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Market Overview

S HDTIEBEIM Prospect of Game Market J

W5 —LHIB0NS 0—/3)L{E Globalization of Game Market

(DERARMZIEEIEHmERRI -

Continuous growth in U.S. and European markets

OF |+ Nib: [FS 3R T 20

Harvest time for software publishersin U.S. market

@ FRINTHIZX2005FE = THERARADH D
Promising harvest time till CY 2005 for software publishersin
European market due to late introductions

2)FA 47— LG DMRE

Moving toward on-line game software market
O rYrT—VRIEDERICESIE RIEK

Establishment of infrastructure for network environments
facilitates on-line gaming

Q@ F 47— La—F—DIEN

On-line gaming proliferation helps more users to access

(B EFERETIZDILK

Market expansi on through more mobile phone users in the market

- T59hI+—LELT, FIEEEZE|H

Mobile phone to be another platform for entertainment games
(4) RRAHETIETOREFTEDEIH
Exploitation of the potential markets
@ 7o 7HiBDEIR Asian market as unexplored market

@ bpEHETOIAVY—ILT—LDHE

Release of console hardware as well as software in China

B Y=V —LTHIBHE  Market Projection for Console software
(BE 457 : &5 2 Millions of Copies)
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WA USAU 7 —LTHERR (2R, PCED)
Mar ket Projection for On-linegaming (Worldwide basisincluding PC )
(BAf: B KL Millions of U.Sdollars )
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T—LALKFR TDZ#1{7i& {717 Capcom's position in the video game industry

€2003/3F 8 EELLE FY2002 Financial Results comparison among the Japanese game software companies. (84 : M Unit: 100 Millions of Yen)

EFXE |Ro9x7| 3a—xI— | +.L3 +h Hh7ay | T=vHR| aF=

Nintendo | Square Koei Namco Sega Capcom Enix Konami
5t £ B Net Sales 5,041 402 268 1,547 1,972 620 218 2,536
A Y| 1,001 125 107 94 92 66 46| -218
F 2 Z TP 19.0906|  31.3%| 40.0%|  6.1%|  4.7%| 10.8%| 21.0%| -8.6%
L HA A A Net Income 672 140 62 41 30 -195 24 -285

* 1 HARTRE RIS Source“Financial Results for FY2002” by respective company
2. BHIEF ILEEFIEICKD, Ranked by Operatlng Profit
k5t 7 (2002 /Z )

Japanese market share baa%don consumer gamesal% unitsin FY2002; and U.S. market share based on actual salesin FY2002

H A5 Japanese M arket

(B I : F & '000 copies)

A—Hh— BREAK| 7

Company Name Sales Units Share
1 O + = K onami 5,800 12.42%
2. £ X ¥ Nintendo 5,682 12.17%
3. RU9x7 Square 4,444 9.52%
4. NN 5 A Bandai 4,260 9.12%
5. i & £ > Pokemon 4,144 8.88%
6. A F3a> Capcom 3,065 6.56%
7. F+ L 1 Namco 2,466 5.28%
8 J— I — K oei 2,424 5.19%
9. YV = — SCE 2,198 4.71%
10. /N> T L AL Banprest 1,758 3.77%
z D i Others 10,446| 22.37%
a it Total 46,687| 100.00%

XHFR 120026 4 —LHiGEE]

Source: “The Analysis of Consumer Video Games 2002”

XETHiE U.S. Market

(B : FKJL Unit:US$1,000)

A—h— RTEEE | 17

Company Name Sales Share
1. ILYhAZYHT7-Y EA 1,033,422 19.36%
2. £ X E Nintendo | 468,150 8.77%
3. v = - Sony 394,268 7.39%
4. T 14 U 2 Take2 367,843 6.89%
5. TITE VY Activision| 365,335 6.85%
6. T H Q THQ 318,987 5.98%
7. AVIEYILR Infogrames| 254,744 4.77%
8. . #H Sega 194,911 3.65%
13. 7 7 a v Capcom | 139,115 2.61%
T D Others [1,111,532] 20.83%
=) &t Tota [5,336,562| 100.00%

