
We define CSR as “Putting Smiles on the Faces of Everyone Nintendo Touches.”
This CSR report is a digest version of the activities Nintendo has been working on to achieve 
our CSR goal. Please refer to the Nintendo Co., Ltd. website for more detailed information 
about our CSR activities.
We welcome your opinions and comments about the CSR Report 2014 on our website.

Reporting Scope
The scope of this report covers the activities and data of the 
Nintendo Group (Nintendo Co., Ltd. and its main subsidiaries). 
Any information not within this scope is explicitly identified 
as such. For the purposes of this report, the term “Nintendo” 
refers to the entire Nintendo Group. Nintendo Co., Ltd. is 
referred to by its complete name.

Reporting Period
This report mainly covers activities in fiscal year 2013 (from 
April 2013 through March 2014), in addition to some recent 
activities and some activities prior to fiscal year 2013.

Publication Date
Publication date of English report: July 2014
(The next English report will be published in July 2015)

Nintendo Overview

Company Name
Nintendo Co., Ltd.

Location
11-1 Hokotate-cho, Kamitoba, Minami-ku, Kyoto, Japan

Founded
September 1889

Incorporated
November 1947

Capital
10,065,400,000 yen

Sales
571,726,000,000 yen (fiscal year ended March 2014)

Number of Consolidated Employees
5,213 employees (as of the end of March 2014)

Business Description
Manufacture and sale of home leisure 
equipment

Digest Version (this report)

Detailed Version (website)

http://www.nintendo.co.jp/csr/en/



Beyond delivering high-quality products to consumers, Nintendo promotes CSR procurement with our 

production partners*1 to contribute to the development of society and to the sustainability of the global 

environment. As part of this effort, Nintendo continues to visit partners’ facilities to conduct on-site 

inspections and communicate with their staff to verify that CSR issues, such as working conditions, are being 

improved. During fiscal year 2013, we took another step forward by implementing third-party monitoring of 

our partner facilities and, in doing so, gained an outside perspective while enhancing the transparency of our 

efforts. In addition, as per Nintendo’s policy on the non-use of conflict minerals*2 in our products, we require 

our production partners to investigate their respective supply chains in order to avoid the use of conflict 

minerals in our products. To promote CSR throughout the supply chain, we share topics with our production 

partners, discuss with them how to best make improvements and continue responsible business activities.

Many people tend to believe that Nintendo started out as a video game company; however, it was originally a 

playing card company. Nintendo started the manufacture and sale of Hanafuda (traditional Japanese playing cards) 

125 years ago, and then changed from a playing card company to a toy company, a toy company to an electronic toy 

company and finally from an electronic toy company to a company developing video game platforms.

We retain our core values while maintaining the flexibility to quickly change what should be changed. We will never 

stop challenging ourselves to be a company that people get excited about when they hear the name Nintendo.

Fabless is derived from “fabrication-less,” meaning “without fabrication facilities.” Nintendo adopts this fabless production model and outsources the 
manufacturing processes to other companies. All production processes are outsourced to external suppliers and production factories, and we call 
them collectively our “production partners.”

*1

Conflict minerals are defined as the tin, tantalum, tungsten and gold extracted from the conflict-affected regions of the Democratic Republic of 
the Congo or its nine adjoining countries, and are used as a financial source for armed groups or rebel forces who commit crimes against humanity.

*2

During the past decade, we have focused on our basic strategy of expanding the gaming population by 

offering products that can be enjoyed by everyone regardless of age, gender or gaming experience. By 

extending the definition of games, we were able to pursue new consumers who were formerly apathetic 

toward video games. At the same time, we have offered products and services with the belief that the purpose 

of entertainment is to put smiles on people’s faces.

However, as the business environment around us has shifted with the times, I also felt that we needed to more 

closely examine why entertainment companies exist in the first place. We concluded that we needed to redefine 

entertainment as activities that improve people’s “Quality of Life” (QOL) in enjoyable ways. 

Activities that improve QOL often require perseverance. They must be done every day and they are not always 

fun. If we can capitalize on our experience and strength as an entertainment company to make self-improvement 

enjoyable, we are confident that we will be able to put smiles on consumers’ faces in a wider range of business fields. 

