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(B{51:{&[ Unit: 100 Millions of Yen)

T— AL FERE TD £ {7 E {77 Capcom's position in the video game industry

FXE | aF= +# | pFay | a—x— |z=vHR| +La | RHYYT

Nintendo | Konami Sega Capcom Koei Enix Namco Square
& Lt = Net Sales 5,548 2,255 2,063 627 240 248 1,521 366
Bgaas O0UY 1101 268 142 97 91 74 61 54
Bl 2 = XM o150 11.9%|  6.9%| 155%| 37.9%|  29.8% 4.0%|  14.8%
L8 FI 2 Netincome| 1,064 135 -178 49 55 42 20 -165

* 1. HAFMRE5E{E 1 Source “Financial Statement for FY2001” by respective company
2. 1BHIER ILEEFZEICESH, Ranked by Operating Profit

on consumer game

lesin FY

. market snare based on actual

alesin FY 200

H A ™15 Japanese M arket

(B fiI : F & '000 copies)

KXEMHE U.S.Market

(B {fI:FFJL Unit:US$1,000)

rA—Hh— B 58 K 3 >I7 rA—Hh— REE€EE | ~x7

Company Name Sales Units Share Company Name Sales Share
1. &£ X = Nintendo 7,615 16.50% 1. ILYkAZy97-Y EA 509,539| 20.29%
2. O F £ Konami 5,366 11.63% 2. T A4 U 2 Take2 260,425| 10.37%
3. v = - Sony 4,553 9.86% 3. vV = — Sony 189,690 7.55%
4. A 7 3 > Capcom 3,623 7.85% 4. 7 Sega 185,899 7.40%
5. XY 7 7 Square 3,591 7.78% 5. ¥A44YB8YJk Microsoft | 151,377 6.03%
6. /N ¥ 4 A Bandai 3,311 7.17% 6. 1 + = Konami 132,735 5.29%
7. T =v % XA Enix 2,643 5.73% 7. TYUT«4ET3ar Activision| 119,624 4.76%
8. € 4 Sega 2,326 5.04% 8. £ X E Nintendo| 109,888 4.38%
9. + L 3 Namco 1,988 4.31% 9. 79 LA L Acclaim 98,277 3.91%
10. O — I — Koei 1,468 3.18% 10. 7 7 a v Capcom 80,347 3.20%
%z @ M Others 9,673 20.96% z D Others 673,359 26.81%
a &t Total 46,157| 100.00% a &t Total |2,511,162| 100.00%

MR ATUTI-IR T2001E & F—LHiEAE]
Source:M edia Works co.,Itd "The Analysis of Consumer Video Games

X 32ty Ll E D 5 -LY7+ER 58 . Software sales for 32 bit hardwares or above.

XHARITRSTS LAR—b]

Source:TRSTS Report
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FEE T #f Management Objectives

@ I TUYA—H—ELT BICRIEEDE NV —LYINRARZ BT,
Develop highly creative game software as a leading content provider.

@ KTV TSURDIL T RIEER S,
Strengthen the Capcom brand. .
@ REDEICHIET H-HREZFRDRINEEFZHD,
Selectively utilize resources to make products that meet changesin the\mzz\rket environment.
@ (U A—RYrDHFHILREBRFICANT=, FVFT—IEDRADEEZR S,
Strengthen and explore the network business structure with a view for the Internet market expansion .
@ EHRELIF vy a70—DELITERS,
Stable cash flow.

2005 3AHA: SEEE1,000EM., EXF#E210EH. HHFEFIE120(EM

FY 2004 (year ending March, 2005) - Target of ¥100 billion for net sales, ¥21 billion for operating profit, and ¥12 billion for net profit

Q@I A —IEXREQ FAR- I T4 -BREKGZRIEL. ZH—FADEXRRFAZES.

Consumer: Strengthen R& D, Marketing and Distribution channel as a whole unit.

OAMIEREXT. RYTVYT KEJLFIZKYBIZIREEZZ DD,
Arcade Operation: Higher profitability by scrapping & building stores.

@ ZDMDEXRFT. AVTUYDEBHGEZRFIAICLYERILRZRS.

