Value Creation Model

Providing value to society
with popular content rooted
in our corporate philosophy

Utilizing the capital we have cultivated over the years
and our foundation for sustainable growth,

we create popular original IP through business activities
while guided by our corporate philosophy.
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Medium- to Long-Term
Growth Strategy

Value Creation Story
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Providing

and jobs

41 ° 7mi||ion
games sold during
the year

u‘
| ¥
Arcade Operations
Facilities at shopping centers,
large format locations,

retail shops, and online claw
machine games

’ Esports

Amusement
Machines
Pachinko and pachislo

Digital Download

Home Video Games
Contents

_- Creating
Popular Content
IP
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Mobile Contents

Develop games
for multiple
platforms

Net sales for the year

ended March 31, 2023
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Latest Creative Report

Providing reasonably-priced

entertainment to the world

attractive workplaces
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Movies

! Hollywood movies,
z animated movies,

= CG movies
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Publishing, Character
Merchandising
Strategy books,
illustrated compilations,
figures, etc.

Events
Concerts,
theatrical productions

Multimedia expansion
of content

Net sales for the year
ended March 31, 2023

2 7 o 8 billion yen

Development of
proprietary multimedia

Collaborative expansion
into other media

At Capcom, we operate our We have focused on turning our

own Plaza Capcom amusement
facilities, develop and sell
amusement machines, and hold
esports tournaments.

original content into Hollywood
movies. We have also expanded
into a variety of other mediums,
including animation, live theater,
events, and publications.
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