Nintendo has always focused on what it takes to deliver an enjoyable video game experience to our 

consumers. This is precisely why our CSR activities are founded on the principle of enriching people’s lives and 

putting smiles on the faces of everyone Nintendo touches.

The ability to connect video game systems to the Internet and communicate with others has enabled more 

users to enjoy our products and services. It is unfortunate, however, that some individuals chose to misuse 

some of our services, and Nintendo discontinued certain functions. This was an extremely difficult decision for 

Nintendo to make considering the number of consumers who loved these services. 

Nintendo has been working hard to offer reliable products and services that parents and guardians can feel 

safe in selecting for their children. I believe that when a company creates new play styles, it should work to 

educate people until these play styles become commonly accepted in society. 

We incorporated Parental Controls into our current video game systems. Parental Controls enable parents 

and guardians to restrict the use of certain software or services according to their preferences, and we actively 

promote their use. 

These days, the Internet is readily accessible and can be used for many things. As our next step, we are 

considering proposals that would utilize our video game systems to create opportunities for a parent or 

guardian to talk with their children and instruct them regarding proper use of the Internet.

21

President, Nintendo Co., Ltd.

Redefine Entertainment

Continue to Improve

Continue to Adapt

Create a Welcoming Environment for Everyone

Adapt to Changing Times 
and Seek Out Challenges
Nintendo aims to improve people’s quality of life 

in enjoyable ways that only we can offer.



Efforts to Prevent Misuse of Services

Nintendo learned that some consumers, including 

minors, had been exchanging their Friend Codes*1 on 

Internet bulletin boards and then using the Swapnote 

application (known as Nintendo Letter Box in other regions) 

to exchange offensive material. Nintendo investigated ways 

of preventing this and determined it was best to stop the 

SpotPass feature of Swapnote because it enabled direct 

exchange of photos and was being misused. Nintendo 

always wants to provide a positive experience for all 

consumers and limit the risk of any inappropriate activity or 

*1 A 12-digit ID number given to each Nintendo 3DS system. If you 
exchange your Friend Code with friends, you can connect with 
them even when you are not physically together.

Enjoyable Experiences 
for all Consumers
The entire Nintendo Group strives to establish a good environment for all 

consumers who use our products. To be more specific, we have incorporated 

Parental Controls into our current products, established systems to eliminate 

inappropriate content from our software and services, showed the age range 

of the target audience by using local game rating systems, provided necessary 

information on our product packaging and websites, and cooperated with 

other video game companies to raise awareness about these features. 

misuse of a service. We felt it was important on this occasion 

to take this action. 

For more information, please refer to
www.nintendo.com/whatsnew/detail/
UHQZFP2Jxcll_Vm-PsZpxNIK5920bRRK

Game Rating Systems

System-Based 
Measures

Awareness Program

Moderation Internal Structure

Nintendo’s Efforts to Provide a Welcoming Environment

Feature 1 A Good Environment for Everyone
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Moderating Content With the 
Help of Users

Nintendo incorporated a reporting 

function for inappropriate content into 

certain services that enable users to 

exchange images or text. Reported 

incidents are monitored, and if a certain 

post is determined to be problematic, it is 

removed immediately. 

We monitor the content on Miiverse, 

our online community that lets users 

connect with other players around the 

world via their Mii characters, and if we find 

inappropriate posts, they are removed.

Parental Controls

Automatically Record Play Time

We designed Wii, Wii U and the Nintendo 3DS family of systems to 

automatically record which software titles have been played and for how 

long each day so that parents and guardians can be better informed 

about their children’s gaming activities. This function enables parents 

and guardians to become more involved in their children's gaming 

experiences, and encourages better communication among family 

members. 

Users can enjoy various types of software and applications on 

Nintendo’s video game systems; some of them might enable users to 

exchange messages or might contain content that parents consider 

inappropriate for their children. To enable parents and guardians to 

restrict and limit their children’s access to certain software and 

applications, Nintendo has integrated Parental Controls into its current 

video game systems. Parental Controls also enable parents and guardians to 

restrict their children’s use of the Internet Browser application in 

Nintendo’s game systems. 

In Japan, filtering services are commonly used to restrict children’s 

access to certain websites on devices such as cellphones. Parents and 

guardians can use the Digital Arts Inc. web-filtering service to protect 

their children from inadvertent exposure to unsuitable websites while 

using the Wii U or Nintendo 3DS Internet Browser. 

