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

€2002/38] ZEFELLE Fy 2001 Financial Results comparison among the Japanese game software companies.(#42: &M Unit: 100 Millions of Yen)

FXE | a7F= h | hFay | a—x— |T=vHR| FLa | RYYT

Nintendo | Konami Sega Capcom Koel Enix Namco Square
58 £ &  Nesdes | 5548 | 2,255| 2,063 627 240 248 | 1,521 366
gEaas 9 1101 268 142 97 91 74 61 54
T - S-S Gt 21.5%| 11.9% 6.9%| 15.5%| 37.9%| 29.8% 4.0%| 14.8%
LA Neticome | 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 salesin

Y 2002; and

lesin

B A5 Japanese Market

(B4 {3 : F Z& '000 copies)

KXEME U.SMarket

(B 4I: FFJL Unit:US$1,000)

A—H— BREARM| 7 A—H— B8 | ~17
Company Name Sales Units| Share Company Name Sales Share
1 3 + = Konami 3,680 21.96% 1 ILykAzZyh7—Yy EA 335,173 18.71%
2 £ X E Nintendo 2,147 12.81% 2 £ X E Nintendo | 156,486 8.74%
3 N4 Bandai 1,861 11.10% 3 THTE VY Activision 152,508 8.51%
4 HhFay Capcom 1,090 6.50% 4 Y = — Sony 132,978|  7.42%
5 vV = - Sony 1,041 6.21% 5 T H Q THQ 102,928 5.75%
6 31— I — K oel 937| 5.59% 6 4v749°3LA°  Infograme§  89,888| 5.02%
7 RUx7 Square 789 4.71% 17 T 14 702 Take2 81,487 4.55%
8 /N\UTJL XL Banpresto 629 3.75% 8 T vl Sega 69,098 3.86%
9 + L O Namco 474 2.83% 9 FIOLAL Acclaim 62,985 3.52%
10 + il Sega 455 2.71% 10 Ah7Fay Capcom 61,068 3.41%
z D b Others 3,658| 21.82% z D i Others 546,583| 30.52%
=) it Total 16,761| 100.00% = it Totd 1,791,182| 100.00%
MHFT: AT4F7T—2RM2002FE L3 S—LHEHE) * HATTTRSTS L7R—k1  Source TRSTS Report
Source:The Analysis of Consumer Video Games 1st Half of 2002 published by Media Works ' @mm@.



FEE T #f Management Objectives

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

@ W7V TSUF DT - RIEER S,
Strengthen the Capcom brand. .
@ REDEICHET H-HREZEFRDRRNEEFZHD,
Selectively utilize resources to make products that meet changesin the market environment.
@ (U A—RYrDHHILREBREFICANT=, RVFT—IEDRADEEZR S,
Strengthen and explore the network business structure with a view for the Internet market expansion .
@ EHRELI-F vy 2a70—DELITERS,
Stable cash flow.

2005 73A#: 5T LE1,0008M. EXF&210(EM. ZHAFFE120(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

@I a1 —IEXRQ FAR- YT T4 -BREKFZRIEL. ZH—FADEXRRFAZES.

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

OAMIERBEIL. RV TKEIRICKYEICIREHEZEH D,
Arcade Operation: Higher profitability by scrapping & building stores.

OF SV —FA UV RBRIF ATAT7EDATHRL—2avITEYEFLKRERS.

Other Business: Maximize derivatives of Game contents through licensing-out.
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T3 —VEZEHHHEE  Medium-term consumer business targets

HIGRELHRREIKEEMMAITAS]  U.S and European markets grow bigger than Japanese market.
TG HRE . RKE=BXD2265, B =BEDLAE (2001F YT MRFEEREE. PCED)
Market Size Comparison: U.S. market is 2.2 times, and European market is 1.4 times of Japanese market in
FY 2001 software actual salesincluding PC sales.

WS EE: KE +46.2% ., BXM +46.0% . BEK —4.6% (19974 L2001 DY I NRFEEEE)
Market Growth: U.S. market grows +46.2%, European market grows +46.0%, and Japanese market grows
-4.6% in comparison between FY 1997 and FY 2001.