XHFTTTRSTS LAR—k1  Source: “TRSTS Report”
GARCOMY
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BEXEDHE

Reformation of Management

& P EHAIFEEEBR Medium-term consumer business targets ]

BB ERRICKY . KE. RMHIB T 7Z2IKT 5,

Increase profitability in U.S. and European markets, and grow on aworldwide basis

BERBMAICEFBIITATAITEIRDA LS H

Maximization of creative capability aswell as management executlon |n R& D division

BIRAVNEEDI—Tr T4 K FIDFEL

Implementation of Marketing-oriented management

hHAMNGRHDBIET NEHAEERETR

R&D Mid-term objectives

RS A ML FTTEEIDERL

Mid-term R& D process control and strategy on releasing contents

ORI FEB AT COBMEE - ST EIDBAREIL

Appropriate scheduling of release content and time in each region

QFRHICESIFRBNDREILZHSD

Stabilization of revenues

B O—/ VIR IELI=2—7 T4 il
Marketing structurefor globalized mar ket
DR— T4V ERO D AREADT4—F/\v)

Timely feed-back on R&D process based on analysis,
competitors and users

Qa—4—NHFEEEFMIL I STO0E—L 3 ER

Strategic promotional activities to motivate more users

W) IAT4T I ELI-FBIREHH DB ZE

R& D reformation specialized in creativity

HMiE=——XICENGE L=V IFRREET -0 DIREE(E

R&D environmental reformation to focus on creativity to meet markets demands

(1) FAFEF9ZB#MA R&D unit reformation
FFERNBICICCTABEBEIERIZICHRA  Appropriate grouping

(2) 2B AR GRIERSE . ABRR) AT LDFEIL
Dual approval system (Prototype R& D, Proper R&D) to upgrade quality

FFFIRERBETOUIRE M., 2T D BAREL

Prior consent with management for new title creation to ensure profitability

(3) EHBEEDMBUE Tighten measurements on title progress
mE . B EL-ESEREHE

Application of measurement tools for all titles, and taking necessary
steps on title progress
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22—V EE Consumer Business

O a1 —EXEM Consumer Business StrategyJ

WSRO BEEFHEYIFDEIE

Enhancement and creation of Mega-hit titles

(DMEEZERL. RERANDEBZTE SR
Maximization of content to enhance profitability and productivity
BRELEQAA—DED)—XT7 : A)DFIL 3
Allotment of R&D resources Mega-hit sequel 7, New content 3
D I)—AYTk - URIBEDNYELY Sequel Titles: Secure revenues
@AV FILYTE - FiT=TEAEDRIE New Titles: Creation of new brands
(2) FRREWFDRAILERAFEZE (R E

Develop software to U.S. an European market flavor

@ #etm [NNAANF—=FITTEILADSA ]
Sequel Titles: “Resident Evil ", “Devil May Cry”

Q@ HE TE1—FT17I) Sa—]
New Titles: “Viewtiful Joe’

(3) FHAZA ML RFEETEIC L SR ERILGR A ML AT D FEIL
Timely content release based on mid-term R&D strategy
fim-FESLEAMICHIGL. BHIOEROREILZHD

Releasing sequel and new titles periodically to stabilize revenues

W/ Ty v—YTrDOE A Publishing other third Parties' titles
2L DERFEFITLN, I DIEMER S

Secure licenses of other companies’ brand titles to increase revenues
@ BN ITSURBARIL  Oversess Publishing Titles
['Grand Theft Auto I |, [ Getaway 1. I Sprinter Cell |
@ E NS4 ,IL Domestic Publishing Titles

D74 —7ALRY T Z), TH5E2]
“Fire ProWrestling Z”, “Way of The Samurai 2"

Wbt TS5 R D 2SR

Subcontract R& D of other company’s brand titles

FRFE/ 7N\ DEES LUVRENGINE DFER
Accumulation of know-how and stable profits
MEEEEZH S L Ty—3T VS T48—2 X

00000 “Mobile Suit Z Gundam A.E.U.G vs. TITANS”

©0 0 000000000000000©BANDAI2003©CAPCOM., LTD.2003
ALL RIGHTS RESERVED.