Please refer to Considerations When Developing Software and Services in 

the Bringing Smiles to Our Consumers section of the Nintendo Co., Ltd. CSR 

website for more information on our system-based measures.

Appropriate Age Information on Product Packaging

Based on the reviews of game content by a third-party organization, the 

appropriate age range for the target audience is displayed on product 

packaging in accordance with the game rating system used in each country 

or region so that consumers can understand what kind of content is 

included in the software before purchasing. For more information about the 

game rating system used in each region where our products are sold, please 

refer to Considerations When Developing Software and Services in the 

Bringing Smiles to Our Consumers section and Q&A: Consumer Relations of 

the Nintendo Co., Ltd. CSR website.

Raise Awareness at Every Opportunity

To create an environment in which our consumers can enjoy our 

products in accordance with age-appropriate settings, we explain the 

features of our video game systems and Parental Controls in operations 

manuals and on product packaging, as well as providing information 

through the Nintendo websites, product catalogs and other apropriate 

channels.

Nintendo’s Efforts to Provide a Welcoming Environment

*1 Retired teachers or police officers who are sent to local schools to use their specialized experience in supporting teachers, 
students or parents.

Awareness Program for Proper Use of Video Game Systems

With the aim of protecting children from becoming involved in 

any trouble, Nintendo Co., Ltd. holds seminars for school 

supporters*1 and educators throughout Japan. During the seminar, 

Nintendo staff members explain how to use Nintendo video game 

systems and provide information on topics such as filtering services 

and Parental Controls. There is also a hands-on session in which 

attendees use Nintendo 3DS systems to practice using the device 

and the Parental Controls settings. Through this seminar, we aim to 

educate more people on the proper use of video game systems and age-appropriate settings. 

We have received comments from attendees such as, “I had never used video game systems before, but the settings 

were easy to understand when I tried them myself,” and, “I understand that, rather than just prohibiting children’s use 

of game systems, it is important that we communicate with our children about how to use them appropriately.”

(June 2013 – May 2014  Total: 7 seminars, 422 attendees)

Ensuring Software Safety and Reliability 

We have created comprehensive software development 

guidelines, which are updated and revised as needed, and are 

distributed among the related departments. A company-wide 

system consisting of multiple internal departments including 

development, legal and consumer service departments 

checks the content of our software from the earliest stages of 

development. 

Feature 1 A Good Environment for Everyone

Please refer to the Nintendo 
website in your location for more 
information. 

In Japan, TV advertisements are broadcast to 
promote Parental Controls awareness.

In Japan, the CERO (Computer Entertainment Rating 
Organization) age-rating mark is displayed.

You can check the software titles and play 
time.

Awareness Program

Moderation Internal StructureGame Rating Systems

System-Based Measures
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Sound relationships with our production partners are essential in 

providing consumers with the highest quality products while being socially 

responsible in the areas of human rights protection, workplace safety and 

environmental protection throughout our supply chain. To build such 

relationships, we believe it is imperative that Nintendo regularly visits our 

production partners at their facilities to directly communicate with them and 

understand the actual on-site conditions firsthand. During these inspections, 

we go to great lengths to explain not only our requests for improvement but 

also the rationale behind our requests so that our production partners clearly 

understand Nintendo’s intentions for CSR procurement*1.

FY 2007
• Consideration of Nintendo CSR 
 procurement measures
• Self-inspection by production 
 partners based on check sheet
• Field survey of production 
 partners to confirm conditions

FY 2008
• Reviewed system based on 
 self-inspection and field survey 
 results
• Distributed Nintendo CSR 
 Procurement Guidelines
• CSR procurement implementation

FY 2009
• Nintendo staff started on-site 
 inspections to confirm 
 production partners’ conditions

FY 2011
• Revised Nintendo CSR 
 Procurement Guidelines (Ver.1)
• Incorporated and received 
 consent on non-use of 
 conflict minerals provision
• Added conflict minerals to 
 on-site inspections

FY 2012
• Conducted conflict minerals 
 survey to ascertain production 
 partners’ progress
• Nintendo of America staff 
 attended on-site inspections 
 to discuss conflict minerals 
 issue with production partners