KE., R HIHE TIEZEIEKRL ., FO—/\ILIZHET %,

Increaserevenuesin U.S. and European market, and grow on aworldwide basis

BXK TR R INVF7°T9h 74— LR ATV
Overseas Growth Strategy Multi-platform Strategy Contents Strategy
RES AU INEREOLE  MESARE DR I — WS R
Enhancemer|1t of R&D for Strengtgalof Overseas Ezch Platform Srategy Branding Strategy
overseastitles Direct Sdes —
NN o . WSA Ty TER
WENTAAOY/N—0DFER WANT)yovy—FE B ACREFES Line-up Strategy
Exploitation of overseas R&D Publishing businessin ) .
companies overseas markets Middleware “ACR” Strategy | EX 3N
WENT— T4 D&k  Enhancement of Overseas Business Expansion Strategy
Marketing
GARCOMY




T>2a—VEEHE~ T ~ Consumer Business Strategy~ I ~

QK TOHORRERE OverseasGrowth StraIegyJ

WESNRITY IR DILTTE ;B R5E D D38IE Enhancement of Overseas Direct Sales

Enhancement of R&D for overseastitles

FRKEERF DY TR S Develop softwareto U.S. and
European market flavor

-O—hS1 XDt Acceleration of Localization
—FKRTIZE TODHEITHST  Firstreleasein U.S. and European markets

— R EIRFHET Simultaneous rel ease on a worldwide basis

BN TARAOY/N—D;ER Exploitation of overseas R& D companies

BNERFREEIVBN N EISHDIETE

Exploitation of overseas subcontract R& D companies

— E MR DI E RBRLU 1= M B FE

Products line-up in corporating U.S. and European market
features.

WES TD/RT) v w—EFZE Publishing business over seas
it A RJLDERSE  Publishing other third parties' titles overseas
—BAMITVICDSA T YT T

Diversification of products line-up to appeal in the overseas markets.

WBNT— T4 Di8{t  Enhancement of overseas marketing
R—=T T4V ERERREIRICT—R/\YY
Give R&D Dep. overseas marketing information

BB EELELICRFEHREOBE

Unifying Marketing Strategy with each regional executive

BRI & E TEREFIANBITRET

Further study on Direct Salesin each European country.

—RAYI[£2003F EN SR T E

Planning to start Direct Salesin Germany from Spring, 2003.

- KETORFEHLT
Strength of U.S. distribution channel

R TLA

({0 - i FA- 100 MElan of Deller)

Bk A—H—EDEBITDAKET

Historical EBITDA among
over seas softwar e companies
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Capcom

96 97 98 99 2000 01 02 {if?:}

X 1US$ = 120 Yen, 1US$ = 1.02 Euro

CARCOMY



T3 —VEHEEHEE~ I ~ Consumer Business Strategy ~ I ~

O VILF TSI TA— LR
Each Platform Strategy

B {E R/ \—FEkB& Each Platform Strategy

"FHN—FDERRERKRREEZEL-V IR

Maximum performance of each hardware

— PlayStation2  TSEEE ] Onimusha
[TEIAALDUS4] Devil May Cry

— GAMECUBE [/\fZA/\%—F] Resident Evil
— Xbox [F4/9254 A ] DinoCrisis

MR/ 7IACRIERE Middleware“ACR” Strategy

)D& E D3N EEEH Effective use of software contents
— & THDTSYNIA—L TRV I EHKTEAEE

Middleware “ACR” facilitates simultaneous release to
multiple platforms.

—REERRETLA
Enables interactive play among different platforms
— I CAPCOM vs. SNK2 EO |

[ MARVEL vs. CAPCOM?2 |
[ Catan |

O 7S5 REBE Branding Strategy J

BE#HAIVSHILITSURD&IEEEE
~100AXRT SR DREL ~

Enhancement and creation of M ega-hit titles
~Establishment of Magjor Brands~

-TREA ]

TTENAISA]

ST AF Y =R
TT4/954VR)

TOysTo T )

THARL XA

BZE3Z4(/L)L—E Highquality titles awarded in the past

Onimusha
Devil May Cry
Resident Evil
Dino Crisis
Megaman Battle Network
Chaos Legion

BARILE Title

JEfL Rank

TI—k%

Award Name

BERE

Onimusha

BFE

Award for Excellence

CESA GAME AWARDS 2001-2002 (JPN)

Best of Show

SIGGRAPH 2000 Computer Animation Festival (US)

201
Runners-up

E3 Game Critics Awards 2000 "Action/Adventure’ Section (US)

