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Disclaimer Regarding Forward-looking Statements

Management strategies, plans, projections and other statements excluding historical facts in these presentation materials are forecast purpose.
Please note that the above business projections are based on the information that is available at the time of this announcement and certain
assumptions that serve as the basis of rational judgments. Actual performance may vary substantially from these projections due to various
contributing factors to the future.

Additionally, changes in market environments, such as the diversification of user needs, may drastically affect the performance of this
industry in which our company operates.

Factors contributing to performance fluctuations include but are not limited to: (1) the presence or absence of strong-selling titles and the
number of units sold in the home video game software business which accounts for not less than 50% of our total sales; (2) the progress of
home video game software development; (3) the proliferation of home video game consoles; (4) sales in overseas markets; (5) trends in stock
prices and foreign exchange; (6) cooperation with other companies in development, sales, and operations; and (7) changes in market
environments.
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Mid-Term Consolidated Statements of Income
From April 1, 2004 to September 30, 2004
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Overview of Mid-Term Financial Results ended September 30, 2004

Millions of yen

2003/9 2004/9 Difference

Net Sales 22,452 28,537 6,085

Operating Profit 1,844 1,778 —66

Ordinary Income 1,570 1,486 —84

Net Income 919 543 —376

In comparison with the same period of the previous year, results of Net Sales was exceeded, whereas the
same of Operating Income, Ordinary Income and Net Income fell below.
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Overview of Mid-Term Financial Results ended September 30, 2004

Millions of yen

2004/9 2004/9 Difference

Net Sales 26,700 28,537 1,837

Operating Profit 1,300 1,778 478

Ordinary Income 1,150 1,486 336

Net Income 560 543 - 17

On the other hand, in comparison with company plan, results of Net Sales, Operating Income and Ordinary
Income were exceeded, whereas the same of Net Income fell slightly below.
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Summary of Mid-Term Financial Results ended September 30, 2004

Millions of yen

2003/9 2004/9 Difference

Net Sales 22,452 28,537 6,085

“Megaman” Series received high praise from players all over the world and “Grand Theft Auto Vice City”
and “Resident Evil Outbreak”persisted as big hit.

Recently opened arcards such as “Plaza Capcom Kyoto”, “Plaza Capcom Tsukuba” (two were opened
nearly at last fiscal year end) and “Plaza Capcom Shitoro” contributed to the sales.

I
Steady sales of Video Games and Medal Games
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Summary of Mid-Term Financial Results ended September 30, 2004

Millions of yen

2003/9 2004/9 Difference

Consumer 13,409 17,387 3,978
Arcade Operation 4,679 0,982 903
Arcade Games 2,706 2973 267
Others 1,656 2,994 938
Total 22,452 28,537 6,085

Details of the results were noted on “Overview and Future Strategy by Business Segment”
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Summary of Mid-Term Financial Results ended September 30, 2004

Millions of yen

2003/9 2004/9 Difference
Operating Profit 1,844 1,778 —66

Millions of yen

2003/9 2004/9
Net Sales 15,215 17,500 2,285
Japan 9% of Operating Profit 21.2% 13.3% -7.9%
Net Sales 4,655 7,922 2,867
North America 9% of Operating Profit -6.6% 8.7% 15.3%
Net Sales 2,425 3,386 961
Europe % of Operating Profit 5.9% -2.0% -7.9%
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Summary of Mid-Term Financial Results ended September 30, 2004

Millions of yen

2003/9 2004/9
Net Sales 15,215 17,500 2,285
Japan 9% of Operating Profi 21.2% 13.3% -7.9%
Net Sales 4,655 7,522 2,867
North America % of Operating Profit -6.6% 8.7% 15.3%
Net Sales 2,425 3,386 961
Europe 9% of Operating Profit 5.9% -2.0% -7.9%
I Brief for increase and decrease of % of operating income

Titles that had been decided to be developed before the implementation of Structural Reform, gave impact against

corporate profit.