FY 2013
• Conducted annual conflict 
 minerals survey utilizing 
 EICC-GeSI Conflict Minerals 
 Reporting Template
• Conducted both on-site 
 inspections and third-party 
 monitoring
• Nintendo and third-party 
 monitoring team interviewed 
 priority production partners 
 on conflict minerals issue 
 progress 
 

A joint effort with our production partners to promote CSR.*1

Spreading Smiles With 
CSR Procurement
Working in close cooperation with our production partners, we strive to provide consumers with the highest 

quality products. By sharing the Nintendo way of thinking, we are able to learn and grow with our production 

partners as we promote CSR procurement throughout the supply chain. 

Constructive Dialogue Creates Trustworthy Relationships

FY 2010
• Revision of on-site inspection 
 system

FY 2014
• Revised Nintendo CSR 
 Procurement Guidelines (Ver.2)
• Require production partners 
 to establish a policy banning 
 the use of conflict minerals
• Review of conflict minerals 
 survey system (planned)

Examples of Section Contents

Nintendo CSR Procurement Guidelines

Guideline Sections

• Compliance with health and safety 
 related laws
• Prevent work-related accidents
• Create a safe, clean workplace 
 environment
• Protect young workers

2. Ensuring 
occupational 
health and safety

• Prohibition of inappropriate 
 payoffs or receipts
• Prohibition of abuse of dominant 
 bargaining position
• Prohibition of acts that restrict 
 competition
• Appropriate export management
• Non-use of conflict minerals
• Build a management system
• Prevention and early detection of 
 illegal actions and misconduct
• Respect for intellectual property

3. Practicing 
corporate ethics 
and fair trade

• Environmental management system
• Minimizing the environmental 
 impact
• Compliance with Nintendo Green 
 Procurement

4. Maintaining the 
global 
environment

• Quality assurance system
• Guarantee product safety

5. Product safety 
guarantee and 
quality assurance

• Information management
• Prevention of disclosure of 
 confidential client and 
 third-party information

6. Complete 
information 
management

• Risk evaluation and risk management
• Create a business continuity plan

7. Establishing crisis 
management 
systems

• Contributions to the local community
 

8. Contributing to 
the community

• Respect human rights
• Prohibition of discrimination
• Prohibition of child/forced labor
• Compliance with related laws 
 (decent wages, working hours, 
 right to organize)

For the full Nintendo CSR Procurement Guidelines, please refer to the 
Nintendo Co., Ltd. CSR Q&A: Business Partner Relations.

Nintendo’s CSR Procurement Progress

Establish Guidelines & 
Share With Production Partners

Nintendo CSR Procurement Guidelines

Confirmation by Survey

Business Status Survey*2, Conflict Minerals Survey

Site Visits to Understand Current Status

On-Site Inspections, Third-Party Monitoring, 
Conflict Minerals Interviews

 (Please refer to PP. 9 - 10 for more information on third-party 
monitoring and conflict minerals interviews.)

Follow Up

1. Promoting 
respect for and 
compliance with 
human rights

Production partners annually submit the Business Status Survey, 
which covers topics related to business conditions and CSR efforts.

*2

Nintendo’s CSR Procurement Structure

Feature 2 CSR Procurement With Production Partners
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Nintendo’s CSR procurement has grown annually because our production 

partners take advantage of the opportunity to improve their own working 

environment. This also provides us with a valuable opportunity to deepen 

mutual understanding. 

We made efforts in fiscal year 2013 to increase the transparency of our CSR 

procurement program by adopting an independent third-party monitoring 

process.

In fiscal year 2013, Nintendo visited the facilities of 11 production partners, 

including 6 new facilities. The facilities inspected to date constitute 77 

percent of our total production expenditure. 

Beyond conducting interviews with management and verifying 

employment contracts and overtime records, our on-site inspections entail 

careful observation of production floors, dormitories and work content, as 

well as thorough examination of fire extinguishers and other equipment to 

ensure that they are operational, and confirmation that facility cleanliness 

and drainage systems are working properly. These inspections have resulted 

in improvements such as measures to strengthen young worker protection, increase evacuation route signage visibility and improve 

document control methods. We spend time to provide background information on the conflict minerals issue and reiterate Nintendo’s 

policy banning the use of conflict minerals. We also require our production partners to conduct their own supply chain investigations 

and refrain from using conflict minerals in their products.