TEWLADTA
Devil May Cry

BEE

Award for Excellence

CESA GAME AWARDS FUTURE (JPN)

201
Runners-up

E3 Game Critics Awards 2001 " Action/Adventure” Section (US)

INAFNH—F
Resident Evil

BFE

Award for Excellence

CESA GAME AWARDS FUTURE (JPN)

GameCube
Gameof the Y ear

Golden Joystick Awards 2002 (UK)

BxE

Award for Excellence

CESA GAME AWARDS 1998 (JPN)

Best Adventure Game

CESA GAME AWARDS 1996 "Adventure'Section (JPN)

TA/I9FAV R

Dino Crisis

201
Runners-up

E3 Game Critics Awards 1999 "Action/Adventure’ Section (US)

TIRETIRR
automoddlista

Best Racing Game

E3 Game Critics Awards 2002 "Racing Game" Section (US)

Oy I IF+
Megaman Battle Network

BEE

Award for Excellence

CESA GAME AWARDS FUTURE (JPN)

WERE ]

Gyakuten Saiban

THRE
Special Award

CESA GAME AWARDS 2001-2002 (JPN)
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E'JT‘/@*(F)L million titles (B fi : F & '000copies)

T3 —VEHEEHEE~ I ~ Consumer Business Strategy ~ I ~

%3 H 24 b 1985/12~ 2002/9 N—F X H
Release Title Platform Units
1 1992/6 [AM)—}7744-1 Street Fighter 0 SFC 6,300
2 [1998/1 [n'AAn¥ =12 Resident Evil 2 PS 4,960
3 1993/6 [AM)=F7744-T 4-#%" Street Fighter O Turbo SFC 4,100
4 1999/9 |NAAnY " —F3 FAMIAN-7° Resident Evil 3 Last escape PS 3,500
5  |1996/3 |n4Fny—b Resident Evil PS 2,750
6 |1999/7 |T4/974Y2 Dino Crisis PS 2,400
7 |2001/8 |T'EW A 934 Devil May Cry PS2 2,140
8 [2001/1 |HBEZHE Onimusha war Lords PS2 2,020
9 1994/6 [A—n"—AF)—F7745-1 Super Street Fighter [ SFC 2,000
10 |2002/3 |BEF 2 Onimusha war Lords 2 PS2 1,910
11 [1993/11 |73Y Y Aladdin SFC 1,750
12 [1989/9 |bhAIELEVIE TR Duck Tales FC 1,670
13 |1993/9 [AbFJ=}7744—1 " Plus Street Fighter I ' Plus MD 1,665
14 1986/6 |BR#H Ghosts'n Goblins FC 1,640
15 [1988/12 [Ay)Iv2 M egaman 2 FC 1,510
16 [1990/12 [774FW774b Final Fight SFC 1,480
17 [1990/9 [4'997-02" Duck Tales GB 1,430
18 [2001/3 |n'4xny'—F I—FA'OZH5E £ IR |Resident Evil Code Veronica X PS2 1,320
19 [1992/11 [39F¥-D IV AVTHNAVFr— M agical Quest Starring Mickey SFC 1,210
20 [2002/3 |nAAny -} Resident Evil GC 1,205
21 [1998/8 |nN'4AnH¥# —FDC T a7l ¥3yYver. |Resident Evil DC Dual Shock PS 1,200
22 [1990/5 [F972°ET7 - D K k8 Chip'n Dale Rescue Rangers FC 1,195
23 |2000/9 |T'4/934YR 2 Dino Crisis 2 PS 1,190
24 11993/12 |AyHIUX M egaman X SFC 1,165
25 |2000/2 [N AFnY —F a-FA'OZH Resident Evil Code Veronica DC 1,140
26 |1986/9 |HiHE DR Commando FC 1,137
27 [1997/9 [nNAFnY —F T4LYE—2"hyb Resident Evil Director's Cut PS 1,130
28 [1991/9 |BE R Super Ghoule'n Ghosts SFC 1,090
29 |1990/9 |AyHvv3 M egaman 3 FC 1,080
30 [1993/5 [I774F+NI74b2 Final Fight 2 SFC 1,030
31 11998/12 [Ab)=}7714—ZERO3 Street Fighter Alpha 3 PS 1,000

*FC: 773202 (NES)
‘DC:K!)—LF+ X (DreamCast)

*SFC:X—/X—7732a> (Super NES)
‘PS: FL A RFT— 3> (PlayStation)

