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Disclaimer Regarding Forward-looking Statements

Management strategies, plans, projections and other statements excluding historical facts in these presentation materials are forecasts.

Please note that the above business projections are based on the information that is available at the time of the Mid-Term Financial Result and
certain assumptions that serve as the basis of rational judgments. Actual performance may vary substantially from these projections due to
various contributing factorsto 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 | ncome
From April 1, 2006 to September 30, 2006
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Overview of Mid-Term Financial Results ended September 30, 2006

200579 2006/9 Difference

Net Sales 27,801 29,175 1,374
Operating Income 666 3,042 2,376
Ordinary Income 907 3,785 2,878
Net Income 3,124 1,918 -1,206

In comparison with the same period of the previous year, Net Income results have decreased, whereas the
Net Sales, Operating Income and Ordinary Income results have increased.

L.
Capcom Public Relations & Investor Relations Section 4 @m



Overview of Mid-Term Financial Results ended September 30, 2006

2007 3

2006/9Plan 2006/9 Difference

Net Sales 25,600 29,175 3,575
Operating Income 1,500 3,042 1,542
Ordinary Income 1,500 3,785 2,285
Net Income 750 1,918 1,168

In comparison with the company’s budgeted plans, results of Net Sales, Ordinary Income, Operating Income,
and Net Income have all exceeded expectations.
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Summary of Mid-Term Financial Results ended September 30, 2006

Millionsof yen

2005/9 200679 Difference
Net Sales 27,801 29,175 1,374

H Home Video Games Business
BASARA?

“Dead Rising”, “Devil Kings 2” and “Monster Hunter Freedom” have all performed favorably in domestic and
overseas markets.

N Arcade Operations Business

3

Three new store were opened in the first quarter helping to improve Net Sales.

L.
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Summary of Mid-Term Financial Results ended September 30, 2006

| 2005/9 2006/9 Difference
e 14,373 15,735 1,362
Arcade Operations 5,642 6,466 824
Arcade Games 4,387 4,348 _39
Epandon 2210 1,333 _877
Others 1,187 1,201 104
rota 27,801 29 175 1,374
[ |
Detailed results are explained in the “Segment Overview and Strategy” section.
/
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Summary of Mid-Term Financial Results ended September 30, 2006

Millionsof yen
2005/9 200679 Difference
Operating Income 666 3,042 2,376
Millionsof yen
2005/9 2006/9 Difference
Net Sales 19,822 18,978 -844
Japan Operating Income 2,465 2,941 476
Operating Margin 124% 155% 3 1%
m P&S
No introduction of maor products that would have led to sales in the P& S bussines.
H
The dramatic reduction of unprofitable titles has led to increased profits despite decreased revenue.
Capcom Public Relations & Investor Relations Section 8
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Summary of Mid-Term Financial Results ended September 30, 2006

2005/9 200679 Difference

Operating Income 666 3,042 2,376

2005/9 200679 Difference
Net Sales 4,670 6,568 1,898
North America | Operating Income -161 955 1,116
Operating Margin -3.4% 14.5% 17.9%

|
With well-received titles such as “Dead Rising”, revenues and profits have both increased.

L.
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Summary of Mid-Term Financial Results ended September 30, 2006

2005/9 2006/9 pifference

Operating Income 666 3,042 2,376

2005/9 2006/9 Differen:e

Net Sales 3,179 3,090 -89

Europe | operatingincome 577 455 1,032
Operatng Margir ~18.2% 14.7% 32.9%

Despite a slightly weak title lineup, Dead Rising has done favorably. Overall, despite a decrease in
revenue, profits have increased.

GARCOMY
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Summary of Mid-Term Financial Results ended September 30, 2006

Millionsof yen

200579 2006/9 Difference
Net Income 3,124 1,918 —1,206

H Legal settlement 103 million yen

A legal settlement has been made for a pending issue in litigation.

u Loss on suspension of product development (365) million yen

Project cancellation losses were incurred at Clover Studio Co., Ltd, that will be dissolved as already announced.