The conflict minerals issue now carries the same weight as other major CSR issues such as working hours and wages. We believe that 

being on the same page as our production partners about the importance of these issues is key to improving supply chain transparency.

In fiscal year 2013, an independent third-party monitored two of Nintendo’s 

priority production partners for human rights and labor practices as stipulated in 

the Nintendo CSR Procurement Guidelines. The monitoring team interviewed 

managers and workers, read relevant documents, inspected production facilities 

and dormitories, and used a sampling method to verify employment contracts 

and to ensure that the production partners have respect for human rights, pay 

decent wages, appropriately administer working hours and workplace health 

and safety, and do not engage in child labor. Regarding the areas considered to 

be of serious concern, such as those related to child or forced labor, there were no 

findings made within the monitoring scope. However, the monitoring team did 

report findings related to labor management practices and recommend improvements to the production partners. 

We will continue to promote CSR procurement through the status survey and follow-up process provided in our on-site inspections and third-party monitoring.

It has become a global concern that the use of minerals from 

conflict-affected regions, which are often a financial source of 

armed groups, means that as a result, companies could be playing a 

role in conflicts. In the U.S., Section 1502 of the Dodd-Frank Act, 

effective January 2013, requires U.S. listed companies to disclose 

whether any of the four conflict minerals (tin, tantalum, tungsten 

and gold), which are extracted from the Democratic Republic of the 

Congo or its adjoining countries (collectively “DRC”) to be used as a 

financial source of armed groups, are used in their products, and if 

so, to disclose, among other matters, the measures taken to 

exercise due diligence on the sourcing of those minerals. 

Although Nintendo is not subject to the law since we are not 

publicly listed in the U.S., Nintendo has an unequivocal policy 

banning the use of conflict minerals in any of our products. The 

Nintendo CSR Procurement Guidelines specifically cover supply 

chain investigations and the non-use of conflict minerals, and we 

work closely with production partners on this issue. In fiscal year 

2013, we used the internationally recognized EICC-GeSI*1 Conflict 

Minerals Reporting Template to conduct our supply chain survey, 

and worked with an independent third-party to interview our 

priority production partners to further examine their progress 

made and the challenges ahead.

On-Site Inspections 
FY 2008  7 companies (5 new)
FY 2009  14 companies (7 new)
FY 2010  13 companies (5 new)
FY 2011  9 companies (2 new)
FY 2012  13 companies (7 new)
FY 2013  11 companies (6 new)

The response rate of our fiscal year 2013 conflict minerals 

survey was 100%. Of the surveyed companies, 54% were able to 

identify all of their smelters and confirmed that no conflict 

minerals are sourced from the DRC, 13% were unable to complete 

their survey, but insofar as surveyed, there are no conflict minerals 

from the DRC, and 33% have not finished their tracing survey 

because of supply chain complexity. 

The results of our conflict minerals survey have been reported 

to the Executive Management Committee. Nintendo will continue 

to endeavor to refrain from using any minerals involved in conflict in 

our products, and by referring to the OECD Due Diligence Guidance 

on conflict minerals*2, we will further refine the structure and 

process of our conflict minerals survey.

Nintendo’s Approach to Conflict MineralsPursuing Better Relationships

Nintendo is committed to socially responsible 
procurement practices and works closely with 
production partners to ensure that conflict minerals 
are not used in Nintendo products. Conflict minerals 
(tin, tantalum, tungsten and gold) are mined in the 
Democratic Republic of the Congo or its adjoining 
countries, and become a source of finances for armed 
groups that are associated with environmental 
destruction and human rights violations.

Nintendo Conflict Minerals Policy

Survey incomplete; 
insofar as surveyed, 
procurement not from DRC

Other 
(unknown, 
investigation 
ongoing)

Procurement not 
from DRC

Procurement not 
from DRC and 
includes some CFS14%

21%

13%

33%

16%

Procurement not 
from DRC and from 
CFS*3 only

3%

No use of minerals

Of the surveyed companies, 54% identified all 
smelters and confirmed that there are no 
conflict minerals from the DRC

We take vigorous steps to investigate the 
source of raw materials used in our products.