*MD:AH K5 A 7 (Genesis)

*GB: 4 — LR — (Game Boy)

&

‘PS2: LA RF— 3> 2 (PlayStation 2)

S LRI EZERA L saleswindow for Major Titlesby Genre

(BRI FZ '000 copies)
OTvUIL S EEZAML AAMILEL | RIRTERE
GereMaor Title #of Titles | Unit Sales
& 1—74>% Shooting Game
1942 S1)—X £61E
1942 Series 6titles 1,300
& 793> Action Game
BRF—X =134k 4000
Ghosts 'n Goblins series 13titles '
BimnR)—X 234 © 200
Commando Series 3titles ’
D“J??‘/‘/'J.—Z 26.4145 17,000
Mega Man Series 64 titles
TAR=—1)—RX 227/
Disney Series 27 titles 12,900
T7AFINTFARN)—X £81F 3100
Fina Fight Series 8titles '
BEE)—X £44E 4600
Onimusha Series 4titles ’
TEWAMIZ4)—X 224k 2300
Devil May Cry Series 2titles '
®#&BI Fighting Game
ZH)—_F774 ’;‘l.—*‘/')—x 2691’F 25,000
Street Fighter Series 60 titles
O®RPG
TLARATI747)—R £9E 2600
Breath of Fire Series 9titles '
O T7EALFry— Adventure
NFNF—F)—X 2234k 21500
Resident Evil Searies 23titles '
TALIDFAVRIN)—RK £61F 4000
Dino Crisis Series 6titles ’




>3 —VEHEEHEE~IT~ Consumer Business Strategy ~ IIT ~

OS1FYTHERE Lineup Strategy J

BHIYILDOBR Diversfication of productsline-up

T8KE5 1. [7MET A4 “Steel Battalion” Racing Game “automodellista”

BEEIYVILDOILFE  Amplification of our strong genres

[(RS—F KA Fx— Horror Adventure] ~%d& Shareup~
SINAENY =N | THR G RIMAEIOMESL  Share up with “Resident Evil”

[[909947-3], T70- 4044 =) 1D A

Release of “Clock Tower 3", “Alonein the Dark”
(793> Action] ~#%F Revitalization~

THREEITTEVAMIFMAIDBIN Hit of “Onimusha’, “Devil May Cry”

TT4974YR 1 ThEALEF TV I DI A
Release of “Dino Crisis’, “Chaos Legion”

[ 848 BA Fighting] ~#4 Supporting moretitles~

QO E XY KB Business Expansion Strategy J

Wittt TSR DREARFE~/ N\ OERERBORE~

Subcontract R& D of other company’s brand titles

~ Accumulation of know-how and stable profits~
"GBA EILFDIRE ~HADISAT+—Z&ADDE|~

Legend of Zelda: A Link to the Past / Four Swords
SYF—TYIORADFEEZLE

Disney's Magical Mirror Starring Mickey Mouse

"GBA ZyXF—(3Z—DTUAILYIRE

Disney's Magical Quest Starring Mickey and Minnie

WA T4 —LA~ADFEN Focuson Online Games

-PlayStation BB [y kT —2/\(F/\H—F | [Catan]
“Network Resident Evil” “Catan”

GC

STAM)—F7745- T IO RELI-ARETSVRDERE - Xbox Live TCAPCOM vs. SNK2 EOJ
. y—2" SN oY -
'VS2)=2 1. TUFCI 9 54b JOIRA .7+ 05E#% [MARVEL vs. CAPCOM2]
Maximize know-how through “Street Fighter IT r — . o
Release of “VS, series”. “UFC”, “Pride” Narrow Band TIORETYRA] “atomodellista
INFETEAGE STTAR{R X HBIC M 20004E CY2000 M20014E CY2001
BIEBAMGA—H—! ! ] AL A2 p3= MBI | mr AR T —7%, XFR | K|
- ( = z: fﬁ f%) Rank _jCAompany Name Support Rating Rank Pra/iousRAank 7\77’Company Name Support Rating (+/-)
1 a3 Konami 36.1% 1 4 v Capcom 66.0%| 48.5%
Capcom being selected as No.1 supporting 2 F 214 Namco 29.0% 2 1v a3 Konami 43.2% 7.1%
softwar e company to retailers! 3 SCE SCE 18.0% 3 3— SCE SCE 30.1%| 12.1%
4 HT=a Capcom 17.5% 4 2V F 23 Namco 25.2%| -3.8%
5 HA— Taito 13.1% 5 7 A 7 Sega 21.8%| 14.1%
6 BN Nintendo 8.7% 14 6 6 — T Ru Nintendo 20.9%| 12.2%
7 7 Sega 7.7% 7 5V HA— Taito 15.0% 1.9%
8 INUHA Bandai 7.1% 8 B3N] 23—x2— Koei 12.1%  7.7%
9 TIE Tecmo 6.6% 9 — A THRIA Atlus 11.2% —
10 YENS Square 6.0% 10 10— | AZ70="7 Square 9.7% 3.7%
HiAT: )‘71/(77U1’f I\T?VE\&’AL\E% EI;EIE—J Source: The Analysis of Cousumer Video Games in CY2000,2001published by Media Create CO.,L.TD.
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IR EEEA# R&D Control System

