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Capcom's position in the video game industry (Based on consolidated FY 2000 results)

(Unit: 100 Millions of Yen)

Nintendo| Konami Enix | Capcom| Koei Namco | Square Sega
Net Sales 4,625 1,715 453 491 201 1,466 755 2,429
Operating Profit 847 386 203 72 71 -29 -29 -520
of Operating Profit 18.3% 22.5% 44.8% 14.7% 35.3% -2.0% -3.8%| -21.4%
Net Income 966 218 112 60 41 -60 -32 -517

* 1. Source "Financial Statement for FY2000" by respective company

2. Ranked by Operating Profit

@ Japanese market share based on consumer game salesin CY 2000; and U.S. market share based on actual salesin CY 2000

Japanese Market ('000 copies)
Company Name SalesUnits|  Share
1. Nintendo 12,422 20.81%
2. Konami 9,190| 15.40%
3. Enix 4,838 8.10%
4. Square 4,718 7.90%
5. Capcom 3,130 5.24%
6. Bandai 2,929 4.91%
7. Namco 2,808 4.70%
8. Sega 2,670 4.47%
9. Sony 2,494 4.18%
10. Koe 1,314 2.20%
Others 13,181 22.08%
Total 59,695| 100.00%

2 Source:The Analysis of Consumer Video Games 2001

U.S. Market ( Unit:US$1,000)
Company Name Sdles Share
1. Nintendo 601,584 18.25%
2. EA 430,402 13.06%
3. Sony 330,196 10.02%
4. Activision 257,613 7.81%
5. THQ 222,039 6.73%
6. Sega 186,639 5.66%
7. Infogrames 155,752 4.72%
8. Midway 135,443 4.11%
9. Acclam 130,793 3.97%
10. Capcom 99,026 3.00%
Others 747,332 22.67%
Total 3,296,819| 100.00%
* Software sales for 32 hit hardwares or above. 1

* Source:TRSTS Report
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Management Objectives

@ Medium-term business strategy

@ Develop highly creative game software as a leading content provider.

@ Strengthen the Capcom brand.

@ Sclectively utilize resources to make products that meet changes in the market environment.

@ Strengthen and explore the network business structure with a view for the Internet market expansion .

@ Stable cash flow.

@ Medium-term business targets

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

@ FY 2001 M anagement Objectives

Consumer Market Arcade Operation Coin-op Sales

Tele-communication
business

@ Increase profitability @ Continueexpansionand | @ Streamline business

bv allocating proper P : structure a_nd accommodate
y g prop maintain stable earnings. to change in market

resources. environment.

@ Promote development of

products with focus on
building infrastructure.
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7. FY2001 Business Strategy ~Consumer ~

Strive for Number One Publishing Company

€ Ample productsline-up
B Introduction of Mega-hit titles B Continuous supply of Sequel titles M Provide leading
- Devil May Cry - Street Fighter Series contentsin every genre
] Regdent Evil Senes - Breath of Fire Series
* Onimusha Series - Meqaman Series
» Dino Crisis Series &

@ Create additional values
from leading contents

B Multi-platform strategy INitI\I/\_/:r:;Gfatlrr]nEDDl
" | Wi

* Enables Gaming between different platforms.

®R&D Strategy

- Same games to multiple platforms will

be released with help.of Emulation ML icensing Business
Software for PlayStation2, GameCube, «strategy guide book, music CD, comics,
Xbox, Dreamcast and PCs. i

€ Changeon

distribution chann€

M Build Direct Sales Distribution B Publishing other third party’stitles

on worldwide basis

*Improve gross margin
( 16% sales improvement in Japan)

= Increase Sales of small titles
CABRCOMY

* Enables us to achieve profit from one unit sale




2. FY2001 Business Strategy ~Others~

@Arcade Operation

€ Open anew storeto be #1 arcadein each region.

*Opening at large scale shopping mallsin each region.
- Larger Spaces ( Minimum Space: 14,000 sqg.ft)

€| mprove Operating Profit Margin

(100Millions of Yen)

1999/3 | 2000/3 | 2001/3 | 2002/3
Net Sales 61 66| 71 76
of Opreting Profit | 5 99| 6.296/10.6%[13.0%

@ Coin-Op Business

@ Reengineer the operation to
respond to changesin the
market environment.