Publishing titles were increased.

In line with streamlining European distribution, inventory reconciliation was made and contributed negatively.

% of Operating Income was improved considerably in the U.S.
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Summary of Mid-Term Financial Results ended September 30, 2004

Millions of yen

2003/9 2004/9 Difference
Net Income 919 543 —376

. Gain on transfer of business 66 million yen

Gain on transfer of casualty insurance service business in the process of dissolution of Status Co., Ltd.

. Loss on sale or disposal of fixed assets 80 million yen

Sale or disposal loss by closing of arcade facility (Plaza Capcom Tokamachi) and branch office renovation.

|
Gain on sale of investment in securities, loss on revaluation of investment in securities 5 million yen in total)

Gain on sale of investment in securities, loss on revaluation of investment in securities owned by Status Co., Ltd.

L Corporate tax, local Tax, and enterprise tax 196 million yen

Imposition of withholding tax for cash transfer from subsidiaries in overseas

10 CG’ARCOMY
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Mid-term Consolidated Balance Sheet as of September 30, 2004
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Mid-term Balance Sheets as of September 30, 2004

Millions of yen

2004/3

2004/9

Difference
Current asset 62,957 61,943 —1,014
Fixed asset 30,138 30,128 —10
Total assets 93,096 92,071 —1,025
Current liabilities 17,129 29,048 11,919
Long-term liabilities 44,111 31 ,339 - 12,772
Total liabilities 61,241 60,387 -854
31,854 31,684 -170
12
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Summary of Mid-term Balance Sheets as of September 30, 2004

Millions of yen

2004/3 2004/9 Difference
b 8,022 11,243 2,321
Seaurites 2,321 999  -1,322
Inventories 4,338 3,792 -546
(1) Notes and accounts receivable
- 9

Increase of accounts receivable due to release of “Onimusha3” and “Resident Evil Outbreak” in September in Europe

(2) Negotiable Securities

L Redemption of marketable Commercial Paper
(3) Inventories

[

Reduction of Inventories mainly in Europe and the United States by thorough inventory control

13 CG’ARCOMY
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Summary of Mid-term Balance Sheets as of September 30, 2004

Millions of yen

2004/3 2004/9 Difference
1 ropable witin® e - 12,262 12,262
Convertible bonds
payable 37,262 25,000 -12,262
(4) Convertible Bonds
m 2005 9 30 3
1994 6 17

Redemption of “3 unsecured convertible bond issued on 17t June, 1994”, will be on 30" September, 2005

- 10 8 115

Issued Euro Yen Convertible Bonds amount 11.5 billion yen on October 8t

Objectives
Development of Home Video Game

Investments in arcade operations

Investments in overseas operations
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Summary of Mid-term Balance Sheets as of September 30, 2004

Millions of yen

2004/3 2004/9 Difference
Capital surplus 24,852 15,337 —9,515
Retained earnings —16,727 —7,196 9,531
Treasury stock —3,099 —3,635 —536
(5) Capital Surplus and Retained Earnings

Reversal of Capital Surplus due to undisposed loss from the previous year and disbursement for dividend

(6) Treasury Stock

m6 444,400 1,964,217
Acquisition of 444,400 in addition in June, 1,964,217 in total

m 1]l 150

Decided to acquire 1.5 million Treasury Stock at Board meeting held In November

15 CG’ARCOMY
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Mid-term Consolidated Statements of Cash Flows
From April 1, 2004 to September 30, 2004

16
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Summary of Mid-term Statements of Cash Flow From April 1, 2004 to September 30, 2004

Millions of yen

2003/9 2004/9 Difference
Cash flows from
operating activities _565 1, 194 1,759
Cash flows from
investing activities ‘4,947 -972 3,975
Cash flows from
financing activities 1,258 —2,155 —3,413
(1) Cash flows from operating activities
I
Increase of fund by net profit before tax, depreciation and amortization
(2) Cash flows from investing activities
L Investments in arcade operation
(3) Cash flows from financing activities
L
Repayment for borrowings and acquisition of treasury stock
17 CAPCOMS