Other Business: Enhancement by using derivatives of Game contents.
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T>2a—VHEFE~ T~ Consumer Business Strategy~ [ ~

1. INLF7 Fyh 74— L EERE 2. ATV 3. ARSTEREE 4. 3= T4 EREE
Multi-platform Strategy Contents Strategy Distribution Strategy Marketing Strategy
W AR \—F 8 P N
Branding Strategy CIEE X0k WOS>T409
Each Platform Strategy - : i
Wo1Fy T E R Enhancement of Direct Sales Branding
B ACRERE Line-up Strategy W/ STy o—EE R BWeb7 r—b/ AT A
Middleware “ACR” Strategy | MZE L KEIRS Publisher Strategy Web customer survey
Business Expansion Strategy System
P.4-5J P. 6 J P.6 J

~

& @ 5/ \—FERE J O =KL 7TACRIELRE J

Each Platform Strategy Middleware“ ACR” Strategy

OEZN—FDMREETRABRELI-VINEFE @7+ EFEDINEEF Effective use of software property
M aximum performance of each hardware " ETDT SV I+—LTRERYVINEHEE
. _ —en.© _ . . Same games to multiple platforms will be released
- Playstation2 TSEE & |, [T E IV A1974 1 Onimusha, Devil May Cry with help of Middleware “ACR”
- GameCube /XA Z/\H—F] Resident Evil -EHERTLA
N - . . . Enables interactive play among different platforms
? N 'T4/92422R] Dpinocrisis - TCatan), [7+ETR%S]  Catan, Auto Modellista

3 CARCOMY



F>2a—VHFE~ I~ Consumer Business Strategy ~ I ~

O 7S5 REB& Branding Strategy J

. E*iT'J:)TILjapFG)gﬁ{t&E“iﬁ %f;sae 9 ’rT!;Ie)l/ 1985/12~2002/3 F:I;tgt!\m zﬁntﬁi
_ 1 - i its
~100B I S F DREIL~ 1 [1992/6 [apy—t7745-10 Street Fighter O SFC 6,300
Enhancement and creation of Mega-hit titles 2 [1008/1 [Warny—12 Resident Evil 2 PS 4,950
~ Establishment of Major Brands~ 3 [1993/6 |&AM)—b77{5-T 58—k Street Fighter 0 Turbo SFC 4,100
JHREE SrlliruEts 4 [1999/9 |NA4EnY—F3 FAMIRT-T Resident Evil 3 Nemesis PS 3,500
N — 5 [1996/3 |n'4Ang - Resident Evil PS 2,750
‘TTENALDS41  Devil May Cry 6 [1999/7 |7 1/9549% BIOGISS PS 2,400
SINAA N —F] Resident Evil 7 [2001/8 |T'E'N M 974 Devil May Cry PS2 2,100
— — s . . 8 |2001/1 |[BEZE Onimusha Warlords PS2 2,020
TT1/954VR) Dino Crisis 9 [1994/6 [x—n-zM)—F7744-T0 Super Street Fighter O SFGC 2,000
[TTLUARATIT7AF ] Breah of Fire 10 [1993/11 [750y Aladdin SFC 1750
. N 11 ]1989/9 [bAIFKEIYIZT Duck Tales FC 1,670
\TOYY<IU T4 Megaman Battle Network 12 [1993/9 [AM)—F7745—1 Plus Street Fighter 11* Plus MD 1665
TF7HRETYRA]  AutoModdlista 13 |1986/6 |EESR# Ghostsn Goblins FC 1,640
—_ e . e e 14 [1988/12 |Ayyvv2 Megaman 2 FC 1,510
Ottt TSR YIMEHITSURELT 15 [1990/12 [774F0774F Final Fight SFC 1480
BiEH 16 [1990/9 |%997-ILA Duck Tales GB 1,430
Secure other companies’ brand titlesand transform 17 |2001/3 |44 —F I-FA'DZHTELHR  |Resident Evil Code Veronica X PS2 1,320
into our titles 18 [1992/11 [39%—D IV DLTFA VT Magical Quest Starring Mickey SFC 1210
JTHayHRI)—3 1 (HUEFEF) 19 [1998/8 [n'44n#'—FDC 7 a7)¥3y)ver. |Resident Evil DC Dual Shock PS 1,200
“Clock Tower 3" (Sun Soft co.,ltd.) 20 [1990/5 |Fy7 &7 - DRIEE Chip'n Dale Rescue Rangers FC 1,195
21 [2000/9 |71/934Y 2 Dino Crisis 2 PS 1,180
§ 22 [1993/12 |AyHvuX Megaman X SFC 1,165
~ 23 [2000/2 |NA4AnYE = a-FA'BZS Resident Evil Code Veronica DC 1,140
QO BREE~NDER 24 [1986/9 |#itgnim Commando FC 1137
Contribution to stable results 25 [1997/9 | AAnY =F T 4LY4—R"hyb Resident Evil Director's Cut PS 1,120
SNAFNTF—F 1Y —X  BE2,0105 K 26 [2002/3 |BHHE 2 Onimusha 2 PS2 1,100
“Resident Evil” Series Total 20 million of units 27 [1991/9 |HBEFRH Super Ghoulen Ghosts SFC 1,090
TREE | —X BE3505 A 28 [1990/9 |ayHvu3 Megamm3 FC 1,080
i e Tl BB e 29 [1993/5 |774FM774}+2 Final Fight 2 SFC 1,030
STTFEIAMHOSA 1) —X BE210F K *FC:7733Y(NES) -SFC:R—/{—773a (Super NES) -MD:AH K54 J (Genesis) -GB:% —LHR— (Game Boy)
“Devil May Cry”Series Total 2.1 million of units -DC:FIJ—L* v R (DreamCast) -PS: LA RF— 3> (PlayStation) -PS2:FL A RF—3 32 (PlayStation 2)