WA SAT—LADF G Preparation for Online Games
FROBEZRIEA. BIBHNG/ DN\ DER LG
ETILDIBE

Accumulation of know-how and build up business structure in
anticipation of online growth

(1)<ILFIyFIBB (KDDI)
Multi-matching BB Online service provided by KDDI Corporation

D P2l /\A A\ —FK 79T L A4 ] “Resident Evil Outbresk”
@ P2 £V RA—/\B—]
@ P2l 79 ETY A4S U.S—tuned]
(2) PlayStation BB
PS2l Catan]
(8) Xbox Live

D Xbox! $kE5 KHEE | “Sted Battalion Line of Contact”
@ Xbox[ 79 ET)RA U.S~tuned]

“Monster Hunter”

“ Auto modellista’

“ Auto modellista’

4 CARCOMY



FHRESA~/L# Number of Consumer Titles Developed

YR #E CSERTE 21 FIL#
Sales Units shipped Number of Consumer Software Titlesreleased
(B3 : F 7 '000 copies) QNTJ:;;? CeRMIME
2002/3 | 2003/3 | 2004/3 | 2003/9 () (B4 2 1000 copies)
Playstation 2| 4/ML% [Total titles 9 33 31 11
E M |Domestic| 3,200| 2200 3,950 715 10 — 18,000
5 4% | Overseas| 4,000| 4,630| 3,650| 1,200 — %
# |SubToa| 7,200| 6830| 7,600 1,915 0 | | = comomernet N | 16000
Playstation | 44k %k [Total titles 11 8 9 7 e 80
IE W Domestic 500 140 90 50 —8— CSHABRFEHE Total Sales \
# s |Oversas| 900| 700| 410| 470 l ® N | 14000
st |SubTota| 1,400 840 500 520
GameCube | 44k [Total titles 1 8 7 4 70
Nintendo64 | E ™M | Domestic 290 | 1,000 300 265 10 1 12000
# 4% | Oversess 110 2,230 1,900 355 ol -
£t | SubTotal 400 3,230 | 2,200 620 57 5 | so0m
GameBoy | #4MLER [Total titles 13 9 9 6 9 '
E W |Domesic| 1,050| 2100| 1,100 530 50 ¢ » 9
# 4 |Ovesms| 3,800| 2,700 940 950 ” 8 B 1 8000
st |subTotal| 4,850| 4,800| 2,040| 1,480 ol
Xbox A4FLEL |Total titles 1 5 5 3 8 .
E ™M | Domestic 70 60 100 40 ! 1 6000
&\ 4+ | Oversess 210 220 700 150 30 & . "
£t | SubTotal 280 280 800 190 N
PCZODfth | 44hL%k [Total titles 25 35 19 22 20| 1 4,000
PC & Others| E A | Domestic 390 200 160 40 33 a1
# 4 | Oversess 480 120 100 5 = " 2o
t  [SubTota 870 320 260 45 10 '
=11 4438 [Total titles 60 98 80 53 . 9
Total E AN | Domestic| 5,500 5,700 5,700 1,640 0 0
4 5 | Oversess| 9500 | 10,600 7,700 | 3,130 2001/3 2002/3 2003/3 2004/3
£t Total | 15,000 | 16,300 | 13,400 | 4,770 (3t Projetion)
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FEYIFRTE

