 18.9 +1.9
Depreciation 16.1 18.2 +2.1
G tent
R&ia)nill‘:vc:sltln‘:gnts 58.0 66.2 +8.2
Advertising Expenses 29.3 32.8 +3.5

Personnel Expenses 49.2 53.1 +3.9




Results Forecast by Segment (For the First Nine Months of FY2022.3)

Vs. previous

billion yen
year’s results

FY2021.3 FY2022.3

First nine First nine . .
First nine
months months
months

Segment sales 254.0 2423 -11.7
Digital Business -~ ——---------——-

Segment profit 47.3 37.6 -9.7

Entertainment Unit

Toysand Hopby ~__ Segmentsales 2245 2o - old

Business Segment profit 36.1 50.7 +14.6
Visualand Music __ Segmentsales 211 S - a1

IP Production Business Segment profit 0.6 35 +2.9

Unit Segment sales 16.2 24.5 +8.3
Creation Business -—--—-——---—--———————

Segment profit 2.6 1.6 -1.0
Amusement Amusement _ Segmentsales j‘}_5_ _________ 91_3 _________ + 1_8_'§_ )

Unit Business Segment profit -9.7 4.3 +14.0

Segment sales 18.2 21.0 +2.8
oter -0

Segment profit 0.8 0.8 £0.0
Elimination and __ Seementsales -84 A4l 87

Corporate Segment profit -5.0 -6.5 -1.5

Net sales 543.4 628.3 +84.9

Consolidated @~ = -
Operating profit 72.9 92.1 +19.2 3




Overview by Business Segment (For the First Nine Months of FY2022.3)

Toys and Hobby Business

Products for the mature fan base continued to register
solid results around the world

Contributions were also made by toy-related items and
new [P products

Visual and Music Business

Easing of restrictions on holding live events
Contribution to results from IP-related
licensing revenues

Amusement Business

Sales at existing facilities in Japan: up 20.7% YoY
Recovery trend in Europe and Asia




Full-Year Forecast

FY2021.3 ifezgﬁ: F(}ilzl‘(:‘ze?lf Vs’ypeg?:isous st‘ol;'e'i;i‘:“s billion yen
forecast forecast results

Net Sales 740.9 795.0 810.0 +69.1 +15.0
Operating Profit 84.6 90.0 96.0 +11.4 +6.0
Recurring Profit 87.6 93.0 99.0 +11.4 +6.0
D Atribiable o 48.8 58.0 67.0  +18.2 +9.0
Capital Investments 22.7 25.0 25.0 +2.3 +0.0
Depreciation 24.6 28.0 28.0 +3.4 +0.0
Advertising Expenses 45.2 51.0 52.0 +6.8 +1.0

Personnel Expenses 66.7 70.0 71.0 +4.3 +1.0




Full-Year Forecast by Business Segment

FY2021.3 FY20.22.3 FY2022.3 Vs. pre‘:mus Vs. previous billion yen
Previous Current year’s
Result forecast
forecast forecast results
Segment sales 337.9 310.0 310.0 -27.9 £0.0
Digital Business ————-—-—————————— -
Segment profit 56.7 40.0 40.0 -16.7 £0.0
Entertainment Unit
Toysand Hobby ~_Scgmentsales 3008 = 350.0 ~ = 3650 - ted2 150
Business Segment profit 39.0 50.0 55.0 +16.0 +5.0
Visual and Music _Segmentsales 342 50 BRI s =00
IP Production Business Segment profit 1.5 4.0 4.0 +2.5 £0.0
Unit Segment sales 28.2 30.0 30.0 +1.8 +0.0
Creation Business —————————————————
Segment profit 2.7 2.5 2.5 -0.2 £0.0
Amusement Amusement ~_Scgmentsales 639 840 840 - 201 G =00
Unit Business Segment profit 8.3 2.0 2.0 +10.3 +0.0
Segment sales 24.6 25.0 25.0 +0.4 £0.0
Other = -
Segment profit 0.6 0.5 0.5 -0.1 £0.0
Elimination and Segmentsales 488 - 490 U 02 =00
Corporate Segment profit 7.7 -9.0 -8.0 -0.3 +1.0
Net sales 740.9 795.0 810.0 +69.1 +15.0
Consolidated @~ @ -——-----m
Operating profit 84.6 90.0 96.0 +11.4 +6.0 6




Dividend Forecast

Our policy is to implement shareholder return
that targets a total return ratio of 50% or more
based on stable dividend payments with a
dividends on equity (DOE) of 2% .

v

FY2022.3 Dividend Forecast Annual ¥153

- Base dividend ¥48
- Performance-based dividend ¥105




Mid-term Plan of the Bandai Namco Group
FY2023.3 - FY2025.3

BANDAINAMCO
February 8, 2022
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Purpose

BANDAINAMCO

Fun for All into the Future



Purpose )

Bandai Namco’s Purpose

Fun for All into the Future

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.