4 GARCOMY



F>2a—VEHFE~IM~ Consumer Business Strategy ~ I ~

OS1FYTHERE Lineup Strategy J

OKFAFR Y ILDIEA Diversification of productsline-up
L—RT—LIF7HRET') R4 ] Racing Game “Auto Modellista”

O[FEIUYUILDILFE Amplification of our strong genres
[(R5—FKAR>F+v— Horror Adventure] ~%& Shareup~
STINAF NS —F | TH SR LD REL

TH0yH40-31, T70-21%" 4= 1D R A
Share up by “Resident Evil”
Release of “Clock Tower 3", “Alonein the Dark”

(753> Action] ~#E Revitalization~
TREEL TTELAMI74 1D TN

T7°479749 21, [REFVEIDEA
Hit of “Onimusha“, “Devil May Cry”. Release of “Dino Crisis’, “Maximo”
[xIBE4&EY Fighting] ~#&& Supporting moretities~
TAM)=}7745- T JLABE D /o /Ny LIEFERS
-TVSY-2"1. TUFCL. 774 1D A
Maximize know-how through “Street Fighter I ”
Release of “VS. series’, “UFC”, “Pride”

Q@ E XY KB Business Expansion Strategy J

Ottt TSR DZEFE~/ NI DERERBEDRE~

Subcontract R& D of other company’s brand titles
~ Accumulation of know-how and stable profits~

- BN+ A L Mobile Suits Gundam ©0 O 000000000000000
-EILE DInER Legend of ZELDA ©2001 Nintendo

@A TA T —L~ADEHN Focuson Online Games
s TRYMT=INAFNY =1 1, T79bETYASL, [Catan ] DR A
Release of “Network Resident Evil”, “ Automodellista’, “ Catan”
-BETEAESHDEKRILIZKDE/DN\ODETE

Accumulation of know-how through joint venture company in Korea
Q@EH R T T YRR OLT
Reinforcement of developing contentsfor mobile phone

sJavaxt 7 — LT KD T—ILE D AR

Supply java application contents on a worldwide basis

@ v UVRIY—ryby17 (B ATHE) Japanese Market Share by Genrein FY 2001 l
V|

Bandai

Others Others
24.7% Nintendo 42.1%
36.1%
Konami
i C Capcom
Kggf/oml 67 4% 1A% 28.1% Capcom e
@+K5—7F A YFy—Horor Adventure .Zgiy;‘/ Action Game 155 %t B 4% B Fighting Game '
- Company Name |Yz17 Share =24 C N s
Py R = = ompany Name Y17 Share
£1t 4 Company Name |¥17 Share T = N T — — o
1 h7ay Capcom 67.4% 2 AFa>  Capcom 28.1% 2 wH Sega 23.1%
2 4= Konami 32.6% 3 O04= K onami 11.1% 3 AFay Capcom 18.3%
GAPCOMY

FRT20016EE

F—LmiEHAZE] Source "The Analysis of Consumer Video Games 2001” 5




F>2a—VHFE~IV~ Consumer Business Strategy ~ IV ~

O BRFEEEAR Distribution Strategy J

@ E R{AH|MD58IE Enhancement of Direct Distribution

[/@4BR5EH#8 OverseasDistribution Channel]
-2 E TE RFAR(2002/2~)
Starting Direct Sales in Korea from Feb, 2002.
‘R Y TOERRIE T E(2002/E ~)
Planning to start Direct Salesin Germany from Summer, 2002.
"RKE7 U7 TOERKE
Planning to start Direct Salesin South East Asia.
[ERER5EH#E Japanese Distribution Channel]
‘PCYZFDEMRBAIA Planning to start PC software Direct Sales
-EXEAODRIE