#28 51i# Salesresultsin

/2003 and projectionsin 2"d Half of FY2003

& IS Main Titles Result released in 1H of FY2003 (B {3 : F 2 '000copies)
BAR)LE Title Hhis Areas| FEFEH Released Day| BB Result
GBA RAYYY>+EH2  Megaman ZERO 2 HZA Japan 5/2 2-May 190
AyIRVIT ¥ FSUARIYIaY - ]
GC R *X[E USA 6/17 17-Jun 140
SR Ay I IT €3 KE USA| 6/24 24-Jun 300
Megaman Battle Network 3 FXM  Europe 6/20 20-Jun 20
P2 OvIIUXT Megaman X7 BA Japan| 7/17 17-ul 160
PS2  Grand Theft Auto II BA Jgpan| 9/25 25-Sep 290
JLay—ks5—av yoaris— g
PS2 Gregory Horror Show Soul Collector B& i 8/7 -Aug 10
box Dirno Criss3 HA Japan| 6/26 26-Jun 30
*E usa| 94 Sep 60
& THIZTE Main Titles Projection released in 2H of FY 2003 (B4 4L : F A '000copies)
RARILE Title #his Aress| FFEH RedeassdDay| ETE Plan
Xbox Dino Crisis3 FR Europe| B3+ H] 3rd Quarter 220
N o XE USA| 107 7-Oct 400
by BREWRE YFE~TEA-OBL~ [RE USA|F4mEH 4th Quarter 250
Maximo vs Army of Zin FR Europe| S54PH 48]  4th Quarter 130
i _ AA Japan | 1127 27-Nov 300
4G ; i
P2 HBEHE HEFE(E OnimushaBlade Warriors KE U.SA | SB4m%m 4th Quarter 100
by IMANF—R FURTLAY BA Japan | 12/11 11-Dec 500
Fezdiant 2ol QuiETz e KE USA | Bam$g 4th Quarter 700
GBA AR ITEA M=TAU byb Yy, T -4y B Jepan | 12/12 e 400
Megaman Battle Network 4
P2 HBE#ES onimusha3 HZA Japan 3H Mar 700

6



YA BRIV million titles (i : % "000copies)

SUA BRI =21~/ Million Titles & Sequel Titles

5k H 240 1985/12~2003/9 A B
Release Title Platform Units
1 |1992/6 |AM)—F7744—1 Street Fighter O SFC 6,300
2 [1998/1 [WAAng =2 Resident Evil 2 PS 4,960
3 |1993/6 |AM)—p7744—T 4= Street Fighter 0 Turbo SFC 4,100
4 [1999/9 |NAANY =} FAPIRT=T Resident Evil 3 Nemesis PS 3,500
5 [1996/3 |NA4Ang -} Resident Evil PS 2,750
6 |1999/7 [T'4/974A Dino Crisis PS 2,400
7 |2001/8 [TEW M 934 Devil May Cry PS2 2,160
8 [2001/1 |BEE Onimusha : Warlords PS2 2,020
9 [1994/6 |A-N—-AM)—-}7744-1 Super Street Fighter 0 SFC 2,000
10 |2002/3 [HBEH 2 Onimusha 2 : Samurai's Detiny PS2 1,990
11 [1993/11 |75V°Y Aladdin SFC 1,750
12 [1989/9 | hAIKEWEER Duck Tales FC 1,670
13 11993/9 |AM)—=F7745—1 Plus Street Fighter 11" Plus MD 1,665
14 |1986/6 |BERH Ghostsn Goblins FC 1,640
15 |1988/12 |Ayywv2 Megaman 2 FC 1,510
16 [2003/1 |TEN M H34 2 Devil May Cry 2 PS2 1,500
17 [1990/12 | 774+ V774 Final Fight SFC 1,480
18 [1990/9 |¥vH9T-IA Duck Tales GB 1,430
19 12001/3 |[NAANY =} 1—FA'OZh5E & kR |Resident Evil Code Veronica X PS2 1,320
20 [2002/3 |[NA4ANE -} Resident Evil GC 1,240
21 |1992/11 [3v¥—DIV INTH A UF4— Magical Quest Starring Mickey SFC 1,210
22 |1998/8 |n44nY"—FDC T 27V yay)ver. |Resident Evil DC Dual Shock PS 1,200
23 [1990/5 |Fy7°ET D KIEE Chip'n Dale Rescue Rangers FC 1,195
24 [2002/11 (W43 "=} 0 Resident Evil 0 GC 1,190
25 |2000/9 [7'4/974VA 2 Dino Crisis 2 PS 1,190
26 [1993/12 [Ay4IUX Megaman X SFC 1,165
27 [2000/2 |NAAAY -k 3—FA'D=h Resident Evil Code Veronica DC 1,140
28 [1986/9 |EKIZDIR Commando FC 1,137
29 |1997/9 [WAANY =} T4LYs-R"hyb Resident Evil Director's Cut PS 1,130
30 |1991/9 [BERH Super Ghoulen Ghosts SFC 1,090
31 [1990/9 [myyvu3 Megaman 3 FC 1,080
32 [1993/5 [774F 7742 Final Fight 2 SFC 1,030
33 [1998/12 [AM)—}7715—ZERO3 Street Fighter Alpha 3 PS 1,000