We foster a shared understanding of the Nintendo 
Conflict Minerals Policy with production partners 
through distribution of the Nintendo CSR 
Procurement Guidelines and/or other means, and 
require them to conduct business accordingly.

We require production partners to establish a 
policy that prohibits the use of conflict 
minerals in their respective supply chains.

We require production partners to use a validated 
supply chain once a conflict-free supply chain is 
established through initiatives such as the 
EICC-GeSI Conflict-Free Smelter program.

1.

2.

3.

4.

Electronic Industry Citizenship Coalition (www.eicc.info), Global 
e-Sustainability Initiative (www.gesi.org). Together EICC and GeSI develop 
tools and resources such as the Conflict Minerals Reporting Template.

*1

Guidance that provides recommendations for responsible minerals supply chain management concerning conflict-affected or high-risk regions.*2

Smelters or refiners that have no relationship with the conflict in the DRC and have been found to be compliant with the Conflict-Free Smelter program 
assessment protocols established by EICC-GeSI.

*3

On-Site Inspections

Third-Party Monitoring

Conflict Minerals Survey Results

Feature 2 CSR Procurement With Production Partners
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Environment

Consumers

Business 
Partners

Employees

Shareholders
/Investors

Community

Global CSR Highlights
To put smiles on the faces of everyone Nintendo touches, we are undertaking many CSR activities 

worldwide. Here are a few examples of what Nintendo is doing.Everyone Nintendo Touches
Society currently faces many challenges. In light of these challenges, we consider what we 

can do to put smiles on the faces of everyone Nintendo touches.

We continue to assess our role and steadily push forward with our endeavors.

Product Safety

Innovation

CSR
Procurement

Communication

Compliance

CO2 Reduction

Work Safety

Resource
Conservation

Diversity

Human Resource
Development

Contributions

Chemical
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Everyone Nintendo 
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CASBEE (Comprehensive Assessment System for Built Environment Efficiency) is a system for assessing and rating the 
environmental performance of buildings and built environments. Buildings are ranked into five levels (S, A, B+, B-, C). CASBEE Kyoto 
is a customized system based on CASBEE and incorporates the original standards defined by Kyoto City.

*1

A Place That Brings Smiles to Future Generations
The new Nintendo Co., Ltd. Development Center, 

which opened in June 2014, is a place for the 
creation of video game systems and software. As a 
company that brings smiles to consumers through 
our products, we decided to make our new 
development base a place which will bring smiles 
to future generations as well. In order to achieve 
this goal, we complied with CASBEE Kyoto*1, a 
green-building evaluation standard established 
by Kyoto City, and our new building was one of the 
few buildings in Kyoto to be awarded the S rank; 
the highest level of this standard.

Making the Most of Nature’s Gifts
The Development Center has a solar energy 

generation system on the roof, and the electricity 
generated from this system is used as one of the 
building’s power sources. The current level of 
electricity in use is always displayed on monitors 
located in the building’s public areas to increase 
employees’ awareness. We also designed the 
many windows in the building to let in as much 
natural light as possible. In order to minimize 
electricity usage, we also incorporated automatic 
lighting control systems, which turn off the lights 
when no one is in a certain part of the room and 
also adjust the brightness of lights according to 
natural lighting conditions. To conserve water, a 
system to reuse rain water for plants and toilets 
was adopted. 

New Eco-Friendly Development Building
Nintendo Co., Ltd.Environment

N i n t e n d o ’ s  A c t i v i t i e s

|  Challenges Facing Societ y |
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Nintendo Characters Brighten a Children’s Hospital 
Cycling Event to Support Treatment of a Serious 
Disease
Contributing to a Local Charity Event
 Continuous Support for the Starlight 
 Children’s Foundation

Global CSR Highlights

Health Awareness Events
Nintendo of Europe GmbH (Germany)Employees

Increasing Cyber-Safety Awareness
Nintendo Australia Pty. Ltd.Consumers

Enhance Website Protection System
NintendoShareholders/Investors

Creation of a Nintendo 3DS Audio Guide 
Nintendo Ibérica, S.A. (Spain)Community

House of Alba is one of the most important noble families in 
Spain. The family owns many artefacts of great cultural 
heritage, and an exhibition was held from November 30, 2012 
until April 21, 2013 for its most precious collection. 