Strengthening Sales forces

@ /3Ty —EB& Publishing other third Parties titles

S ITSRRUA Sierra Studios
ATAT LR Infograms

NN RAVEF9T4T Havas Interactive
“JLA7 IU48—T4* /b Crave Entertainment
- THQ fth THQ and others

INT )y v—ARAK)L Publisher Titles (B4 : FA'000copies)

O I— T4 TR Marketing Strategy J

2001/3 | 2002/3 | 2003/3

QL HRR—RTOBRIFIVTAVYT
Build title branding on aworldwide basis
N TV BRREDRI
Reinforcement of Marketing Strategy Conference
& EFEEEEDICIRTEBEDIEE
Unifying Marketing Strategy with each regional executive
OV— T4V T YR—F R TLDOEE
Constructing Marketing support system

"WEBH—_RA L X T LDIEE (NECEHFIFF)
Build “Web customer survey system” (collaboration with NEC)

-EREHEEEI Ny I< U U5T IDKRE
Build software quality rating department “Megaman Club”
O EMLGILEERED

Effective Promotion

AARLAIRB BB AT LICKDLEEERE
Control advertising cost by Title-based Profit Control System

- J4—HIEZBANICEHEEEHN
Control advertising cost by using fee based agencies.

[LETIEE  Advetising Cost (B4 - &M 100Million of Yen)

RARILEL  Number of Titles V4 16 25

2001/3 | 2002/3 | 2003/3

ARITHE

Sales Units 530 280 700

18

17N Non-Consolidated 23 30 38

i

%  Consolidated 38| 56| 56

CARCOMY



®BIRE R&D Cogt J

OB ABDILFE Reinforcement of development staff
@ HAR. KE. BEICHRERS

IR EEEA# R&D Control System

R&D bases in Japan, U.S.A and Korea

(BHI:f8M  Unit:100 Million of Yen)

200

180

160

140

120

100

80

60

40

20

0

O E:  R&D Cost

OBA%& % (4  Subcontracting Devel opment Cost

O BAFE%E (W1E)

115

13

42

60

Internal Devel opment Cost

103

14

32

57

133

10

52

71

185
12

88

85

O FHAREEAF R&D Management Control J

@707 1—H—H%IE Producer System
@ AMILAIIR R EE XT L

EXNE=HAREBE+LEERLRE) X2

Title-based Profit Control System

Minimum Operating Profit =
(R&D Cost + Promotional Expense) x 2

QA MLIREIEDFER

Strengthen title evaluating process

BB REEEEDICRTHBOEE
Unifying Marketing Strategy with each regional executive

QA1 T4THIE Incentive Program J

2000/3

2001/3

2002/3

2003/3

(§t& Projection)

OFRBEINEICHT H10 2 T4T
R& D Incentive Program based on Profit Contribution
by Division

@A MILAIREEIZR T 2Ao T4

R& D Incentive Program based on Profit Contribution by title

OV IA T3 HE
Stock Option Program




BREZ 1 ~/L# Number of Consumer Titles Developed

@) JMHBAREL Sales Units shipped J

(B3 : F 2 1,000 units)

2000/3 | 20013 | 2002/3 | 2003/3

Playstation 2 A4MVEL | Total titles 1 5 9 22
E ™A | Domestic 210 1,700 3,200 3,720

& 4 | Oversess 0 500 4,000 5,030

it Sub Total 210 2,200 7,200 8,750

Playstation 44MLER | Total titles 20 18 11 2
E ™A | Domestic 3,550 1,300 500 30

B/ 4 | Oversess 5,700 2,800 900 70

H Sub Total 9,250 4,100 1,400 100

Dream Cast A4FVEL | Total titles 10 23 11 1
E AN | Domestic 600 800 150 50

& 4 | Overseas 1,200 1,950 280 0

H Sub Total 1800 2750 430 50

Game Cube A4V | Total titles 1 1 1 9
Nintendo 64 E M | Domestic 70 50 290 1,450
B/ 4 | Oversess 470 100 110 1,750