A

v LB EERA L Sales Window for Major Titlesby Genre
(Efi:FA 000 copies)
O v SEERLNL AARILER RERFTEHE
Genre/Mgjor Title # of Titles Unit Sales
&> 1—74>7% Shooting Game
1942 21)—X 261
1942 Series 6 titles 1,300
& 773> Action Game
BRI —X 2134 4100
Ghosts 'n Goblins Series 13titles ’
BB ORY—X 23 1 200
Commando Series 3titles '
ayovoo)—X 2824k
Mega Man Series 82 titles 20,000
T4R=—I1)—X £204
Disney Series 29 titles 12,900
T7AFILITFAR)—X 28k 3100
Final Fight Series 8 titles '
BAREV)—X 261k 4,900
Onimusha Series 6 titles ’
TELALYSA41)—X £31E 4400
Devil May Cry Series 3titles '
®#E1 Fighting Game
AN—RTFLH——X| 2474 23,000
Street Fighter Series 47 titles '
®RPG
TLARFTI74T721)—RX 2124F 2800
Breath of Fire Series 12 titles ’
O T7RRFv—  Adventure
AN —F1)—X £324 94,000
Resident Evil Series 32 titles ’
TA/ DAV RAU) =X £10% 4200
Dino Crisis Series 10 titles ’

*FC:773aY(NES) -SFC:R—/X—7730> (Super NES) -MD:AHFS4 7 (Genes
*GB: 4" —LR—4 (GameBoy) -DC:K'Y—LF+¥AF(DreamCast) -PS: 7L A RXF— 3> (PlayStation)
PS2: FLARF— a2 (PlayStaion2) GC: 45— L 1—J (GameCube)




AM jEER B L U EFF#G5FEFE Arcade Operation, Arcade Sales Business

B TIGRE X EEESH (AT L 102.6%)
Themarket size progressed further than it had in recent years,
suggesting a recovery (up +2.6% from FY2002)

TREEFHOFAFEORBEEFHANDHIELE . RN IEHRER
ME Efficient management by scrapping unprofitable arcades and
opening ones in large community

Sa—RX AR D THISHRIE over-all Market Size of Arcade Operation
ERE
(Bis . {&M 100Million of Yen) 2001/3 2002/3 2003/3 Growth Rate

QLIEFAMBEE ArcadeSales J

tnvnme reeoan 5 g6l 5 903 6,055 +2.6%

MHAT7R-R AVMNEXERDEREREIREE ] Source"Report in Amusement | ndustry”

W [his—F)E | BREE O HE 6T

Open a new storeto be#1 arcade in each regional lar gest mall
(1) Ff5E L120EM LL L | BEE152,00068 L EDO KRB ESRER
MEEXAIZH IS
Open arcades in large commercial complexes, which annual sales are more
than ¥1.2 billion, to secure parking space over 2,000

(2)BE 77 J&. . . ATEREL 5T LS 99%. Fl#113%
Achieved sales growth almost flat and profit gross more than +13% at
existing arcades on ayear to year basis.