Overview and Future Strategy by Business Segment
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Overview of Consumer Business for Mid-term ended September 30, 2004

Clover Studio was established

Develop and create new genre and original titles

PSP New Titles for PlayStation Portable (PSP)
“Vampire Chronicle”, “Viewtiful Joe” series and “Devil May Cry” series

DS New Titles for Nintendo DS

“Megaman Battle Network”, Gyakuten-Saiban “and “Viewtiful Joe” series

CESA GAME AWARDS
“Monster Hunter” received highest award on CESA GAME AWARDS 2003-2004

“Onimusha3” and “Gyakuten-Saiban3” were also awarded on CESA GAME AWARDS 2003-2004

FUTURE
“Resident Evil 4”and “Megaman Battle Network 5” got FUTURE AWARD on CESA AWARDS FUTURE

PS2

“Resident Eivil4” will be available for GameCube and PS2

Implementation of Multiple Platform

19



Overview of Consumer Business for Mid-term ended September 30, 2004

Consumer Business for Mid-term ended September 30, 2004

Millions of yen

2002/9 2003/9 2004/9 Difference
Net Sales 18,753 13,409 17,387 3,978
9% of Operating Profit 83% 36% 18% _18%
000 copies
Titles 42 53 32 -21
Japan 2,350 1,640 1,600 -40
North America 3,000 2,280 3,100 820
Europe 1,150 800 1,250 450
Asia 150 50 100 50
Total 6,650 4,770 6,050 1,280
Main Titles Results Released in Mid-term ended September 30, 2004
000 copies
Title Area Released Date Result
North America 4/1 530
PS2 Resident Evil Outbreak Europe 9/24 290
. North America 4/27 290
PSZ 3 Onimusha3 Europe 7/9 300
PS2 Grand Theft Auto Vice City Japan 5/20 390
pPS2 FILE2 Japan 9/9 230
Resident Evil Outbreak File 2
Megaman Series Worldwide - 1,100

20
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Consumer Business Strategy for 2" half of Fiscal Year 2004

/
GC

“Resident Evil4” for GameCube

PS2
“Devil May Cry3” for PlayStation2

PS2, GC

“Viewtiful Joe2” for GameCube and PlayStaion2

GBA

“Megaman Battle Network 5”

PS2 G

“Monster Hunter G” for PlayStation2

PSP

“Vampire Chronicle”for PlayStation2

21

” Big titles contribute to the company profit

Newest franchise of “Resident Evil” series

E3/
Highly evaluated at E3 and Tokyo Game Show

TV

Collaboration with TV animation

TV

Collaboration with TV animation and movie

CESA GAMEAWARDS

Previous title “Monster Hunter” received highest
award on CESA GAME AWARDS

PSP 12/12

Simultaneous release with PSP launch on December 12t

CARCOMY



Consumer Business Strategy for 2"d half of Fiscal Year 2004

Consumer Business for Fiscal year 2004

Millions of yen

2003/3

2004/3

2005/3 Difference
Net Sales 48,090 33,949 41,700 7,751
waowamern|  14.10%|  -2.9%|  11.0%|  13.9%
000 copies
Titles 08 91 69 -22
Japan 5,700 5,400 4,830 -570
North America 7’080 4’200 5,760 1’560
Europe 3,170 1,650 2,800 1,150
Asia 350 350 110 -240
Tota 16,300 11,600 13,500 1,900
Scheduled releasing date of main titles coming up in 2" half of fiscal Year 2004
Title Releasing Date
GC 4 Resident Evil 4 Japan 1/27 us. 1/11
PS2 3 Devil May Cry 3 Japan This Winter 3 U.S./Europe Mar-05
PS2.GC 2 Viewtiful Joe 2 Japan 12/16 us.GC11/18, PS2 12 Dec05
GBA Megaman Battle Network 5 Japan 12/9, 2 Feb-05
PS2 G Monster Hunter G Japan 1/20
PSP Vampire Chronicle Japan 12/12

