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ONIMUSHA

BEFEMNY-5'772000TT -LYIMLTIED TREFTELRE (V-777&1F
REAVE1—SZ2ATHET L HERERNDOESDCCHREATT )
Onimusha won the top award at the Siggraph 2000 exhibition, the first time agame
software title has ever won this award. The Siggraph exhibition, which is sponsored by
the Association for Computing Machinery (ACM), isthe largest computer graphics




FT—LERIZEITHHLDEERIT (2000 3EFERA—X)

Capcom'’s position in the video game industry (Based on consolidated FY 1999 results)

(B8 Unit: 100 Millions of Yen)

EFXE | aFs | hFary | FLa |RUIIT | I=ZVIR| AAb— y )

Nintendo | Konami | Capcom | Namco Square Enix Taito Sega
D Net Sales 5,306 1,466 515 1,480 729 183 602 3,390
R 9 [ 1450 309 90 67 44 38 18|  -403
lEES ofopeaind | 27.3%| 21.1%| 17.5%|  4.5%|  6.0%| 20.8%| -3.0%| -11.9%

* 1, HFTMREEISE 1 Source "Financial Statement for FY1999" by respective company
2. BRIEFILEEFEIZLSD, Ranked by Operating Profit

O EHATGEELIVRENZICHITEIRERT —LYIDRFTL 7 (1999/1~12)
Japanese market share based on consumer game salesin CY 1999; and U.S. market share based on actual salesin CY 1999

HATS JapaneseMarket  (Eifir: F 7 '000 copies) KEHE U.S Market (B3I FF )L Unit:US$1,000)
A—hH— HRFEARE | >x7 A—hH— BRcE%E | V7
Company Name SalesUnits| Share Company Name Saes Share
1. &£ X & Nintendo 12,517 25.58% 1. £ X = Nintendo | 566,545 16.24%
2. 130 F+ = Konami 8,350 17.06% 2. IbHbAzyHT7—Y EA 502,297 14.40%
3. RU9x7 Square 7,182 14.68% 3 vV = - Sony 486,809 13.96%
4. ) = — Sony 5,993| 12.25% 4. TyFHIT A Midway | 191,799 5.50%
5. A7 a2 Capcom 2,301 4.70% 5. 79Ul 44 Acclam | 190,675 5.47%
6. t vl Sega 1,928 3.94% 6. T H Q THQ 166,558 4.78%
7. I=9UR Enix 1,786 3.65% 7. 7UT«4E>3> Adivison| 146,469 4.20%
8. /N4 A Banda 1,328| 2.71% 8. A7 av Capcom | 114,676 3.29%
9. 7 XA *— AsCii 1,019 2.08% 9. =7 L O Namco 110,527 3.17%
10. 7 L O Namco 983 2.01% 10. & v} Sega 104,323 2.99%
Z D b Others 5,545 11.33% T D Others | 907,000 26.01%
= &t Total 48,932| 100.00% = it Total 3,487,678| 100.00%
AT MO0TFLES —LAFBRE] * HERTTRSTS L7R—bk]  Source TRSTS Report
Source: The Analysis of Consumer Video Games 2000 1
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20004 E =A% FY2000 Management Objectives

FRHNESHEDOBREEM Medium-term business strategy

@ OUTUVA—H—ELT, BICRIEHEDOBEWVT —LYIMHFEZREY .
Develop highly creative game software as aleading content provider.

@ Hh72 TSURDILT -581bE R 5,
Strengthen the Capcom brand.

@ BT EFDERICHET 5-HRFEERDEREEFZHS,
Focus resources on technical innovation.

@ (U A—RVrDTBIERERFICANTZ. RV T—IEDCRADEEEZR D,

Strengthen and explore the network business with a view to expanding demand for the Internet market.

\ Stable cash flow.

@ BHRREL-F vyl aT0—DRLITFERS,

J

FRANLGEHOBEHIEEIZE Medium-term business targets
2005 /3A#i: FTELE1,000{EM., EXFLE210EM . JHAHEFIIE120{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

-

BEB{RF Direct sales TILFTS5YRTA—LELEE Multi-platform strategy 78TV —ERB& Publisher strategy

(s

Japan:
-dbk

B

20004 9A ~
From Sep-2000

I TIZER

North America: Under way

20005 11A ~

K Europe: From Nov-2000 /

~

-

/PI ayStation2, 7 —A%1—7", Xbox, Dreamcast, \
PC T2 al—2—YIrZRFEL.