H Sub Total 540 150 400 3,200

Game Boy A4MVEL [ Total titles 3 6 13 8
E AN | Domestic 50 1,050 1,050 1,550

& 4 | Oversess 300 150 3,800 1,550

H Sub Total 350 1,200 4,850 3,100

Xbox A4MVEL | Total titles - - 1 5
E ™A | Domestic - - 70 200

&/ 4 | Oversess - - 210 400

Hi Sub Total - - 280 600

PCZ D A4MNLER [ Total titles 3 4 14 27
PC & Others E ™A | Domestic 50 200 240 200
& 4 | Oversess 300 500 200 200

H Sub Total 350 700 440 400

= 4NV | Total titles 38 57 60 74
Total E A | Domestic 4,530 5,100 5,500 7,200
& 4 | Oversess 7,970 6,000 9,500 9,000

B Sub Total 12,500 11,100 15,000 16,200

QO CSHRFERAMILEL Number of Consumer Software Titles released J

SANILAEL

Title
(B K)

CSticEtE
Units sold
(BHRT: 457000 copies)
1 Xbox
1 Garel
e N4 — 4 16000
[ Dreamcast
[ PlayStation
s | 5 60 o | 1 1400
4
-\ 14 4 12000
\A
5 1 10000
33
= 8
: 2 1 8000
1
9
10 1n 1 6000
2
1 4,000
18 n
20 2
1 2000
9
1 5
0
200013 2001/3 2002/3 20033
(F1El Rrgjedtion)
GARCOMY



AM FDEFEFEEHRE Arcade Operation, Other Business Strategy

@ KFGCMSIihigi—&F & | EDEHEHTE

Open a new storeto be#1 arcadein each regional largest mall.

7001 LL EDJEFHANR—R
Opening alarge store over 23,000 sguare feet.

- KRBk V) £ 4-TEEE 52,5008 Ll L
Secure parking space over 2,500 cars.

AMBEER [EEHEN  Number of Arcades
2000/3 | 2001/3 | 2002/3 | 2003/3

H E  NewStores 4 5 2 2
Bl J§ CloeStores 4 6/ 10 4
E4 % Tod 49| 48| 40| 35

O N #F i E D HEE A& Improve Operating Profit Margin
SRS, . (JEE) ERFEERILHN25%
New Store ... 25% of Operating Profit

Bt & J5. .. B SEEE105%. FlZE120%
Achieved sales growth more than 105%and profit
gross more than 120% at existing arcades on a year to year basis.

HEFAEGER) Operating Prof  (84Z:{&M 100Million of Yen)
2000/3 | 2001/3 | 2002/3 | 2003/3

FE® Nesds | 66| 71 83 A
gxrEE © X0 6.206010,6%0(14.1%(21. 7%

O ZTDIhEZ Other BusinessJ

OR—F5—LEFEZENDIIE LIT Challenging Board Game

business
7RG IETTORIVIETRYRT = 10EE)
(K=Fr'=b) (TVH-L)  (BREEREE)
Synergy effects among “Analog” (Board Game), “Digital” (Video

Game) and “Network” (among different platform)
-[Catan] (H15>) "
— R A*YT6005 v kBR5E

Sales proven-title in Germany
( Sales Units: 6 millions)

Ta—R- AT )T
“LORD of the RINGS’
— AZBRED7 — L1k

Development of board game based on popular movie
@/ \FaAFEDHLK Reinforcement of Pachinko business

-RELZYNEEIZRDINEDIEK

Increasing Profit by manufacturing LCD
O v3I3—F(EVRAERDILEX
Amplification of character merchandising
AT4TIYYRXER Collaboration with media

"4V RTYXDER
Direct Sales of licensed goods

9




B HERG, BRE B EE{L# Financial Strategy, Management System

O FEHEE  Finance Strategy J

&M EfFEXXrylaon—
100Million of Y en Consolidated Cash Flows from Operations
O X vy a7N—EEDEE 160
s 140 -
~RELEFryi170-ORALIT~ oo |
Cash Flow Management ~ Stable cash flow~ 100 |-
S 80
EHERUEED TEBIE |
Tighten control over Account Receivables ap L
and inventory 20 |-
-HEREEEDRE g
Tighten control over each title profitability 1999/3 2000/3 2001/3 2002/3

Consoli dﬁg %ﬁtﬁsﬁz I?)p_erati ons 56 143 37 33

1845 = CashBalance 120 274 257 350

Bal anﬁczuof?l_%ﬁ Iffji_ with Interests 580 444 368 460

O FEEEARF] Management System J

@1—RL—bk-H/\F>2AD5&IE Enhancement of Corporate Governance

- 22 DER -HHNEERIBDER(4EH3A)
2 Board members from outside of the company 3 auditors from outside of the company