®BIRE R&D Cogt J

200

180

160

140

120

100

80

60

20

BMEFEABDYLFE Reinforcement of development staff

BB, KE. BEICFHELR
R&D bases in Japan, U.S.A and Korea
W7 OL)— 2%« RA5TP—  Subcontract R&D
-BAREFBOEIL  Efficent R&D
-NNERDFRFE/ NV AMEENER

Exploitation of other companies' R& D know-how and human

O FHAREEAF R&D Management Control J

B7O07T 21— —%IE Producer System
WA RLANREEED XT L
EXNE=HAREBE+LEERLRE) X2
Title-based Profit Control System
Minimum Operating Profit =
(R&D Cost + Promotional Expense) x 2

B2/ MLIRETEDFRE

Strengthen title evaluating process

BB REEEEDICRTHBOEE
Unifying Marketing Strategy with each regional executive

resources.
(BAfiz: &M Unit:200 Million of Yen)
O#f7EF%%  R&D Cost
O B% % (4ME)  Subcontracting Development Cost
O BA%% (MN1E) Intema Development Cost 10
13 2
115 10
103
13 52
14 52
42
2
8
71
60 57
2000/3 2001/3 2002/3 2003/3
(5t Projection)

QA1 T4THIE Incentive Program J

WEAREFRREIIHT DA T4T
R& D Incentive Program based on Profit Contribution
by Division

W2 RILAREICHTBDA ot T4T

R& D Incentive Program based on Profit Contribution by title

WA~y IA T avHlE
Stock Option Program




@) JMHBAREL Sales Units shipped J

FHRESA~/L# Number of Consumer Titles Developed

(B 41 : F & 1,000 units)

2001/3 | 2002/3 | 2003/3 | 2002/9

Playstation 2| 44 kL% [Total titles 5 9 29 14
E ™A | Domestic 1,700 3,200 2,950 800

B\ 4 | Overseas 500 4,000 4,700 1,780

£t Sub Total 2,200 7,200 7,650 2,580

Playstation | 44k %k [Total titles 18 11 8 4
E ™MW | Domestic 1,300 500 150 100

# 4 |Overseas| 2,800 900 350 320

it Sub Total 4,100 1,400 500 420

Dream Cast | 44k %k [Total titles 23 11 1 1
E ™A | Domestic 800 150 30 30

#® 4 | Overseas 1,950 280 0 0

g Sub Total 2,750 430 30 30

Game Cube | 44k % [Total titles 1 1 8 2
Nintendo 64 | E A | Domestic 50 290 1,250 380
B 4 | Overseas 100 110 2,750 1,350

5 Sub Total 150 400 4,000 1,730

Game Boy 44 [Total titles 6 13 11 6
E ™M | Domestic 1,050 1,050 2,000 920

& 4 | Overseas 150 3,800 1,700 800

g Sub Total 1,200 4,850 3,700 1,720

X box S4MLEL [Total titles - 1 5 3
E A | Domestic - 70 60 40

# 4% | Overseas - 210 190 5

it Sub Total - 280 250 45

PCZ O fth 44ML %k [Total titles 4 14 28 12
PC & Others| E KM | Domestic 200 240 160 80
#@ 4% | Overseas 500 200 210 45

it Sub Total 700 440 370 125

& i 443 [Total titles 57 60 90 42
Total E M | Domestic 5,100 5,500 6,600 2,350
## 4 | Overseas 6,000 9,500 9,900 4,300

g Total 11,100 15,000 16,500 6,650

3%2003/3EAD E M BEfi AR 44 MV B (BHET) PS2 844 kL. PS744ML. GBA 13401

FY 2002 Domestic Greatest Hits Title (Plan)... PS2 8titles, PS 7titles, GBA 1title