10



| BANDAINAMCO |

Purpose

Bandai Namco’'s Purpose

Fun for All into the Future

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.

“Providing fun and inspiration to people around the world and

working to create smiles and happiness into the future”

11



Brand

BANDAINAMCO

Fun for All into the Future

12



Brand e
2005: Management Integration of BANDAI and NAMCO

Theme: Integration of BANDAI and NAMCO

BANDAI
NAMCO

16 years since the management integration...

Bandai Namco is moving to the next stage



Brand )

[J__Bandai Namco’s New Logo

% Design: Speech bubble -- communication, connections
% Color: Red -- enthusiastic, fun, active

BANDAINAMCO

[J  Vector element

Expressing Bandai Namco’s diversity

Smart Forward-looking Humorous Virtual

Forward-looking Sweeping Social Romantic

Invigorating Wild Fun Sensible

14



A new framework for
connecting with ftans

BANDAINAMCO

Fun for All into the Future



A new framework for connecting with fans (GAnRANCO)

~ Fun for All into the Future

-
Business

partners

Bandai Namco's Purpose

Fun for All into the Future

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.

Society




A new framework for connecting with fans e

Bandai Namco is connecting with fans around the world

m Connecting with IP fz

Connecting in a way that makes Bandai Namco essential for IP fans

m Connecting with busix

A presence that continues to be choice of business partners

m Connecting with comi

Looking to the future and coexisting harmoniously with various social communities
17



A new framework for connecting with fans (EAoAACo)

Business
artners

Deeper connections

More-multlfaeeted

connectlons 4

Society




A new framework for connecting with fans (EamoAnAvco)

- lgness
‘ BANDAINAMCO | partners

What's important is the
quality of connections

ds

ighter future for everyone.

4444

///
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Metaverse

BANDAINAMCO

Fun for All into the Future

20



Metaverse: A new framework for connecting with fans
i f T
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Accelerating evolution
in the IP axis strategy

BANDAINAMCO

Fun for All into the Future >3



Accelerating evolution in the IP axis strategy — &

Bandai Namco’s strengths

Making digital and physical connections

BANDAINAMCO

Gundam Metaverse Gundam official shops

: B Multipurpose
PPREMIUNM-BANDAY

E-commerce Y. amusement facilities

Events

Games

Portal st arorieey  ][IP platiorms

24



Accelerating evolution in the IP axis strategy &

IPOffifEZ®mKIL

Maximizing IP Value
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Group Mid-term Vision

BANDAINAMCO

Fun for All into the Future 6



Group Mid-term Vision (Eanpamavco]

Connect with Fans

We want to foster deep, broad, multifaceted connections with fans (IP fans,
business partners, employees, communities) around the world who have
goodwill and empathy for Bandai Namco.

27



Group Mid-term Vision Eoamanco)

Connect with Fans

Focus Strategies

A new framework for connecting with fans
Connecting with fans through IP

IP X Value Accelerating evolution in the IP axis strategy
IPXWorld Building businesses under the ALL BANDAI NAMCO
concept

RBersonnel St-rategy Developing diverse human resources

Sustainabihty Connecting to a future of smiles

28



Building businesses under the ALL BANDAI NAMCO concept (BANDAINAMCO]

~ Fun for All into the Future

Completing the establishment of systems to compete in regions around the

world under the ALL BANDAI NAMCO concept
“ a0

Britain

One

.1 One
office

inland China

(0)i1

Management office

One A integration

office HongKong
One

- office

North America

One
office

Singapore

One
office



Building businesses under the ALL BANDAI NAMCO concept \BANDAINAMCO|

~ Fun for Al into the Future

First, aim for overseas sales ratio of 35%

* Sales ratio by region

Overseas
Overseas

Overseas

3 years later XX years later

FY2021.3 (results) FY2025.3 (target) FY20XX.3 (target)
Overseas sales ratio: 22.3% Overseas sales ratio: 35% Overseas sales ratio: 50%