22




Overview of Arcade Operation for Mid-term ended September 30, 2004

[ | Arcade Operation sales of of 1st half of fiscal year 2004
Millions of yen
2002/9 2003/9 2004/9 Difference
Net Sales 4,544\  4,679| 5,582 903

wotopretingProfit | 27 3%  23.8%| 22.8% -1.0%

[ | Overview of six-month ended September 30, 2004
o8

Deﬁreased the revenue to 98% compared to the same period of the previous year by heat wave, Olympic and influence of
typhoons

New opened “Plaza Capcom Shitoro” in the 1% half contributed to the sales, and other new stores such as “Plaza Capcom
Kyoto”and “Plaza Capcom Tsukuba” also showed positive contribution to the sales

8/6 1 9/30 32

32 arcade stores in total by “Plaza Capcom Shitoro” opened on August 6th and “Plaza Capcom Tokamachi” was
closed on September 30th

[ Number of arcade stores
2002/3 2003/3 2004/3 2004/9
New Stores 2 2 4
Closing Stores 10 9 5
Total 40 33 32 32

23



Arcade Operation Business Strategy for 2" half of Fiscal Year 2004

Expansion of Arcade Operation business by Implementation of Strategy for opening new store

Strategy for Opening New Store
120 2,000 GMS

Open arcades in large commercial complexes, of which annual sales are more than ¥1.2billion with parking space over 2,000 cars

Improve efficiency of opening new store with a view of roadside facilities

Pursuing profit increase by implementing scrap-and build plan

Prospect for 2"? half of Fiscal year 2004

Existing stores are forecasted as steady operations

2005 GMS New Store is opening in GMS in Spring of 2005

Arcade Operation Business
Millions of yen

2003/3 2004/3 2005/3 Difference
Net Sales 9,242 9,830 11,200 1,370
%ofopretingProfit | - 23 2041  23.7%| 25.0% 1.3%
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Overview of Arcade Games Sales for Mid-term ended September 30, 2004

L Arcade Games Sales for Mid-term ended September 30, 2004
Millions of ven
2002/9 2003/9 2004/9 Difference
Net Sales 713 2,706 2,973 267

wofopretingProfit | -37.719%|  39.2%| 28.4%| -10.8%

I Overview of Mid-term ended September 30, 2004

Z V.S. DX
Video Game, “Mobile Suite Z Gundam A.E.U.G. vs. Tittans DX is contributed to the sales

Single Medal Games, “Super Mario Jan-Jan Wonder Land” and “Chibimaruko-chan Minnade Sugoroku
Asobi no Maki” have solid popularities

25 CARCOMY



Arcade Games Sales Business Strategy for 24 half of Fiscal Year 2004

(1)
(2)

1)

(2)

“Focus on developing prize-winning and medal games”

Main Titles

Prize-winning Games “Mecha-Tore” series and “Bell Circle” series

Medal Games Single- played Medal Series and Multi-players Medal Games
Release date of main titles coming up in 2" half of fiscal Year 2004
9
Multi-players Medal Game “Super Mario Fushigino Korokoro Party” was released in September
3
Ranked 3™ as most popular machine in Medal and Prize-winning machines at Amusement Machine Show
4

Multi-players Medal Game “Alien Arcade Medal Edition (tentative name)” will be released in 4t

1

Ranked 1%t as most popular machine in Medal and Prize-winning machines at Amusement Machine Show