3% 2002/98A 0 E R BE{H iR 24 MV B (RAE) PS2 4940, PS 344k
1H of FY2002 Domestic Greatest Hits Title (Result)... PS2 4titles, PS 3titles

QO CSHRFERAMILEL Number of Consumer Software Titles released J

BARILEE

CSHIRFEEHE

Num_bef of Units sold
Title
(B A ) (B 4L : 7K '000 copies)
100 18,000
COPCZ Dt PCROthers
3 Xbox 90
90 || EGameBoy A
[ GameCube /N64 -1 16,000
[C—JDreamcast
[C—PlayStation
[ PlayStation2
80 || ====CSHERSTHE Total Sales
28 4 14,000
70 -
4 12,000
60
60 57 5
4 < 10,000
14
50 r 6 11
4 8,000
4 | 38 8
g 13 1
3 1 2 8 4 6,000
30 -
10 11
4 4,000
20
18 1u 29
10 b 20 4 2,000
9
1 5]
0 0
2000/3 2001/3 2002/3 2003/3
(&t Projection)

CARCOMY



AM FDEFEFEEHRE Arcade Operation, Other Business Strategy

B KFGMSI ik —FE 1EDEHEH &

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

- KByt V) o4 —-TEEE 52,5006 L E
Secure parking space over 2,500 cars.

- K5IE 4126, FE/NFRIEL0/20A—T >
Opening “Qita’ in 26 April, and “Y achiyo” in 29t October.

AMPEERTEEHEL Number of Arcades
2000/3 | 2001/3 | 2002/3 | 2003/3

H O NewStores 4 5 2 2
Bl 5 CloeStores 4 6| 10 4
E#% Toa 49| 48| 40 35

WU EDEREAA 1mprove Operating Profit Margin
-FRREE. . (JEE) EXRAEFRIEH28%

New Store ... 28% of Operating Profit

Bt & JE. . BIERBIE TES103%. FE117%
Achieved sales growth more than +3%and profit
gross more than +17% at existing arcades on a year to year basis.

B2 GESE) Operating Profit (BAfir: &M 100Million of Yen)
2000/3 | 2001/3 | 2002/3 | 2003/3

Net Sdles 66| 71| 83 94
6.2%0(10.6%0(14.1%|21.7%

T

e, = of Opreting
ERMEE O

O TDMhEZE Other Bus nessJ

BAR—FF—LBEDIALEITF
Challenging Board Game business
T7FBT I IO IETRYRT =D 1DEE)
(K=Fr=b) (TVH-L)  (REERES)
Synergy effects among “ Analog’ (Board Game), “Digital” (Video
Game) and “Network” (among different platform)

-l Catan] (h%>)
—R"Y 6005t RS

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

WX vS5O3—S5A O RBEDILK

Amplification of character merchandising
ATATIYYRER Corrdation with media

— TV7=4 TV animation

— 2E Cartoon

— BRE Movie
(A4t REFEE) (Licensing)

10 GARCOMY



B EE Financial Strategy

BX vyl a70—@EDER
~RELEFrya70—0OFEHLIF~
Cash Flow Management ~ Stable cash flow~
SEHERLUVEEDEERIE

Tighten control over Account Receivables
and inventory

-REREEEORIEE

Tighten control over each title profitability

WZERAEOF VA HEE DL

Transparency in the balance sheet
- T, B, R O EFEEE A

Revaluate its lands, buildings and stocks to the fair market value
"FRDEEIFEA-EEEIHEDEAEL

Conservative allowance for accountsin question

EREEEX vy 20—
Cash Flows from Operations
&P e CashBaance
BHFRERS

Balance of Liabilities with Interests

BECHKRA DG Buyback Shares

-EEHRELTRE Holding as treasury stocks
= HABEEERZR Same effects with cancellation of stocks
- FEEED M L Improvement of financial index