30



Building businesses under the ALL BANDAI NAMCO concept (BANDAINAMCO

J Focus area

~ Fun for All into the Future

Digital business: Introduction of major worldwide titles (North America)

Toys and Hobby business: Expansion of business for the mature fan base (North America, inland China)

Approximately \

2 times

K North
America

anil 1

Approximately \

2 times

f inland
China

k\-lll 3y

Strengthening production system in line with business expansion

31



IP axis strategy (investment plan)

| BANDAINAMCO |

~ Fun for Al into the Future

[J _Continuing investment to accelerate evolution in the IP axis strategy

Over the period of the next Mid-term Plan, advancing investment to

accelerate evolution in the IP axis strategy

FY2023.3 to FY2025.3

Investment to accelerate evolution in the IP ® Investment to maximize IP value
axis strategy *New IP creation

* Not including capital investment to strengthen *IP projects (Gundam project, etc.)
partnerships

*Open innovation

4 O b illiO n ® Investment for development of the

IP Metaverse

* Development of the IP Metaverse

*Data Universe concept

25 billion

15 billion

32



IP axis strategy (Integrated management of Group data) (BANDAINAMCO |

~ Fun for All into the Future
. N

[J Data Universe concept
Establishing data platform for the collection and analysis in a single location of
the Group’s digital and physical fan data

W

Leading to increased fan satisfaction, community formation, and metaverse establishment

Game

Fan data collection Live

EC Data UNIVERSE Shop
| O
Video . Fan Club

distribution

33



IP enVirOnment (BANDAINAMCO |

~ Fun for Al into the Future

[J Existence of abundant major IP

2022 2023 2024

. HEMBLAY S _u

S R Theatrical versions New visual products in active production
[ L jmawz sz'b}"/ﬂ% P P

{ 7 >
‘{ \“ MOBILE SUIT GUNDAM Cucuruz Dean's Isiand

| L RIS i o % f‘ Continued roll-outs of game titles

'f" KRz Animations Al —_—
t o Game
_______________________________________ %‘.‘“ g
o |y FTEIT-RATL “5‘ ’ Continued roll f itl
I TS OIS T ER meremen QI Animations piGiIMONSURVIVE  (Fame

Continued roll-outs of game titles

—

Theatrical versions

VU2 Tk vaE
@NE PIEGE FILM

0 \ Theatrical Continued roll-outs of game titles
4 versions —_—

— gy = Lg;/ﬂ x W
FHE TR

Animations Online distribution

Theatrical
versions

Online
distribution

Theatrical
versions

34




Investment in IP creation (visual product investment) (BANDAINAMCO

~ Fun for Al into the Future

J Investment in visual products for IP creation (IP Production Unit)

Amount of

investment Number Titl
in production of of titles 1tles
visual products

N
10 titles

:
12 billion 40 g %w

Existing  3() titles ) g
1P Oth IGERS ) R T
serics 26 354# P L Pl Y2
7:-_.:'-91:: AT TFLT s0r00 00k peotess 4

e 10 titles

16 billion 40

s Bl s

ExistingIP  3() titles series

ety 12 titles

tbiton 40 - [

Existing IP 28 titles series



Digital business title lineup (game development investment)

[J _Worldwide title lineup

| BANDAINAMCO |

~ Fun for All into the Future

FY2023.3 FY2024.3 FY2025.3

*DRAGON BALL THE BREAKERS
* Gundam major titles: New titles

Home video game *Unknown) (title originating
overseas)
PC *Others: 2 titles

5 titles

* Mobile Suit Gundam:
Iron-Blooded Orphans G

Network content

*Others: 3 titles

3 titles

Major titles

8

*Popular IP titles: New titles

*Others: 6 titles

* Popular IP titles: New titles

*Others: 1 titles

2 titles

Major titles

9

*Popular IP titles: New titles

*Others: 7 titles

*Popular IP titles: New titles

*Others: 2 titles

Major titles

11
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Sustainability

Connecting to a future of smiles

BANDAINAMCO
Fun for All into the Future 37



The Bandai Namco Group Sustainability Policy )

O The Bandai Namco Group Sustainability Policy
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 medium to long term targets for decarbonization

Target Reduce the amount of energy-related carbon dioxide emissions at Group business sites
(offices, own plants, directly operated amusement facilities, etc.) to net zero

Mid-term target A 35% reduction compared with FY2020.3 (a 50% reduction compared with FY2014.3) in
energy-related carbon dioxide emissions at Group business sites

Further promotion of energy-saving measures and introduction of renewable energy, etc.