& New Product-line other than

video softwarein the market.

@Other Operations

@ Meset next generations requirements for

mobile phone.

* Domestic NTTdocomo ( i-apri), KDDI (EZ-WEB)
=Overseas NOKIA, carriersin Southeast Asia

@ Strengthen Pachinko-business

@Pursuit of New Business

&Battery charger “CHARBO”

= Creation of demands in the niche market.

& Internet café “DIGILOG LABO”

* Challenge new arcade operation with PC.




3. FY2001 Business Strategy ~R&D @~

@® R& D Strategy

B Dedicated Mega-hit title for each platform.

B L eading content creation for multi-platforms.

®R& D Cost
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@®R& D Management Control

M Producer System

M Title-based Profit Control System

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

M Create marketing strategy to appeal to market needs
*Build “Capcom Brand Images”

- Control advertising cost by using fee based agencies.

n u

@I ncentive Program

B R& D Incentive Program based on Profit
Contribution by Division

B R& D Incentive Program based on Profit
Contribution by title

M Stock Option Program




3. FY2001 Business Strategy ~R& D2~

@ Sales Units shipped @ Number of Consumer Software Titles Developed

('000 copies)
1999/3 | 2000/3 | 2001/3 | 2002/3

Playstation 2 Total titles - 1 5 13 Units <old

Domestic - 210 | 1,700 | 4,250 Nurmber of (7000 copies)

Overseas - - 500 [ 2,650 Tide

Sub Total - 210 2,200 6,900 80 T 14,000
Playstation Total titles 23 20 18 10 — Xbox

Domestic | 2,070 | 3,550 | 1,300 350 ———— 1250 2

Overseas 4,830 5,700 2,800 350 70 L 1 GameCube./N64 ’ 1212(D

Sub Total 6,900 9,250 4,100 700 [ Dreamcast A 1 12,000
Dream Cast Total titles 2 10 23 11 [ PlayStation

Domestic 550 600 800 150 [ PlayStation2 19

Overseas 60 | 1,200 | 1,950 100 60 [ L TW=Total Sales 57

Sub Total 610 1,800 2,750 250 - 10,000
Game Cube Total titles 1 1 1 2 4
Nintendo 64 Domestic 50 70 50 550 5

Overseas 130 470 100 250 0 r 6

Sub Total 180 540 150 800 8,700 4 1 © 8000
Game Boy Total titles 1 3 6 12 12

Domestic 70 50| 1,050 950 W0 L 38

Overseas 500 300 150 1,450

Sub Total 570 350 1,200 | 2,400 15 g 3 2 1 6,000
Xbox Total titles - - - 5 1

Domestic - - - 150 0 - 11

Overseas - - - 500 2 :ZII.. 10

Sub Total - - - 650 2 1 4000
PC & Others Total titles 15 3 4 19 20 L

Domestic 820 50 200 200 9 10

Overseas 630 300 500 300 18

Sub Total | 1,450 350 700 500 23 20 1 2000
Total Total titles 42 38 57 72 10 | ’

Domestic 3,560 4,530 5,100 6,600 13 13

Overseas 6,150 7,970 6,000 5,600 5

Total 9,710 12,500 11,100 12,200 0 1 ! 0

* FY 2000 Domestic Greatest Hits Title... PS 8titles, DC Ttitles 1998/3 1999/3 2000/3 2001/3 2002/3
* FY 2001 Domestic Greatest Hits Title... PS 3titles, DC 1titles, PC 2titles ( Projection) 5
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3. FY2001 Business Strategy ~R& D@~

SalesWindow for Major Titlesby Genre

M illion Titles

& Genre/Mgjor Title 4 of Titles (UO:tC;ZI&e;)S Release Titles ( 1985/12~ 2001/3) Platform ‘'000copies
i 1 1992/6 |[Street Fighter O SuperNES 6,300

2 1998/1 Resident Evil 2 PlayStation 4,950
1942 Series Gtitles | 1,300 3 [1993/6 |Street Fighter 0 Turbo SuperNES 4,100