BV~ RIS TR

Develop emulation software compatible with
PlayStation2, GAMECUBE, Xbox, Dreamcast

and PCs. Rel ease software simultaneoudly for
\_al platforms.

- .

-

[ TAR R (EE)
Eidos Interactive (UK)
NN AAU879747 CRE)
Havas Interactive (US)
YT IU-TA A CRED
Crave Entertainment (US)
-F—LT7—Y(BXK)
Gamearts (Japan)

-7UABR) b
Alika (Japan) Other

~

J

BES5T VI — LB TREMBA R, ROMT—VFXLOBFEHDR

Enables gaming between different platforms. Synergieswith net gaming strategies




-fr’'=L7'0%"7 s Game program B— LB Ialb—-5—-#%
Common
'Ef%T—’)'l Image data |:> game Emulator component
B
B R TT OS5 L Image display program
PCFFJ(For PCs) Xbox F (For Xbox) PSZ FH(For PlayStation2)  #"—L%a1—7" B (For GAMECUBE) D C FH (For Dreamcast)

RIVFTSYbTA—LERE Multi-platform strategy
B O TSV IA— LT EITHTICRAFE T SR EITEL,
Developer No need for new development projects for each platform
component @A ML EICHT-ICRARETDAREILEL,
—A%V/oice data, etc No need for new development projects for each title
I EFEJ04S5.L Voice program
RV R $#5%
Simultaneousrelease for multiple platforms

a—5—{
User

-BAFEAXNDIERE Lower development cost
-LEEGCEDEBREIUINREKX Lower advertising costs, greater impact
-IRFEHES DX DR VEERZIER) Reduction of opportunity costs to expand sales
-BEmEEMEDHE Improvement of product management efficiency




FYRT—DFBEADEYLH Network deployment

E Z web
Eii%—PHmm [ KDDI}
[ NTT }

E{RE(E 7 —LE(E

Image, game distribution

iﬁ?*)ﬂ%ﬁﬂewj MK

Cellular phone carriers
in Southeast Asia : $ %
Mobile phone operations

Multimedia terminal operations

WVFAT 4T ImR

ER#EF U7
Cdlular phone carriers
in Japan

j& B Chakumelo terminals [l
AZ—NAVI

FEE 4% Battery recharges

a3 a—<

Consumer product operations

RYFUTH—ER
Matching service

(" koot |

LAVHILE Gy =)
Raynegard (Internet-based game)

KDDI J !;_{T

5 X ISP

IT network operations

| THEERE %

Directly managed
Capcom facilities

[ hFaEE RS }

TOAINAVEZIVR
Digital convenience staiton

- =
i 1%

oGy

4
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BERATLOHE Financial Management Reform

Introduction of a Compensation System that is

O NBEEES X T LDIEE Building a Profit Management System @ IR EZ 73 AT LDE A  |inked to Profit Contribution

- ZAMLAEREES R T L “FARILANREE I T B2 T4T (19965F4REA)
EXF = FARE+LEERGRE) X2 R&D Incentive Program based on Profit
Title-based Profit Control System Contribution by title (April 1996)
Minimum Operating Profit = RO FA T HIE (199943 8EA)
(R&D Cost + Promotional Expense) x 2 Stock Option Program (March 1999)
@t N E In-company Reform

-ERPEAFE (2001 F4BEAFTE)
Introduction of Enterprise Resource Planning (April 2001)

HRAH = —HIFEA (2000458 A)
Introduction of In-House system (April 2000)

-HITREHIEE A (1999F6HEA)

