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Bandai Namco’s Purpose

Fun for All
into the Future

H2ELL. B2 EFL
[E- 80 -RE | %,

2NLWL DLW TS BERES 5D,
DB A T=<BD, EDICRUV=LKED,

IVR—FTA VX IMDEARTODENET.
AEAANERB AEHBRDOEDS.
FABKRFKE N EAFTLAIHFRRDOINTOAEESICRIVET,

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.




e 2%

/.
%

(’\

Bandali Nam

NAALFLATN =T SR FHREHTH AN FAFLATR=INT1 2 TADH L.
30D MAzZyMEBAZY MY R— I 3EERESUDISERETNTVLET,
BERUHOEEFTHIA-y M. EANICE TR EEE -R1TL.
BEBIVA—TAVAVFZARICRELTVWET,

The Bandai Namco Group comprises Bandai Namco Holdings Inc., which is a pure holding company,
Three Units, and affiliated business companies that support the work of the Units. The Units,

which encompass the operating companies in each field, formulate and implement business
strategies and provide a diverse range of entertainment in Japan and overseas.
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Bandai Namco Amusement

Vision 2030

TIV=T0 5] 2BIFEELT.
FEBRzBELTRBEHETS
DZVIE AN HEZHDPRAEITS

To deliver the value of “Real Entertainment”
to the world by serving as our group company’s “place”
where people can share excitement through experiences.
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Mid-term Vision

“Responsive to Change”
EKEARITT.
FZE{eiicBE LEIETSH A=y kA
“Responsive to Change”

To be a unit that adapts to changes
and evolves toward the future
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Bandai Namco Amusement will deliver
“excitement through experiences” worldwide
through the collective strengths

of the Bandai Namco Group.

Bandai Namco Amusement Inc., which was founded in 1955 as NAKAMURA
Manufacturing Ltd. (later known as NAMCO) with the installation of motorized
wooden horse rides on a department store rooftop, has always focused on the
essence of “fun” and has been devoted to planning, developing and operating
various amusement machines and amusement locations that are always ahead of
the times.

Today, where communication via the internet has become a part of our daily lives,
there is a growing social need for the value of real-life experiences. In addition, real
“locations” are indispensable as points of contact with customers and as outlets for
the Group’s IP* strategy.

We are committed to being a flag-bearer of the rapidly changing times and culture
by continuously planning, researching and developing to create a "new space for
entertainment" without being bound by conventional business schemes, in order to
deliver the value of Real Entertainment to the world.

We will continue to utilize the collective strengths of the Bandai Namco Group to
deliver even more exciting memories. We hope that you will look forward to the “one
and only” real entertainment experiences that only Bandai Namco can offer.

*IP: Intellectual property such as characters.

Hiroshi Kawasaki

Bandai Namco Amusement Inc.
President & Chief Executive Officer
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Bandai Namco Amusement plans, develops, sells and operates games
and activity products that can be experienced only through Real Entertainment.
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Entertainment
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Bandai Namco Amusement has established over 230* real entertainment facilities across Japan,
including theme parks, indoor playgrounds, and indoor athletics areas.

We will continue to develop and propose new entertainment facilities.  number of directly managed stores
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GASHAPON Department store
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Asobi Park
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Entertainment Facilities

and More
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Entertainment Facilities

and More

BANDAINAMCO | Cross Store
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Bandai Namco Cross Store
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Associated Companie

Overseas

BARER

TEIa—ZAA by FTRCEICER. 7O 7H1EZ DI

BAEEZRBALTVET,

The Amusement Unit conducts overseas business,
mainly in Europe, the US and Asian regions.

Japan
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Bandai Namco Amusement
America Inc.
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By utilizing actual locations,

we will provide Real Entertainment that can only be realized

by the Bandai Namco Group.
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Bandai Namco Amusement
Europe Ltd.
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Bandai Namco Technica Inc.
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Bandai Namco Amusement Lab Inc.
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(Bandai Namco Amusement (Shanghai) Co., Ltd.)
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Based on the IP axis strategy, the Bandai Namco Group will work together with fans to
advance sustainable activities that focus on the social issues that the Group should address.

WEKIRIRE D
H®E

Harmonious coexistence
with the natural
environment
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Specified
Material Issues
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Establishment of
work environments
that facilitate mutual
respect
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Harmonious coexistence
with communities

NIFAFLAT 2= A OO HAEH

Examples of Initiatives by Bandai Namco Amusement
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Initiatives for safety
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Participation in the Gunpla Recycling Project
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Commitment to Environmentally Conscious Products
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Promote staff qualification of the JAIA Youth Advisor
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All trademarks and copyrights associated with the manufacturers, vehicles, models, trade names, brands and visual images depicted in this game are the property
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