4 1999/9 |Resident Evil 3 L ast escape PlayStation 3,500

Ghosts 'n Goblins series 10titles | 3,800 5 1996/3 |Resident Evil PlayStation 2,750

6 1999/7 |Dino Crisis PlayStation 2,400

Commando Series 3titles | 1,200 7 1994/6 |Super Street Fighter [ SuperNES 2,000

Mega Man Series S6titles | 14.800 8 1993/11 |Aladdin SuperNES 1,750

' 9 1989/9 |Duck Tales NES 1,670

Disney Series 25titles | 12,900 10 |1993/9 [Street Fighter 00 'Plus Genesis 1,665

11 |1986/6 |Ghosts'n Goblins NES 1,640

Final Fight Series 7titles | 3,000 12 [1988/12 |Megaman 2 NES 1,510

Devil May Cry 13 |1990/12 [Final Fight SuperNES 1,480

_ 14 ]1990/9 |Duck Tales GameBoy 1,430
15 |2001/1 Onimusha war Lords PlayStation2 1,350
Street Fighter Series Sltitles | 23,800 16 |2000/9 |Dino Crisis 2 PlayStation 1,230
Marvel Comic Series 15titles | 3200 17 [1992/11 |M aglcal Qut_est Starring M ickey SuperN ES 1,210

18 [1998/8 |Resident Evil DC Dual Shock PlayStation 1,200

19 |1990/5 [Chip'n Dale Rescue Rangers NES 1,195
Breath of Fire Series Stitles 2,000 20 |1993/12 |Megaman X SuperNES 1,165

21 [2000/2 |Resident Evil Code V eronica D reamCast 1,140
Resident Evil Series 19titles | 18,800 22 |1986/9 [Commando NES 1,137

23 [1997/9 |Resident Evil Director's Cut PlayStation 1,120

Dino Crisis Series 4 titles 3,900 24 (1991/9 |Super Ghoule'n Ghosts SuperNES 1,090

i i 25 [1990/9 |Megaman 3 NES 1,080
Onimusha ltides | 1,350 26 [1993/5 |Final Fight 2 SuperNES 1,030

7
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Streamlining I n-Company structure

@ Revise Management System

¢ CEO

€ CFO. COO0. CIO

@ Deployment of Officer’'s System

€ Board members from outside of the company

@I n-company Reform

@ Introduction of Enterprise Resource Planning

@Cffectiveness

€ Speedy Management

€ Efficiency in Management

€ Strengthening Competitiveness

€ Delegation of Authorization to officers.

@ Introduction of In-House Company system

@ History of Cash Balance and Balance of Liabilitieswith Interests

388 : —49— Cash and deposit
600 | =B Liabilities with interests
500 r L
400 - P
300 - R
200 r el )
100 - R
O | | | |
1997/3 1998/3 1999/3 2000/3 2001/3 2005/3
Cashand deposits | 4( 130 120 274 257 (Unit: 100 Millions of Yen)
Liabilities with
vilties with [~ 720 | 604 | 580 | 444 | 368




Consolidated Financial Review on Fiscal Year
1999,2000 and Projection for Fiscal Year 2001