Delegation of Authorization to Division Heads (June 1999) J
Q@ ERFEENMRDMER  History of Consolidated Balance Sheet (8 E75 M Unit : Millions of Yen)
1999/3 2000/3 1999/3 2000/3
— i Cash and deposit REaE
RENEE 12,026(12.39 27,439(22?&) Cu”’ﬁﬂ%gﬁm% 21,115(21.5%)| 21,468(19.9%)
Current assets
T DMRENE E
26,515(27.0%) | oth
0 " (; ;gzrg;tgs;a)ts B 34,958(32.4%)
Long-term liabilities | 46,861(47.8%)
BE&E
Property, plant and
equipment 58,911(60.0%) 51,369(47.7%) & & 51,320(47.7%)
Shareholders’ equity 30,123(30.7%)
BEEAG 98,127(100.0%)|107,776(100.0%) EEHLIUVEAREE |98,127(100.0%) 107,776(100.0%)
Total assets Total liabilities and shareholders’ equity o)




BARE LFHFEAMNILED HEFE R&D Cost and Number of Titles Developed

SAMLEH CSHMRTHE
F’ﬁ%% Numblefof CS%%@{F)L%& Units sold
(Bfr:fEM Title .
e 100 Millionsof Y R&D Costs PP Number of Consumer Software Titles Developed (1 4 000 copies)

140 50
O#f%ERR3 % R&D Cost 1 =0ft Others
O BA%& % (444%)  Subcontracting Development Cost —— 12,500 12,600 | 12000
O BA% 2 (N1E) Internal Development Cost 45 42
120 115 [C—ISFC/N64
112 40
40 | [—/SS,/DC 2 38
13 2 1{ 10,000
12 —aps 29710 3 4
100 |
35 || —=pse T 3
87 A T
= 8l 8,700
20 Total Sales 1 8,000
80 14 42 40 13
26 12
65 25 | 1 - 14
60 21 3 / 1{ 6,000
18 20 | %/ 5300 3
10 39 8 - 15 | 6 1 4,000
Gl 8
13
| 23
o 60 60 ol 20
L 4 2,000
20 39 13
31 s |
9
6
0 0 < 0
1997/3 1998/3 1999/3 2000/3 2001/3 1997/3 1998/3 1999/3 2000/3 2001/3
(Rt Projection) (5t @ Projection)
6
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o ILAIEERAMILERSEEAR Sales Window for Major Titles by Genre

(BHL: F4 000 copies)

OTCYUISEELA(ML 85/12 86/12 87/12 88/12 89/3 90/3 91/3 92/3 93/3 94/3 95/3 96/3 97/3 98/3 99/3 00/3 01/3 | ZA ML |#ERFTHE
Genre/Magjor Title (R3A) #of Titles | Unit Sales

194231)—X _ _ ; 261F 1,300
1942 Series - o 6 titles
BRMAVY—X _ _ 210 3,800
Ghosts 'n Goblins series b . 10 titles
¥£%0)3&~>'J—_;€ - . - 234 1,200
Commando Series 3 titles
ayovoI)—X _ | #5114k 14,200
Mega Man Series B | 51 titles
TAR=—1)—=X - . 2254 12,000
Disney Series B - 25 titles
T7A4FINT7AR1)—R - . - 271 3,000
Final Fight Series 7 titles
TEIALYZ4 Devil May Cry S #A 55 (To bereleased in FY 2001)
AM)—=kT7A45—1)—RX _ | f44k 23,600
Street Fighter Series - | a4titles
I—J)asvys—RX _ _ 2154 3,200
Marvel Comic Series h o 15 titles
ITLRFTI7AT7I)—RX 251k 1,580
Breath of Fire Series 5titles
TJLESR%4—k Eldoradogate

@4 /34 /3 )L7R5— Survival Horror Game
RN —FI)—X _ | =194k 17,000
Resident Evil Series - ~| 19titles
TAI DAV RI)—X 224 3,900
Dino Crisis Series ™ iitles
BE#F Onimusha S HiF55(To bereleased in FY 2000) - 21 1,000
N4 =N I1-1A'0zh B2k 4 #A%£55(To berdeased in FY 2000) > ltitle

Resident Evil CodeVeronica Perfect version

& yh7r—L  Nework Game
L 4> # LK Raynegard 5 81 %55(To be released in FY 2000)
FAIL DY A T4 AEE2 Rival School 2 |5 81 %55(To berdeased in FY 2000)
AM)=7714—ZERO3 Street Fighter Alpha3 |4 #A555(T o be released in FY 2000)