[] Material issues (important themes)

@ Harmonious coexistence @ Provision of appropriate products ® Appropriate utilization and
with the natural environment and services protection of intellectual property

® Establishment of work environments @ Harmonious coexistence
that facilitate mutual respect with communities

38



Group Sustainability Committee

| BANDAINAMCO |

~ Fun for Al into the Future

The Group CSR Committee will be renamed the Group Sustainability Committee and upgraded to a committee that is
directly under the Board of Directors.

Board of

Directors

Independent Directors and
Audit & Supervisory Board
Members Committee

Personnel Committee

Representative
Director

Group CSR Committee

Group Risk Compliance
Committee

Group Information Security
Committee

—— Internal Control Committee

From April 2022

Board of
Directors

Representative
Director

Independent Directors and
Audit & Supervisory Board
Members Committee

Personnel Committee

Group Sustainability
Committee

Group Risk Compliance
Committee

Group Information Security
Committee

Internal Control Committee

39



New system

BANDAINAMCO

Fun for All into the Future 40



New SyStem (BanDAINAMCO]

1To strengthen governance, BANDAI NAMCO Holdings will transition to a new system

From April 2022 From June 2022 shareholders’ meeting
Company with audit and supervisory Board Company with audit and supervisory committee
Board of Directors Board of Directors

Ajoyine ureIdd
Jo uone3’dpPq

Full-Time Officers — Full-Time Officers
Committee Committee

Audit & Supervisory Board Audit and Supervisory Committee
Audit and supervisory committee

members are directors
(majority of members are outside
directors (three or more))

Audit & Supervisory Board
Member

@ Supervisory function will be strengthened

(stronger authority of audit and supervisory committee members)

-Have the right to vote at meetings of the Board of Directors

-Have the right to state their opinions regarding the selection, dismissal, and compensation of directors

-The authority to direct the internal auditing division, etc., can be given to the audit and supervisory committee

41



New system

[J Reorganization of the IP Production Unit

From April 2022
Entertainment Unit

Digital Business

Toys and Hobby Business

IP Production Unit

Visual and Music Business .
Integration

BANDAI |
NAMCO

Creation Business

— Amusement Unit

Amusement Business

| BANDAINAMCO |

~ Fun for Al into the Future

Entertainment Unit

Digital Business

Toys and Hobby Business

IP Production Unit

IP Production Business

Bandai Namco Filmworks

Bandai Namco Music Live

— Amusement Unit

Amusement Business

- Affiliated business companies

- Affiliated business companies

42



FY2025.3 numerical targets

BANDAINAMCO
Fun for All into the Future 43



FY2025.3 numerical targets

Consolidated net sales

Consolidated operating profit

ROE

| BANDAINAMCO |
" Fun for All into the Future

¥ 1,100 billion

¥ 125 billion

12% or more

44



| BANDAINAMCO |

Purpose

Bandai Namco’'s Purpose

Fun for All into the Future

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.

“Providing fun and inspiration to people around the world and

working to create smiles and happiness into the future”

45



| BANDAINAMCO |

]
Fun for All into the Future

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.

99 ¢¢ 99 ¢¢
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Reference materials: FY2025.3 numerical targets (Banoa Navco

FY2025.3 numerical targets billion yen

Segment sales 480.0
Digital Business -~ —-—-—-----------—-————————.
Segment profit 58.0
Entertainment Unit
Segment sales 450.0
Toys and Hobby Business———-——-—————-—-—————————————————.
Segment profit 59.0
IP Production Visual and Music Segment sales 100.0
Unit Business Segment profit 17.0
Amusement Amus.ement e _S_e_gr_n_e?t_s_ale_s _________ 199_9 -
Wt Business Segment profit 6.0
Segment sales 40.0
Other = @
Segment profit 1.0
Elimination and | Segmentsales  -70.0.
Corporate Segment profit -16.0
Net sales 1,100.0

Consolidated = @
Operating profit 125.0




Mid-term Plan of the Bandai Namco Group
FY2023.3 - FY2025.3

BANDAINAMCO
February 8, 2022

Fun for All into the Future
48