@ Profit end Loss Sheet CWkilions of F)
Capcom Japan Capirom Stahas Flagship
20003 [ 200003 [oooeya | % [zooosa [zomsa Poooeie | % [ oooowe Jo2oonsa [oooeda | % [ 2oo0f | ooviss Jooesa | %
Blet Sales a6 pp7| a7a=s| asooof1zaow] 127 1z1al sz12] coowd 2p0 325 337| 1oa s 111 160 200 [ 1250
Crass Proft 12764 11g1a| 17800] 147 2% 274 243 FRE IETEE £ 15 78| 52008 a7 48 53| 115.0%
i of Tross Frofe Ja6%| 319%| J6A3N 2158  zoos] 1@Aw FRE ] 45K 211% 42.3%| 2s6%| RON
Fales and G54 Expenses 01| =21=8| 10500] 1200 1=z 100 108 | 101 0% 44 47 an| EREN 51 55 5@ [ 1070%
Jperang lacome 4750] 3EO1 8,200 [ 18R 153 144 10%| oasx] Aas| A @0 ag[ - ] =B 1E
% of Cieratng Incomes 120% aAk] 147K 11.9% 11.0%]  p14% -1zo%] -pre| 113% =27%] -miom] -30k
Crrrary Incoms 4500  a2e0|  7o00] 164TR 148 138 12| sa7%] A4o] A Em aal - g 1 FIEa,
T of Crdnary Jecome 124%] 114%] 145K 11,68 11.4%] 108w -13Es] -102K 0A% 1% 0A% 1K
et Icome 4236 zI4m|  4000] 14T &0 Al a5 | =% az| A o=l ap| - ] 0 1=
% of Het Iecome 11.1% TI% 53N 5% A.7% =7% Tan|-117EK] 140% 5.4% 00e 0.9%
Capcom USA Tofal Capcom Asin Capcom Europe Sub Tofal
20000 [ 20003 Joomesa | % [ozooosa [zomsa [oooeie | % [ oooowe Jooonsa [oooeqa | % [ 2oooqa | oovss Joomsa | %
Blet Sales 1e00d] 138es| 1asoz| 1060w Tan a0z | 806 | 1esEn] 78 5 o] - s7a08| S34ve| esges(1ziew
Orass Proft gne4] eagm| es07|101TR 240 245 AEET 52 i o - 21908] 12787 24494 1305%
“h of Trvess Frofe 4ap%| aEEw|  a4oK 3a.7s|  4o7%]  zans 5 7R [l - a75%] Js1%| 376w
Zales and T84 Expenses 1472] 3aae]  az7alizadaw 174 164 151 | 775% 70 31 i) 112687] 1207=] 1szra1mom
Operatng arome 4813] zpez| za3d| TEaw 75 52 a7 |1zl Ae] Ao o - psan|  6RE0]  s270]|13Ecs
%% of Uperabng Inc om= 25A%]  T1Ak] 154K 1018 =A% ThH% -3 A% | =200 = 166%] 1z6on]  142%
Crdrary Incoms 42| Fa54] zamnl 710w &3 57 a6 [ 115.5% 14 S0 o - pE0s|  7EAE7]  @A91[1200%
4 of Chrdnary Fecome 267%| 7man] 170K RGN 0% T 4% £ 1% | =2000K = 16.7%]  147%]  149%
et Income A126] 4074l 1494 36TR T 55 A6 | 12000 14 S o] - ipmaa]l  asval SA7T] mem
% of Het Iecome Janm| raEk] 100N AN 1% T4% 1TA%| -R0UONK = 184%] 1Z23% 3.7%
L. . A Depreciation [ Whlbiows of Ve
S —— et zoonya [ zoo1sa leooesa | % |
o000y (2003 Joomesa | % [zooosa [zomsa [ zowia | % Capoommn Japan 2oaa| 2oed] 2isrhioeTs
Blet Sales A5pen | Aagee] -sae] - 51575] aposz2] aopo0] 1220w Conzolidibed Bubadpres I T | pim
COrass Proft T 551 so6| ores| 21087 1p31el 25 po0] 120.4% Capeom Total chod] 4] EFed| pzow
4 of Tevss Profe = - =0aK d16%]  asax] 417%
Sales and GEA Expenses 438 = =1zd| = 1ze06] 12163] 15100 124.0%
Jperasng Jacome T 465 ga0[1asow| posz]  7455]  opoo] 13Eds A Capital Expenditure I Wil
%% of Uperabng Inc om= - - =128 176K 146%] iE0% ZoOoy agﬂéa EEEEE.E
Crrary Incoms TR 156 gopfippis]  B7az]  eoz2] 10000] 1247% Capcom Japan 1% ; £
e of Cirdinary Ecome = = =R 0K 16.5% 16.1% 16 7% Consolidated Subadisnes BE3 207 B0
et Tacome Apaz] Anes aza| - pio0| eoor] Eoon| coow Capoorn Total PR N
% af et Income = - =i 3% 1588 12.2% Pl
W Sales by Business sesmeEils Pt o Yenk W Seles by Geographic Asea { Wiliws of ¥el
20003 | 200143 | 20023 | % 20002 [ zoonsa [zo0era | o
2 GLELTIST S RS 31 72T 450 e Japan v BEE [ L
O oin-Op & Fevenoe Shere [l T108] 409 | 57a% Haorth Armanscs [KERT INEEA 1 1518
Anceds Operalion GETE]  TI41]  ThHSioa.as Ceher termicres e - (1] R
Clhers N ] I T Tolal 5150 29030 G000 ox
Tcral I S I
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Non-consolidated Financial Review on Fiscal Year