Nintendo Ibérica decided to support this important cultural 
project by creating an audio guide for the exhibition that runs on 
Nintendo 3DS XL handheld systems. The guide was available in 
Spanish and English, and in addition to images of the artefacts and 
their corresponding commentaries, it also featured a search 
function and map so that visitors could locate specific pieces of art. 

More than 150,000 visitors came to the exhibition, and many 
of them enjoyed the collection using the Nintendo 3DS XL 
audio guide.

Cooperation with our sales partners is an essential 
component for Nintendo to convey the appeal of our products 
effectively to consumers around the world, and Nintendo 
strives to build these relationships based on trust and open 
communication. With a staff of 150 people, the NMI department 
at Nintendo of America has been supporting our retail partners 
throughout North America for nearly 30 years. Monthly store 
visits include maintenance and repair of interactive displays, 
placing POP and stocking products onto the sales floor. NMI 
employees educate store staff on products to ensure that they 
can confidently pass on that knowledge to consumers. They 
also conduct hands-on product demonstrations for consumers, 
which result in more than 100,000 direct connections each year. 
These connections are invaluable to Nintendo.

Retail Support Program
Nintendo of America Inc.Business Partners

Business 
Partners

Unauthorized Device for Nintendo DS Found to 
be Illegal
Information Disclosure

Shareholders
/Investors

Please refer to the Nintendo Co., Ltd. CSR website for more information about our CSR activities.

Nintendo of Europe strives to increase employees’ health 
awareness through distributing useful information and 
organizing various events. As a part of these efforts, two 
Nintendo of Europe locations held a Health Information Day in 
April 2013 where health and fitness industry professionals 
provided informative workshops, activities and advice for 
employees. Employees were also able to try popular exercises, 
such as yoga and Zumba, in addition to taking blood pressure 
and balance tests. The events were well received and 
employees regarded them as a good opportunity to improve 
their health management awareness. 

In addition to these special events, Nintendo of Europe hires 
a certified yoga instructor to teach yoga classes during lunch 
breaks for daily health management.

Recently, illegal access to government authority and 
corporate websites has become a global concern. 

In order to enhance website security, we established the 
Global Website Security Team at Nintendo Co., Ltd. Under the 
supervision of the Team, local teams at each location actively 
work to protect Nintendo Group websites by strengthening 

the technical and physical measures which prevent online 
information theft and unauthorized website modifications. 
In addition, we incorporated third-party audits to evaluate 
weaknesses in the websites or information control methods 
of employees who are in charge of handling important 
information.

Nintendo Australia has been working with the Australian 
government on a cyber-safety initiative. Protecting children 
from inappropriate material on the Internet is a major issue in 
Australia and around the world. To promote a better Internet 
environment, the government runs a cyber-safety website that 
provides information on how to use the Internet properly and 
how to protect personal information on the Internet. 

On this website, Nintendo Australia provides a range of 
information in an easy-to-read Q&A format about how to use 
Nintendo products when they are connected to the Internet 
and how to set up Parental Controls. 

In addition, a representative from Nintendo Australia 

attended the Cyber Safety Summit in August 2013. This annual 
event brings together members of the Youth Advisory Group 
on Cyber Safety (consisting of representatives from participating 
schools), parents and guardians, teachers, community 
organizations, celebrities, government representatives and 
industry professionals to share their cyber-safety experiences 
and contribute suggestions for future cyber-safety measures. 
Nintendo Australia set up a demonstration space for summit 
participants to get some hands-on experience with our game 
systems, and our representative was there to give participants 
one-on-one guidance on how to set up Parental Controls.

Tree Planting Events
Reducing the Use of Electricity

Environment

Promote Internal Communication to Increase 
Consumers’ Smiles
Easy-to-Follow Video Tutorials Explain Hardware 
Features
Top Ranking for Consumer Support

Consumers

Provide an English Language Program
Improving the Work Environment
Increasing the Rate of Adult Disease Prevention 
Health Checks
Mental Health Awareness Event

Employees

Development Partner’s Comments

Nintendo Game Seminar (internship program)
Conducting an Office Tour
Making a Child’s Dream Come True
Contribution of a Nintendo Character

Community
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