@i E M Profit and Loss Sheet

WD FEZEEIE B 19093 20003 20000958 . 2001/35+E)

Consolidated Financial Review on Fiscal Year 1998,1999,Sep/2000 and Projection for Fiscal Year 2000

{Eiii: §FM Unit: Millions of Yen)

(Fh7aw (Hyh7ko (AT (FITFT 2w
Capcom Japan Captron Status Flagship
199973 | 2000/3 | 200173 | % | 2000/9 | 1999/3 | 200043 | 200173 | % | 200049 | 1899/3 | 2000/3 | 2001/3 | % | 200049 | 1898/3 | 2000/3 | 200143 | % | 2000/9
7 & MNet Sales 30256 36897  41,000)1111% 15227 1,974 1,277 1,307 102.3% 512 318 290 274 | 945% 162 140 111 148] 131.5% 85
Fe_ bt Gross Profit 10212 12784 13700 1072% 4 836 315 274 293| 106.9% 128 3 6§ Aoepl - 5 44 47 51 [1085% 27
Fllzs=e % of Gross Profit 33.8% 34.6% 334%| 56.4% 31.8% 22.8% 21 5% 22.4%| 104.5% 21.2% 14% 24%|  —104%[ - 3.4% 31.4% 42.3% 34.8%| 825% 31.7%
iy = Sales and GEA Expenses 8424 8,035 7,700| 55.8% 3939 96 122 105| 86.1% 50 53 44 37 | 841% 24 39 51 57 [111.8% 27
EEMNE Operating Income 1,786 4,750 6,000 128.3% 896 218 153 186)123.3% 80 2449 A 38 a1 A8 4 ] Mgl - A
Fllzas=s % of Operating Income 5.9% 12.9% 14.6%| 113 7% 5.9% 15.8% 11.9% 14.4%| 1205% 130%| -155%| —1zo%| —237H - —11.4% 2.9% —2.7% —41% - -08%
e Ordinary Income 1,701 4,580 6,000 130.7% 1,060 213 148 180] 121.6% 76 £445 A 40 NS A1D 13 5 3| 375% 4
FlE=E % of Ordinary Income 5.6% 12.4% 14.6%| 117.6% 7.0% 15.5% 11.6% 13.8%| 118.9% 125% -142%| -138% -252% - -11.5% 9.3% T.2% 21%| 285% 4.2%
ER. KR Met Income 1,395 4,236 3500 82.6% 641 L] 69 94| 136.2% 37 AT 23| A 449 - A19 13 6§ 1] 167% 2
Jines % of Net Income 46% 11.5% BE%| 744% 4.2% 7.2% 5 4% 7.2%| 1331% G1%  -36.8% 7o%| 1638% - —11.6% 3% 5.4% 07%| 127% 2 6%
A7 usafiL—7 h7awr 7v7r === = o 5t
Capcom USA Total Capcom Asia Capcom Europe Sub Total
189975 | 200043 | 200143 | % | 200049 | 1989/3 | 200043 | 200173 | % | 200045 | 1899/3 | 2000/3 | 200143 | % | 200048 | 1898/3 | 20003 | 200143 | % | 2000/9
k= L= Net Sales 9667) 18003 11,285| 627% 6,121 754 739 707| 95.7% 408 694 78 2| 26% 5| 43,236 57,396| 54720| 953% 22617
FE_EEERIE Gross Profit 4172 5,084 5371 66.4% 2,542 190 249 187| 75.1% 142 622 52 2| 3.8% A0| 15562 21496 19575 911% 7983
Fllzs=E % of Gross Profit 43.2% 44 8% 47 6%| 108 0% 46 4% 24.3% 33.7% 26.4%| 785% 351% B9.7% G67%|  1000%| 150.0% —6iB% 36.0% 37.5% 358%| 955% 35.3%
=EEE Sales and GRA Expenses 2,768 3472 2512| 724% 1,305 264 174 132| 75.8% B8O 71 70 20| 20.6% 20| 11,720] 11967 10563 BA3% 5 446
EERE Operating Income 1,402 4613 2,858| 62.0% 1,538 AT 75 55| 73.8% 52 551 A8 A8 - A2 3,841 9,530 8,012| 94.6% 2537
FlE=E % of Operating Income 14.5% 25.6% 253% 98.9% 25.1% -5.5% 101% 7.8%| 77.2% 15.4% 79.4%| -23.6%| -S000% - -435.8% B.9% 16.6% 16.5%| 99.2% 11.2%