1999,2000 and Pro'! ection for Fiscal Year 2001

@ Profit and Loss Sheet (Mool Vet 4 Break-down of Major Expenses _hdilim af Yer)
200053 | 20013 | 200 A3 ] 200053 | 20013 | 200843 ]
Het Sales AEE96| 7488  48000] 12508 Promeotion Experse 2348 2427 2443 14108
Groas Profk 12784 11.819] 17400( 14728 Perscenel Expense FE24 1,349 BEEE] 1121%
% of Cross Profit 24 5% 31 H% a5 3N Techrecal EAD Cost 1374 1 452 20ROl 141 7%
Hales and 84 Bapeemses BEd =917 10600 128.0%
Dyperating Income 4,744 2,601 BEO0| 1824w @ Number of Emplovess AUt Pamsota
% of Operating Incoms 12.9% 26% 142% 20002 | 200143 | 20023 |
Cirdinary Incame 4,540 4 760 7000 164.0% Capcom Japan 1.1 1008 1039 103.0%
B of Ovdimsey Incoene 12 4% 11.4% 14 6% iZonschidared Subsidisies 137 141 145 1028
Het Inccane 4256 2099 4000| 1455% Capcom Total 1156 1150 1154 103.0%
%4 of Met Inccene 11.5% T3% £3% E&D e hih EiE| 1051%
! Salez by Segiments (hlilbiores af Yenk ! Break-down of Depreciation {hebdbioves af Yen)
20003 | 20015 | poness | e 20005 (20013 12002/ | %%
Conmamer Dumesmc | 17404|  133713]  31.128] 1700% 384 Baperses 1035 9} 1.274] 137 4%
inchedeg PO Overssas 5532 aEE 2E30) oaEw Bewenun Share Eqapanent 274 a4 22| saTe
S Totad 2o 906 34963 157 5% Arcade Equpment g14 781 B35 107.0%
CDomesc | 3000 5442) 0 3813 T04% Total s 2064 21911 108 7%
Comn-Chp Civerinas =0 S04 111 27.0%
Siab Totel 2800 5,842 3025 BTN A Capital Expenditure (idtiores of Yerh
Fevenue Share Dameste 1055 E74 1] 16.4% 2000/5 [ 20013 | 20023 | %
Arcade Operation Dinmestc 5175 R0 EATE] 1084w Arcads Ope. 1. 742 LA 1L2R0O|  7Ea%
Domeste | 4 11 100] s081% Crhers 07 186 1,690 w02
Meove Fraject Chrerseas J0 156 103 5238 Totad 1,249 1224 Z0a0] 161 2%]
Siab Total dad 207 MAE| oies
Ropalty revenue Dumeste | 1812 1439) 1.087| 1242% @ Sales Unils shipped of Coin-Crp L Ul copins)
aeed Crihers Cherseas ] 223 197  #aas 20003 | 200143 | 20023 |
Sk Total % (130 1L.BE? 1984 1104% Total titles 10 10 B8
Pachinko-eystem | Domesse 1,365 974 J3F| dasw Cair-Op Dieenestic 12525 | 17.000 | 12400
Tatal cEERE[ 37485 48000( 12308 PCE Creeraeas 13525 4,000 E00
Total alas0 | 1.000 13200
@ Domestic/Oversens Sales Ratio (lillires of Yen} @ MNumber of Arcades f Ulet: Jocations)
2000/3 | 2001,/3 | 20023 ] 200072 | 200173 | 2002/3 |
_____ Domestr | 20845) 32780 43.754] 1335% Capeom Japan 44 42 44
Ciyerseas FRa| 4 T 4040 | B0k Comschdated Submdiaes 5 (] ]
Tatal SEEOE| S74E5] 48000 12308 Capoom Total 45 ) F0
10
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