SHZICHETEAN R RELTERTE

Attorney as Board member from outside of the company (plan)

10



ngﬁb@f;ff‘g’ Eﬁ Consolidated Financial Review on FY 2001, Projection for FY 2002

@ EE RHE Profit and Loss Sheet (BT F R Millions of Ven)
(#yh7aw (Hoh7row (BRI 2ATAH2 (B 75527
Capcom Japan Captron Status Flagship
2001/3 | 2002/3 | 2003/3 % 2001/3 | 2002/3 | 2003/3 % 200173 | 2002/3 | 2003/3 %% 2001/3 | 2002/3 | 2003/3 %
=t & Net Sales 37488 45,015 351,000 113.3% 1213 1,141 24 21% 325 332 300 90.4% 160 640 238 84.1%
el g )y Gross Profit 11819 15267 16,300 108.1% 243 231 24 10.4% 13 73 79 102.7% 46 123 213 174.8%
FlEEEE % of Gross Profit 31.9% 33.9% 32 4% 20.0% 202%] 100.0% 46% 22.0% 29.0% 28.8% 19.2% 40.0%
REEIES Hales and G& A Expenses 2218 9080 5,800 108 0% 100 28 g G.7% 43 a6 a8 105.6% a5 102 178 172.3%
2 x i Operating Incame 3,601 6,187 6,600 106.7% 144 143 18 12.6% A 3o 37 38 102.7% A8 21 a9 183.7%
FlEEEE % of Operating Income 9.6% 13.7% 12.9% 11.9% 12.5% 73.0% -9.2% 11.1% 12.7% —3.0% 3.3% 7.2%
EE AR Ordinary Income 4260 2837 6,650 113.8% 138 133 18 13.9% A 33 a3 a6 102.9% 1 a3 48 137.1%
FlEEEE % of Ordinary Income 11.4% 13.0% 13.0% 11.4% 11.7% 73.0% -10.2% 10.5% 12.0% 0.6% 2.9% 2.0%
ERElES Met Income 2749 d.a42 3,800 113.7% 21 ae] 10 15.9% A 3s3|A 1378 40 - 0 74 28 a7.8%
FlEEEE % of Net Income 7.3% 7.4% 7.a% 6.7% 2.0% 41.7% -117.8%] -415.1% 13.3% 0.0% 11.6% 2.2%
h7avusadin—7 h7aw 797 h73s 3—-Awt D73 F iR
Capeom US4 Total Capcom Asia Capeom Europe Capcom chatbao
2001/3 | 2002/3 | 2003/3 % 2001/3 | 2002/3 | 2003/3 % 200173 | 2002/3 | 2003/3 %% 2001/3 | 2002/3 | 2003/3 %
= 5 Net Sales 13685 21508 26567 123.5% 602 627 954 152.2% 5 = = = = 18 936 =
el g )y Gross Profit 6,398 8,061 8,219 114.7% 243 178 239 143.0% 0 = - - - 2 434 -
Fl|gEs % of Gross Profit 46.8% a9.8% 37 0% 40 7% 28 4% 271% 0.0% - - - 11.1% 44 0%
RS Fales and G&A Fapenses 3,436 9,135 6,956 127.2% 194 136 170 123.0% a1 - - - - ad1 389 117.5%
2 x i Operating Incame 2962 3,406 3,263 93.8% a2 4 88 214.6% A3 = = = = A 320 43 =
Fl|E= % of Operating Income 21.68% 15.8% 12.3% 26% 6.5% 9.2% - - - - - 46%
EE AR Ordinary Income 3,454 3643 3,323 96.7% a7 44 88 200.0% A0 = - - - A 337 7 -
FlEEEE % of Ordinary Income 29.2% 16.9% 13.3% 9.9% 7.0% 9.2% - = - - = 07%
R RS Net Income 4074 240 2,150 80.0% a3 44 88 200.0% JiY:] = = = = FANKEY| 7 =
FlEEEE % of Net Income 29.8% 11.2% B.1% 91% 7.0% 9.2% - = - - = 0.7%
M i EE F i & &t @ Ff{ENE Depreciation (B{ii: B Millions of Ven?
Elimination Vear Total 2001/3 | 2002/3 | 2003/3 | %
2001/3 | 2002/3 | 2003/3 % 2001/3 | 2002/3 | 2003/3 % h73av Capcom Japan 2064 1815] 2208| 126.6%
=t 5 Het Sales 4306 ABEas| Adsges| - 4o0082| 82742 70500] 112.4% FEH &5t Consolidated Subsidiaries 357 357 §22] 174.2%
= Fafl| Gross Prafit 551 70| /3os - 19312 24513 27o000] 1101% el =11 Capcom Total 2411 2172] 2920 134.4%
FlEEEE % of Gross Profit - = - 39.4% 39.1% 38.3%
RS Fales and G&A Fapenses 83 A143 235 - 12163 14786 17,000 113.0%