A Ordlinary Incame 1,326 4,802 2950) 61.4% 1804  A140 63 53| B83.6% 83 591 34 ray:] . 54 3,661 9,605 9108| 94.8% 2585
Fllzas=s % of Ordinary Income 13.7% 26 7% 261% 8B0% 295%|  17.8% B 6% T5%| B74% 156% B5.1% 441%| 45006 - -91.1% B5% 16.7% 166%| 985% 13.2%
EREIE~ Net Income 1,146 6,126 3,850| 64.5% 1,661 A136 59 53| 89.8% 52 508 14 ARl - A2 2808 10533 7140| 67.8% 2,382
IS % of Met Income 11.9% 34.0% 35.0%) 102.8% 274%]  -17.3% B8.0% 7.5%| 93.9% 15.3% 73.2% 17.9% -4500% - -49.9% 5.7% 18.4% 13.0% 71.1% 105%
M A F F M & 5t
Elimination “ear Total
1999/3 | 2000/3 | 200173 | % | 2000/9 | 1999/3 | 2000/3 | 2001/53 | % | 2000/9
e LB MNet Sales A4870] A5821| ARTe0| - A 2A49| 38366 51575 48,000 931%| 20168
7o bigHlas Gross Profit 52 MHoa| A3IE| - A182| 15644 21,467 18200] B94% 7,800
Fllzs=E % of Gross Profit - - = - = 40.8% 41.6% 400%| 96.1% 38.7%
iy = Sales and GEA Expenses 312 439 37| B84% AT7| 12032] 12408 10600 85.4% 5,368
2EH = Oparating Income M2 Pl Adlp| - A0S 3611 9,082 600 94.9% 2431
Fllzas=s % of Operating Income - - = - = a.4% 17.6% 17.9%| 102.0% 121%
g Ordinary Income £B77] ABGI[ ATOB| - £ 303 3,084 8,742 8400 96.1% 2,681
FlE=E % of Ordinary Income - - = - = 8.0% 16.9% 17.5%| 103.2% 13.3%
ER. KR Met Income A1.400 B3z A1140] - £ 624 1507 5,700 6,000] 61.9% 1,758
Fllzas=s % of Net Income - - = - = 3.9% 10.6% 12.5%| 665% 87%
@:FREHE Depreciation (Bl B H M Unit: Millions of Yen)
@ =50 BIFE F < FHEERI> Sales by Business segments (BiTn: § A Unit: Millions of Yen) o= 1996/% | 200073 | 200143 | %6 | 20008
1999/3 | 200073 | 200173 | % | 2000/9 — Capoom Ben T M4 T -
F=fEs Consolidated Subsidiares 438 387 A00[ 100.8% 158
Ji a—<IREE Consumer 22450 35,752 28,608| B828% 11,706 FI—2 &S5 Capcam Total AT 2623 2551 [1125%) 1127
ETEH- L 2L FE Coin-Op & Revence Share 6,768 5,009 4,230| 84.4% 3117
TOiMERE Others 5147) 10812[ 14161[131.0% 5544 $%E18E Capital Expenditure B {5 5 Unit: Millions of Yen)
& 5t Total 38,366 51574| 4B,000] 931% 20168 1606/5 | 200073 [ 200173 | %6 | 20008
h7aw Capoom Japan 2181 1,848] 5,820 196.0%) 576
@55 4k BIFEL < [H1AI> Saks by Geographic Arss ({5 ESMT Unit: Millions of er }éﬁﬁi Consolidated Subsidiares 477 653 50[ 7.7% 124
o973 | 200073 [ 200173 | % | zooo/a A =7 a5t Capoom Total 2668 o60e]  3870[1487% 1100
B S Japan 27064 32862] 37,014)1128% 13653 @EEE Numier of Emplovees (B3 A Unit: Persans)
ElA * North America 5647) 17957 8,038| 488% 6,072 108073 | 2oon/a | 200l /3 | % | 2oons
T o Other territories 854 754 2,048| 271.6% 442 hFaw Capoorn Bapan 1017 1,018 1,054 105.4%| 1,015
& & Total 35,366 51574 48,000) 531% 20168 e Consolidated Subsidiaries 138 137 137 1000 128
T =7 &1 Capcom Total 1165] 1,156 1191 106.0% 1,143