(#F R 5. .. U5H) EXFRREH26%

New Store ... 26% of Operating Profit
EERMBER o%of Operating Profit (B 45z : &M 100Million of Yen)

2002/3 | 2003/3 | 2004/3 | 2003/9

% £ NetSdes 83| 92| 101| 47

gxrizs O PO 14.19| 23.206| 23.206| 23.8%

B HIFRBIIEANDIKL (RILEL 112.2%)

Themarket size shrank lessthis past year than it had in
recent years, suggesting arecovery (up +12.2% from FY2002)

(1) ERER --- WCCF, FRERRMEEE
Dedicated Machine- - - WCCF, Online Mah-jongg Game
(2) TZA R JL— 8

Prize-winning Games - -+ Crane Machine

(B)AFILEE - ZEABBEMBET v v—H HES]
Medal Games- -+ Pusher for multiple players

F IS ES Over-al Market Size of Arcade Sales

(Bif: /8 100millionof Yen) | 2002/3 | 2003/3 ﬁm’gﬂi é%v;;t%f_:e

T54X  pize 352 472K_35.1%|) 34.1%
A Medal 223 2711 20.1%) ) 21.5%
AMET printing 180 188 14.0% 4.4%
HHE Dedcated 93 134 10.0%| 44.1%
RV TE  video 152 93 6.9%| -38.8%
FHT— L Musccame 49 34 2.5%| -30.6%
Z D Others 151 154 11.4% 2.0%
a &t Total 1,200 1,346| 100.0%| 12.2%

MR 732-R AVMNEERDERRFEIREE | Source"Report in Amusement Industry”

WITSAX, AT VR ORREICIES

Focus on developing Prize-winning and M edal Games

MEHERERDFNT 4 XHEOATILEERA

Releasing Prize-winning and Medal having the large market share
DT AR TAF & ] Prizewinning Games “Mecha-tore”
QAF I TFETUXYF | Medd Games* Asian Kitchen”

CARCOMY



FDMEZE Other Business

QXT3 —F53At REZE Licensing-Out J

WATATIVIRRRAIZEY, OFO—REEAHHL,
T—LISUFDEEEES

Strengthen the game brand in tie up with Media

(MTVF7=ATaYYTY T E I1DOERM
TV animation “Megaman NT Warriors’

@ B&- -+ 2003/10/4~ REER55% TLEHER
Japan 2003/10/4~ Rating 5.5% TV Tokyo

@ dtk--- 2003FELBRAFE HEEFEL40% WBKids
U.SA. 2003/winter (plan)~ Rating 4.0% WBKkids

@ BRI - - - 20045 & FFE
Europe 2004/spring (plan) ~
(2)BLEEMDFSHRL—3 Collaboration with “Movie”
@ TIX1ANF—F 7HRAI)TR] 2004F108 2FFE
“Resident Evil Apocalypse” To bereleased in October in 2004 (plany

@ MERE] 2005FEEXARFE
“Onimusha”’ To be released at the end of CY 2005 (plan)

@ TTENAYIT4] 2006FELEAFE
“Devil May Cry” To be released in CY 2006 (plan)

MEERALN O GRFTEHIEL. BELKXERS,
Strengthen sales product to expand business
DVD# & DVD Product
@ =2a—22kXJ2)—X  “Mutant X” Series
@ BYHSFRTVIUI)—X % “Overseas SF TV Program” Series

QENAINATIVEZE Mobile ContentsJ

BENAIWST—LTFISIHRE Market size of Mobile Games

(EAfiz: &M 100Million of Yen)

i  Area | JR Overview |2004/3(Plan)
B X  Japan |FZREA  Maturity 210
2 E Koe |BEAER Maturity 250
BX M Europe |FRER Growth 270
X B USA [BEH]  infacy 360
fm E china [{2EH  infaney 90

XHFR: YwsNS5 X %L netsizett. Living Mobilett T—4% 4 & 12 M1 4ERL
Source: Our estimate based on data from Zappallas,Inc, Netsize Group and Living Mobile, Inc