TEAE Operating Incame 466 222 200 - 7,153 Q727 10000 102 8% @55{ETYE Capital Expenditure (B B A Millinns of Yen)
FlEEEE % of Operating Income - - - 146% 13.5% 14.2% 200173 | 2002/3 | 2003/3 %
EE AR Ordinary Income 156 129 319 - 8,022 9,261 10,050 108.5% h7aw Capcom Japan 1824 1,333 1.824] 134.6%

Fl|i== % of Ordinuary Income - = - 163%] 148|143y FEirast Consolidated Subsidiaries 307 soo7 1827 70.8%

& 38 I % Met Income 566 706| Aozal - 6007 4912 5900[ 1201% FI—7 &8t Capcom Total 2132] 3652] 8450] B45%

FlEEEE % of Het Income - - - 12.0% 7.8% 2.4%

@t BIFE L < BRI Zales by Business segments ({11 B A Millions of Yen) @4k BIFE L < fEra#hBl = Sales by Geographic Area (B B A Millions of Ten?
200173 | 200273 | 2003,/3 % 2001/3 | 200273 | 2004,/3 %

3 a—7 R Consutner a1727] 47769] 56,648] 1186% H g Japan 34,838 40666] 44132 1085%

*%H Coin-op J108] 3564 1937 43 1% k4 iy North America 103261 14236] 165887 119.5%

AMBEEE Arcade Cperation JA47] 8327 8851 103.9% ET I Europe 361 J266] 8500 117.0%

TOMEZE Cthers 3,099 3081 d664] 11820% T @D Other territories fakild] 273 282 133.9%

& 5t Taotal 49,082 62742] 70,500] 112 4% = g Total 49,082 62,742 70,500] 112 4%

|] GABCOMY



HEEDEELRFEIEH Non-consolidated Financial Review on FY 2001, Projection for FY 2002

@ EE R HE Proftt and Loss Sheet

(B : B R Millions of Yen)

® =22 & Break-down of Major Expenses

(Ba{x: B A Willions of Yen)

200 /3 | 2002/53 | 2003/3 P 2001/3 | 2002/3 | 2005/3 %
7t = Met Sales 37488] 45015 51.000] 1133% b b= Promotion Expense 2427 3,019 3,745 1240%
Gl ol ey Gross Profit 11.519] 15267 16500] 1081% A BB Personnel Expense 7.349 B987| 10189 113.4%
FlamEe % of Gross Profit 31.0% 33.9% 32.4% WMo HRE Technical R&D Cost 1457 999 12400 124.1%
BRTEETZE  Sales and G&A Expenses 8217 9,080 9.800] 108.0%
EFAE Operating Income 3.601 6,187 5,600 106.7% @ L 5 B Number of Employees (BAfiI: A Unit: Persans)
Fla %o of Operating Income 9.6% 13.7% 12.9% 200143 | 2002/3 | 2003/3 %4
BHAE  Ordinary Income 4260] 5837  BA50[ 1130 hoay Capcom Japan 1,009 1107] 1171 1058w
FlZEE= % of Ordinary Income 11.4% 13.0% 13.0% FEHEE Congolidated Subsidiaries 149 162 1740 107 4%
ERGRE et Income 2,748 3,542 3.800] 1137% S -7 &5t Caprom Total 1.150 1.269 1.345| 106.0%
FlasE %o of Net Income 7.3% 7.4% 7.0% M. FEAS Ré&D 986 572 F11] 1058%
@ EEFRI5E L Sales by Segments (B {i1: § R Millions of Yen & 5 {E #1385 ER Break-down of Depreciation (BA{i1: R Millions of Yen)
200 /3 | 200275 | 2003/3 i 20013 | 200278 | 2005/3 %4
Toa-vHPCEL) EM Domestic | 18313 252748 29251 1157% B G Expenses go7 Q93 1048 13524
Consumer B Overseas 3850 5.347 TE0S8| 123.0% LRI B ENE AR Reverne Share Eyuiproent 345 fale) 4] -
(inchiding PC) &t Sub Tatal 22202 31622 370601 117.2% 138 (B AR (T Arcade Equipment 781 836 1.051] 125.7%
E £ EM Domestic 5,447 .00 1.414 39.8% &t Total 2,054 1.815 2.298] 1268%
Crin-Op A Overseas 209 a4 0 -
&t Sub Total 5,842 5.591 1414 39.4% @ :%171%5 Capital Expenditure {8152 B M Millions of Yen)
L2 2L Reverue Share &I Domestic 674 492 0 - 20013 | 2002/ | 2008/3 Y
AMBBES Arade Operation | [EIP] Domestic Fa2d 7020 2310 1184% AMFEES- L2 Arcade Ope. 1638 099 1115 111.8%
g EM Dormestic 11 11 50| 4545% 0 i Others 186 2856 J09|  199.2%
Mavie Project Bt Overseas 196 21 100 26.0% &t Total 1.6824 1,355 1824 134.8%
5t Sub Total 207 282 150|  532%
A4 7 O =M Domestic 1439 1. 7011 = R61 - @ EFEHERLEER Sales Units shipped of Coin-Op (B 55 Unit: copies)
Royalty revenue and Bt Overseas 223 220 300  158.1% 200143 | 200243 | 200373
Others 5t Sub Total 1662 1721 3911 - ANEERR RNy Total titles 10 7 -
P20 Pachinko-system | EM Domestic a74 284 156 54.0% CoinJp EA Domestic 17,000 | 16,000 -
& &t Total 37483 45015] 51o000] 1133w PCB o Owerseas 4000 | 4,000 -
5t Total 21,000 | 20,000 -