@ iEE R Profit and Loss Sheet

BHADEEREFR I w3 20003 200002, 200135 m)

Non-consolidated Financial Review on Fiscal Year 1998,1999,Sep/2000 and Projection for Fiscal Year 2000

{&ii: BAH Unit: Millions of Yen}

&SRB ENE MR Break—down of Depreciation

{Biim: BAH Unit: Millions of Yen}

1999/3 2000/3 200 /3 % 2000/ 1999/3 20003 2001 /3 % 2000/9
kS Mot Salas 30,258 36,396 H000 1111% 15227 s = G&A Expensas 1,208 1,038 1,048  101.0% 463
Fo L #HIEE Gross Prafit 10,212 12,784 13,700]  107.2% 4836 LRI EEIER  Revenue Share Equipment 473 374 778 208.0% 168
FllmEE % of Gross Profit 33.8% 34.6% 33.4% 96.4% 31.6% 5B E H1R 1l Arcade Eouipment 657 514 725 B91% 338
IRSEETEE  Sales and G&A Expenses 5424 5,034 7,700 95.5% 3,939 il Total 2,379 2,226 2,551 114.6% 969
R Operating Incorme 1,788 4749 6,000 126.3% 896
FlEEEE % of Operating Income 5.9% 12.9% 146% 113.7% 5.9% @:58{H1%E Capital Expenditure (B §HA Unit: Millions of Yen)
BE = Ordlinary Income 1,701 4580 6,000] 130.7% 1,060 1995/3 200043 2001 /3 % 200049
Fllm== % of Ordinary Income 5.6% 12.4% 14.6%  117.6% T0% AMBEEE L2 R Arcade Ope 1,584 1,742 3,483 199.9% 539
2 R F A Net Income 1,355 4,236 3,500 B2.6% G4 T O Others 587 207 337|  162.8% 137
FllamEE % of Net Income 4.6% 11.5% 8.5% 74.4% 4.2% 5t Total 2,181 1,948 3,820  196.0% 976
@ ERFIRISE F Sales by Segments { & {1 §RHM Unit: Millians of Yen) &7 BT Sales Units shipped
1999/3 2000/3 200 /3 % 2000/ < EFEA Coin-Cp = (B2 Unit: coples)
Taa-vHPCEL) EM Domestic 11,860 17,404 18,381 | 1056% 6294 1598,/2 200073 2001 /3 2000/9
Consumer i’ﬂ?% Overseas 4807 5532 5,038 91 1% 2162 AMERR EYTNE Total titles 0 10 10 5
{including PC) £t Sub Total 16,668 22938 2348| 1021% f,455 Coin-Op B Domestic 21,000 17505 16,000 3070
R &) Domestic 3229 2000 R 232k Lt PCB A Overseas 18,000 13,825 10,000 2,860
Coin=Op A7 Ouerseas 1276 800 1099 15744 345 Bt Sub Total 39,000 31,350 26,000 10930
£t Sub Total 4375 3,800 3,894 1025% 2,249
L//))-U‘IJ F\'Eevenue Shar? =g DDmESt!C 1,484 921 454 A5 3% 215 < ta— A Consumer > CBB{% : T Unit: 000 copies)
#0818 Phone Ring | EM Domestic 0 164 4559 - 216
AMEEES Arcade Ooeration | EIF) Damestic 4434 BA7E 5726 1106% 2005 : ~ ‘ 1986/3 | 2000/7 WEERENGEEM 2000/5
B =/ Domestic 16 2 1 525 0% 10 Playstation 2|94 ML Total titles - 1 i} 2
Mavie Project CEH Oversess 1145 440 115 281% 50 W Domestic - 210 1,300 180
&t Sub Total 1,161 444 136]  306% 60 Bt Oversess - - 400 -
O4FUFs TOi EF Domestic a7 1812 1,282 708% 611 st Sub Tetal - 210 1,800 160
Royalty revenue and | #B9) Overseas 278 278 2z 791% 177 Playstation |#1 M Total titles 23 20 13 7
DOthers 5t Sub Total 967 2,080 1502  71.9% 788 EA Deomestic 20070 3,550 1,550 260
P—20 P-Project | M Domestic 657 1 465 1510  559% 359 B Overseas 4330 5,700 3,750 1,840
& it Total 30,256 36,596 41,0000 111.1% 15,227 £t Sub Total 5900 9,250 5,300 2,700
Dream Cast |3 RS Total titles 2 10 14 7
@ EF- /B2 HEEE Domestic/ Overseas Sales Ratio {B{i: BAM Unit: Millions of Yen} B Domestic 550 GO0 750 470
19959/3 200043 2001 /3 % 2000/9 - Overseas 60 1200 1700 1,070
@ P\] Domestic 22,747 29,845 34,528 115.7% 1 21494 ?I» Sub Total 510 1,800 2‘450 1}540
.-’lﬁ_i _ ﬂ‘ Overseas 7508 7051 6,472 91.8% 2734 ME ,9,( Hm Total titles o 4 [} _
st Total 30,258 36,396 Ho00  1111% 15227 Game Boy B Domestic 120 150 1200 20
@ FEEE Break—down of Major Expenses { B EEP’IOUn it: Millions of Yen} d%&‘* g:;r_?:j:l 228 ;Zg ;ggg ;g
—— , 1999/5 | 2000/3 | 2001/5 % 2000/ ZoM MR Total tiles 15 3 1 2
REERIEE Promotion Expense 2174 2,348 2,245 95.6% 1,022 Others B Domastic 20 20 o o0
A B Persannel Expense 7160 7624 7469 98.0% 3473 .
WEERAFE  Technical RR&D Cost 1413 1,374 1209  BR.O% 730 }*E% Overseas 630 400 E0Y 200
5t Sub Total 1450 320 750 430
@iIEE B Numbker of Emplovees (B A Unit: Persons) it S PR Total titlgs 42 28 40 18
159575 Py ey ” T Total P\] Deomestic 3560 4530 5,450 1,700
w A B Total 1017 1,019 1,054] 103.4% 1,015 2 Overseas 6.150 7970 7 8.220
i B : : : d it Total 9710 12500 12,600 4920
M. HAEALE RED 523 585 610]  104.3% 576