= ROEXEPSMOM Lt
- BEARIARMDEIETIF  Lowering capital cost

Improvement of ROE and EPS

- EiFEEX vy aT0—
{E ! Consolidated Cash Flows from Operations
100Million of Yen
160 -
140 -
120
100
80 .
60 .
40 .
20 -
0
1999/3 2000/3 2001/3 2002/3
EEEEXEBR  Consolidated Balance Sheet
2002/3 | 2002/9 2002/3 | 2002/9
=
RBEE Liabilities | 46-9% | 56.0%
Current assets 59.8% | 69.3%
EE&E # X
Property, plant Shareholders equity | 53.19 | 44.0%
and equipment | 31.4% | 14.5%
BRETDOMERE
Investment and other assets 8.8% 16.2%
HESE BE. DR%RER
Totaluasets 100.0% | 100.0% GJ‘BJ:{XEZK‘SH 100.0% | 100.0%
Total liabilities, minority interests and shareholders’ equity

CARCOMY



EREDEEFFEIEH Consolidated Financial Review on FY 2001, Sep/2002 and Projection for FY 2002

BTSN Prof and Loas Sheet

I TR Il o Veal

12

[ IEEER (EH70 T ]
Capioen J-agan Cagiron Frahur Mg s
PO0psE | p0asd oy | % | pocesm | poced | soonad | % | joogsm | comsa zmjj_ma_
= X Hlex Sales mal  4=io0 are| s3] 21 a3z a14] paEk 152 G40 mo5|  TEn 162
LS Orass Paafi 19267 13800 [FAEEED a 73 80| 1zaaw FE] 123 177 14588 ar
HEE %, of (rzan Frofht JEEs]  arow 4138 1438 aos]  gE | @aan| jaow|  asom T
EXERR Eabew ared (e Eqparuran goag SR S12] Sr5I%| fra F] 28 41| VDR 0 108 157 1534% A |
EEA Opmaling nvoms Ai67]  SA00) poma| - T 37 40| 137 an T 1 z0] 952
EES 4 0 el b it 1374 LFEL] -b4 3% = 111% in6L 154 3% 408 151
T = Chikanwy b oo 5837 = E90 Mozeal - T as s0l 1420W a1 a5 z0] =37 Ty
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EEDEERFEIEH Non-consolidated Financial Review on FY 2001, Sep/2002 and Projection for FY 2002
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FEYIFRTEERR 5B Salesresultsin Sep/2002 and projectionsin 279 Half of FY2002

& L HI=E4E Main Titles Result released in 1H of FY 2002

(B4 {sI : F & '000copies)

14

ALRILA Title #his Areas| H5EH  Releassd Day| T E Plan | =4& Result
. . KE USA 8127 27-Aug 600 510
Ps2 REE2 Onimushaz BXJH Europe 10/4 4-Oct - 230
. N . . XE USA 5/1 1-May 250 490
6C ANTTE ResdentBvi M Euope| 913 13-Sep 180 360
HA Japan 4/26 26-Apr 200 230
GBA Aw4 <> ZERO MegamanZero KE USA 9H Sep 125 120
BX M Europe 9/20 20-Sep 20 10
PS2 7 RETRAZ auto modellista HA Japan 8/22 22-Aug 450 230
P2 BREBILATRAEYY XE USA 5H May 60 140
Onimusha M ega Hits BX 4N Europe 6 H June 120 120
NATNY =R I-FA'DZHhY V1T AREYY XE USA 54 May 60 200
PS2 . . .
Resident Evil Code:Veronica BXJM Europe 6H June 175 230
& THISHE Main Titles Projection released in 2H of FY 2002 (B {51 : F A '000copies)
LRIV Title this Areas %55 H Released Day| EF I Plan
—o . XkE USA 4 4Q 200
PS2 7 ORETARA auto modellista T Europe - 2% e 500
PSD T VA7 7747V M 33 094—4— BZA Japan 11/14 14-Nov 335
Breath of FireV Dragonquarter XKE USA 4Q 4Q 150
HA Japan 11/21 21-Nov 500
GC INAF 1\ —FK0 Resident Evil 0 *XE USA 11/14 14-Nov 620
Fx 4 Europe 3H March 300
GBA A%< > EXE3 Megaman Battle Network 3| HA  Japan 12/6 6-Dec 500
BZ& Japan 1/30 30-Jan 600
PS2 TEILAALDS42 Devil May Cry 2 *E USA UTF January 700
Bk Europe 3H March 360
. . BA Japan 12/12 12-Dec 300
PS2 ~av49A27—3 Clock Tower3 <5 USA 20 10 —