Arcade Games Sales

quarter

Millions of yen

2003/3 2004/3 [2005/3

Difference

Net Sales

959

4,440

6,200

1,760

% of Opreting Profit

-55.7%

32.1%

22.6%

-9.5%

26




Overview of Other Businesses for Mid-term ended September 30, 2004

Overview of Licensing-Out Business
GTA Vice City

Publication Business such as “GTA Vice City” and “Monster Hunter” showed steady sales

e+
Merchandising business such as “Megaman Battle Network 4 Card e+” sold relatively well

TV

TV animation “Megaman NT Warriors” in Japan, U.S.A., Europe and Asia

Synergy with Hollywood movie “Resident Evil Apocalypse”

Mobile Contents Business

(1) FOMA Distribution contents for FOMA

“Resident Evil”

Z
“Mobile Suit Z Gundam Guripus War” (Co-distribution with Bandai Networks Co., Ltd.)

(2) i Mobile contents distribution are growing in Europe markets

Spain, France Holland, and Greek

1942
“1942” | “Commando, “Street Fighter Alpha” and “Resident Evil”

27 CARCOMY



Other Businesses (Licensing-Out Business) Strategy for 2"d half of Fiscal Year 2004

_ ] _ “Establishment of Total Merchandise” _ o
(Expansion of business opportunities with synergy of games, animations, movies, publication and characters etc...)
[ | Improvement of profit by own publication
Improvement of profit by own publication

Expansion of own publication with different genre

L Expansion of licensing business by media mix
Collaboration with animations and movies of our original contents

- TV TV broadcast of animated “Megaman Battle Network” all over the world

-

Licensing to the movie; “Resident Evil”, “Onimusha”, “Devil May Cry” and “Megaman Battle Network”

[ Prospects for 2nd half of Fiscal Year 2004

Release of game software and publication of strategy guide books at the same time for big titles such as “Devil May Cry3”,
“Resident Evil4” and “Megaman Battle Network5”

TV

TV broadcast of animated “Megaman Battle Network Stream” and “Viewtiful Joe” will be on the air in Japan

“Viewtiful Joe” appearing in the cartoon

28 CARCOMY




TV

Release of TV broadcast of animated “Megaman Battle Network
Stream” from October 2", 2004

TV

Release of TV TV broadcast of animated “Viewtiful Joe” from
October 2nd, 2004

Release of movie based on “Megaman Battle Network™
from March 12th, 2005

Release of movie “Resident Evil Apocalypse” from September 11t 2004

2004 10 2

2004 10 2

2005 3 12

2004 9 11

2004 Media mix related products in Fiscal Year 2004

29



Strategy of Mobile Contents Business for 2" half of Fiscal Year 2004

“Expand Business Opportunities in Overseas and explore new products”™

Business Exploitation of Mobile contents in Overseas markets

Mobile contents distribution are growing in Europe and U.S.A. markets

2002 9 Mobile contents were distributed since September 2002
15 27

Distribution of 15 titles in 27 countries among U.S.A., Europe and Asian regions
N 1942 1943

“Megaman”, “Ghost’n Goblin, “Commando”, “1942”, “1943” and “Gun Smoke”etc.
Development of game contents for 3G mobile phone
3 Development of game contents with a view of 3G market expansion

Business expansion by tie up with Overseas Companies

Strategy for 2"9 half of Fiscal Year 2004

FOMA Distribution of contents for FOMA

—

“Street Fighter ”, “Resident Evil”, “Gyakuten-Saiban” and “Megaman Battle Network”
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2005 3 Business Forecast of Fiscal Year 2005

200373 2004/3 Difference

Net Sales 52,668 65,500 12,832
Operating Profit 1,402 7,100 5,698
Ordinary Income 791 6,800 6,009
Net Income -9,158 3,900 13,058

- 69 06
Expected Net Income Per Share of Common Stock for year ending March 31, 2005 69.06 yen

m 10 10 20
An annual dividend will be ¥20 per share (Mid-Term ¥10, End of Period ¥10)
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DATA FILE
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Consolidated Financial Review on Fiscal Year 2003, Sep/2004, and Projection for Fiscal Year 2005
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