BB THIEADIEBAIERA Exploitation of mobile contents
(1)K Current Mobile Contents business
@D 2002£9A M oiEs THESFAR

Supplying contents in overseas area from September, 2002

@ MAARIETOT . BRNAE1THEIZEE &

Supplying 11 titlesin 17 countries such as Asia and Europe
@ E/NAILALTUYER 2004/34A5HE 55 L 108
Net Salesin FY2003 (Plan): ¥1 billion
(2) 4 1% DZE % E B Business Opportunities
@ KEHEZTOS —LEI(E
@ HEMISETOT —LERIE

Supplying gamesin U.SA.

Supplying games in China

9 CARCOMY



EREDEEFFEISEE Consolidated Financial Review on FY 2002, Sep/2003 and Projection for FY 2003

Wiz Bl Profi and Loss Shest

D TR e ot e Y

W SR PR T Trsestroent Cost

(M= Ut Makion af o)

200353 | 2004/3 iy 20039 | 2003/3 | 20043 % 200379 |
| e Sales 62 D36 G3000( 101 6% 22 452 ks [y Incermnal R&D: Cost Bi112 H.500) 1045 3,875
e g Geves Proft 22838 22600 SO0 8,167 M) Sutcomimoing REDCan 5673 5,200 o1 7% 2311
FiEE %, uf Ckegs Froft 16.8% a5 gy T6.4% S | Techoeil RED Coat | 1,151 1,300 1Mz29% 464
SRR Sales and G Expenses 16,158 15100 S35% G323 -2 1 Tokad | 14,936 15,000 100 4%) G650
EmAE Cgeratng hcames G Ga0 7.500] 1123% 1,844
E {lr=pis % af Cperaing [Aoee 10.8% 11.8% 8.2% O W S ke of Boployess ) (T A, Uz P
EEAE  Orvdnery Income 6,797  7,300] 1074%] 1,570 | 200373 | 2004/3 | % | 2003/9
His® i of Chrcknary Ircerns 11.0% 11.6% 1.0% AFaw Cipeom Japin 1,162 1,086 050 1.072
PR Het Inzome S 105598 4,200 - 919| Fati s Conmlsisd Sbataa 143 158] 1105% 135
FlE % of Het locame =31.6% 6.7% 41% S IL—7E Totsl 1,305 1,244| 053% 1.207
BTSSR Sader by Busniees segmerss 00 IR Uit b of Ve A WS Husher of BED Enployees (M= 4. Uit Pasroes)
200353 | 20043 Pé 20039 | 200353 | 200473 %4 20039
T s T Consmmer 4090 45107 saex 13,409 LERE T R&D Emgloyer | 761 T24| 95 1%| 107
AR Azrads Ciperation g 842 10,133 1096% 4679 MEA RN ) D Contneied Enpleyes | i1# 108 OE 4% 105
WIREES Artarde Game Bales 954 1,984 207 3% 2. 706 -2 1) Total | B73 832 053 B12
TR (Cehers 3,743 .5,??1 154.2% 1,656
= M Tokal G2 036 63.000[ 101 6% 22 452 RN Depes catien (=AY U Ml af Teal
| 200373 | 20043 4 200379
S CHARIATFL <R > Sakee by Grographa: Area S BRF Unit WiBom of Yerd AFay Caprom Japun | 1.724 1.884| 1092% B65
20033 | 20043 b2 | 20034 FottEn Corsliied Srhdases 478 432|  904% 243
8 * Japan 37191 40477 10=ex| 15218 el el - 111 Total 2,202 2.316] 1062%) 908
t ¥ Hirth Ascesica 16,417 14,006 91.3% 4 655
HE Eurnpe 7819 6,039 =27y 2 425 SR Capitd Bpendinge (= P Ut Mikions of Fia)
+ & th Cehrr Serrirics G607 GB8| o6EX 155 | 2003/3 | 20043 i 200379
Gl Toeal 62.036] 63,000 1016 22452 A7av CopromJupan | 1,404  2307] 1703% §22
Feiteht Cenmisistud Sdridusan 407 3,000 737 1'51.| 20810
SEETER Prenobond Esxpenn: S ERE ekt Mo o Yer? ol | = 1 Tobad I.-EI 1 E‘EE] EHT ?‘3‘, 3}33
200373 | 200473 | ™ | 200379 |
HEWicR Frematenal Expenee 1272 o246 S50K 2138
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EEDEERFEIEFE Non-consolidated Financial Review on FY 2002, Sep/2003 and Projection for FY 2003