FHIFEYDIRIRFEERE Main titlesreleased in 1H of FY2000

(Bif1 : F 2 '000copies)

it & Projection F{E Results
2001/3 2000/9 2000/9

PS EMAN Domestic 650 650 420
TA/ DAL A2 B Overseas 1,000 — 650
Dino Crisis 2 B Sub Total 1,650 650 1,070
PS EMN Domestic 500 500 330
TLRATI74F7N  |i@5 Overseas 270 — —
Breath of FirelV it  SubTota 770 500 330
DC EMAN Domestic 200 200 260
CAPCOM vs. SNK By Oversess 160 120 —
i  SubTotd 360 320 260
PC EMRN Domestic — — 183
T47701 B Overseas — — —
DiabloII B Sub Total — — 183
EMN Domestic 4,100 950 507
ZTDDY TR B9 Overseas 5,720 1,980 2,570
Other titles it SubTotd 9,820 2,930 3,077
EA Domestic 5,450 2,300 1,700
& it Total B9 Overseas 7,150 2,100 3,220
B Sub Total 12,600 4,400 4,920

@z IRIAER
EMAN Domestic 4,205 1,075 538
ZTDMFRAALIL B Overseas 3,555 638 284
Other new title B Sub Total 7,760 1,713 822
EMAN Domestic -105 -125 -31
BRFE2 1L B9 Overseas 2,165 1,342 2,286
Old title B Sub Total 2,060 1,217 2,255

10