@ =M B LEEE Domestic/Overseas Sales Ratio

(8i: B R Millions of Yeny

® AMIBEERIEEEH Mumber of Arcades

(BAI:JE Unit: locations)

200 /3 | 2002/3 | 2005/3 % 2001,/3 | 2002/3 | 2003/3

E P Domestic J2.080) 38142 43027 112 8% H A Domestic 42 34 35
i Pl Orverseas 4708 £.873 79790 116.1% piit s Owerseas 6 3 3
g Total 537483 45015] 510000 113.3% 5 Totdl 45 40 4
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FEY I NRTEES FE Salesresultsin FY2001 and projectionsin FY2002

@2002/3#E#E Main Titles Result released in FY 2001 (B4 {3 : F & '000copies)
AR Title Hh 15 Areas ¥5:H Released Day |E#E Result
EES Japan 8/23 23-Aug 650
PS2 TEILALYUZ4 Devil May Cry KE U.SA 10/17 17-Oct 720
R Europe 12/7 7-Dec 700

BtTHUH L EHRVS. O
PS2 *ﬁfﬂifﬁ o ijdamL HVS.OF BA  Japan 12/6 6-Dec 890

AvY < EXE2

GBA Mengman ot N D SE: Japan 12/14 14-Dec 310
EES Japan 12/27 27-Dec 120
PS2 I¥E Maximo KE U.SA 2/1 1-Feb 400
R Europe 3/15 3-Mar 180
EES Japan 2/22 22-Feb 75
Xbox 1B BE#E Genma Onimusha KE U.SA 1/29 29-Jan 140
PR | Europe 3/XK March 70
PS2 &2 Onimusha? EES Japan 3/17 7-Mar 1,070
GC INAF Y —F Resident Evil EES Japan 3/22 22-Mar 290
@2003/3# 5B Main Titles Projection released in FY 2002 (B {1 : F & '000copies)
AARILE Title Hh 15 Areas %5 H Released Day  |&tE Plan
. . *E USA L HA 1st half 700
PS2 CilpEs @il R Europe TR 2nd half 400
. c . . * = USA 5/1 1-May 250
GC INAF Y —F Resident Evil TR ETTohE 5 T o
EE:S Japan 4/26 26-Apr 200
GBA Aw4~<>ZERO MegamanZERO | XE U.SA LA Ist half 125
R i Europe L EA Ist half 20
Z:S Japan =] Summer 450
PS2 7R ETURS AutoModdlista | *E U.SA TH 2nd half 200
R Europe T HA 2nd half 200
EE:S Japan L+ Hj Ist half 400
GC INAZF /" —F0 Resident Evil 0 KE USA T H#A 2nd half 520
R Europe T H 2nd half 250
EES Japan T 2R 2nd half 650
PS2 TEIALYS42 Devil May Cry2l XE U.SA T 2nd half 700
R i Europe T HA 2nd half 430
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