W3RN Profic and Loss Sheet

I AR Ol Melions of Yen)

W= S5k Preai down of Major Expenses

(M AR st filices of Ve

20033 | 20043 %4 2003,/9 200373 | 20043 %4 20039
= - & Het Sales 43454) 45500( 1047%) 16895 [ ) Promatian Expense 3,691 3680 997% 1,141
= g Croes Froft 13678 14 500 106.0% 5 645 AW Perssnnel Expezan g 847 10,178 102.9% 4822
FE Y of Ceuii Prafit 31.5% 31.9% 33.6%
FEmit il S and O&A Expeises 9449 9400 995% 3993 WEENE MR Break-donm of Depieciabea (AT AR st Millioes of Yewd
RIS Cperateg locome 4229 9 100 1206% 1,691 200373 | 20043 4 20039
Filhs % of Cperating Ircome 9.7% 11.2% 10.0% iz ®m s Eipenses 799 JE3| 955% 312
e Cirdmary [ncame 4,308 B 100 1185% 1,485 LSRR Fvos Shan Eguprael = = = =
FURE % of Ordnary Income 9.9% 11.2% 8.8% R ARG Arcain Equpmest 925 1,121 121.2% 352
=R UETE= Het Income Sy 13,741 3,000 = 230 s M Totl 1,724 1,884 1080% 665
=T Y of Het lcoeme =31.6% G.6% 4.9%
S IPIRPE L Sales by Sepmsnts (IS T Uhat Biona of Verd WERETEE Capital Fapesritore (MR Ut Befiliora of Vend
20033 | 20043 | % 20039 200373 | 200473 | % 2003/9
Aa-7A FCEL) | B Domesc | 22 661( 22663 10008 6,037 AMBEIR-L- 5R  Arcode Operatem 1,040 1.968| 1203% 689
Cansmr A Crereear 1472 6,203 =108 2081 £ ot Cehire 364 4221 1158% 132
— A B 5k Tonad 30,133 2B BGG|  S0E% B.11%9 -1 Towal 1,404 24391 1703% g22
BT EF] Comeme 1,085 2019 1851% 2,744
| Arcade Gare Sals MW Craerseas 5 - - - @ ANTRIEEER Mumber of Arcades _ I E mt Lonbiens)
M fuh Total 1,000  2016] 1e5ow] 2744 20033 | 20043 | 2003/9
AMTERY kst Opertion. | B Domesic 8,046 10,133 112om 4679 N7 Capcom Japan 30 33 31
r_ﬂ"-’ EF] Camrmese & 1 12 5% s FEiTEH ool chile d Sk i e 3 0 |
Mume Froect B Cuerseas 407 250 614% 141 -7 ek Total 33 33 32
Bt Suh Tl 415 231 BDA% 143
O\ 7s Toif &) Coreesae 2447 3040 1575% 1.081 WMEF M R DomesticdDverseas Sales Rafio ) S Vsl lons of Ve
Fizyaky reverse ad A Crverseas 243 260) 1193% 118 200373 | 2004/3 | % 20039
Cther: I Suh Towd 2,740 4230 1544%) 1,209 3 M Camestic 35.326| 38,757 109.7%[ 14,553
F20 Pachmko-sysem | [EF] Dameese 27 - = - - I Crevraras 8128 G6,743] EI0% 2142
=R Tatad 43,454 45500 104 7% 16,895 = Tuotil 43,454 45500 1047% 16.895
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