GARCOMY
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Mid-ter m Consolidated Balance Sheets as of September 30, 2006
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Mid-term Balance Sheets as of September 30, 2006

200673 2006/9 Difference

Current assets 68,075 63,910 -4.165

Fixed assets 30,381 32,257 1876

Total assets 98,457 96,168 -2.289

Current liabilities 26,942 27,246 304

Long-term liabilities 32,050 31,708 _342

Total liabilities 58,992 58,955 -37
- 1

Total net assets 39,464 37,213 -2.251
- 1

Tote labiities 98,457 96,168 2,289
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Summary of Mid-term Balance Sheets as of September 30, 2006

Millionsof yen
2006/3 2006/9 Difference
e 40,453 35,871 ~4,582
(Current Assts 1,272 5,431 4,159
Goodtl } 1,021 1,021
(1) Cash and cash equivalents

[
Payment of corporate taxes from previous fiscal years, the Cosmic Infinity acquisition, and treasury stock acquisition

(2) Other (Current assets)
|
Increase in advances to the partners.
(3 Goodwill
|

Allocation of funds for the goodwill in the purchase of Cosmic Infinity.

14 CAPET
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Summary of Mid-term Balance Sheets as of September 30, 2006

Millionsof yen

2006/3 2006/9 Difference

Accured incame taces 2,196 453 -1,743
Curren e 5,420 7.471 2,051

(1) Accrued income taxes

[
Payment of the tax correction based on transfer price taxation assessed at the end of the previous year.

(2 Other (Current liabilities)

[ |
Increase in cash advances from the clients.

GARCOMY
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Mid-term Consolidated Statements of Cash Flow
From April 1, 2006 to September 30, 2006
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Summary of Mid-term Statements of Cash Flow From April 1, 2006 to September 30, 2006

Millionsof yen
200579 200679 Difference

Cash flow from
operating activities 21091 3,330 1,239
vesing activids -636 3895  -3,259
fnancngeivties ____ ~13,864 -4,141 9,723

(1) Cash flow from operating activities
[
Increase of net profit before tax and decrease in accounts receivable has led to increased capital
(2) Cash flow from investing activities

[
Investments in arcade operations and the purchase of Cosmic Infinity

(3) Cash flow from financing activities

u 122

Acquisition of treasury stock (redemption of convertible bonds in the previous year of (12.2) billion)

Capcom Public Relations & Investor Relations Section 1 7




Overview and Future Strategy by Business Segment
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Overview of Home Video Games Business for 1st Half ended September 30, 2006

BASARA2
One hit after another with “Dead Rising”, “Monster Hunter Freedom” and
“Devil Kings 27

( )

Capcom has demonstrated its ability to develop
for next- generation systems and create original game titles

RMD

Placement at Retail Merchandisers (RMD) and effective promotional campaigns

Xbox 360
“Lost Planet” for the Xbox 360 is highly anticipated around the world

Xbox 360

Future

Logt Planet won the Best Xbox 360 Game Award at the Leipzig Games Convention
2006 and the Future Award 2006 from the Japanese CESA organization

Xbox 360 Live 60

There have been over 600,000 downloads of the demo version from Xbox Live
2006
FY 2006 is a great year for Capcom as several games have received JAPAN GAME AWARDS 2006 recognition
“Monster Hunter 2”: Award of Excellence
“Monster Hunter Freedom”: Special Award

Future 2nd
“Lost Planet”, “Monster Hunter Freedom 2", “Phoenix Wright 4”: Future Award

19 CABRCOMY
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Overview of Home Video Games Business for 1st Half ended September 30, 2006

Management reforms in the North American branch are underway
Business Structural Reorganization
Implementation of direct marketing with major retailers
Careful selection of sales representatives and lower commissions

Greater accountability for inventory based on detailed data analysis
Changes in Marketing Methods

Continuous supply of press resources will keep momentum of Capcom products in the market

Web PR
Analysis of official website access data and continuous monitoring of PR effectiveness

Stronger Focus on Local Development

Several overseas development companies are currently under consideration to develop titles for international markets

1 2
Capcom will examine new game proposals with plansto develop 1 — 2 titles a year

(For Reference) Overseas Market Share

2005 1 12 2006 1 9
Jan — Dec 2005 Rank Share Jan — Sep 2006 Rank Share * Share by sales
North America 14 2.30 10 2.80 /Resource The NPD Group
Europe (U.K)) 11 220 11 259 /Resource: ELSPA and Based on EL SPA

L.
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Overview of Home Video Games Business for 1st Half ended September 30, 2006

Research & development reforms have led to better results

Decrease in the Number of Game Titles that Ended up in the Red

R&D approval process requires development cost and sales forecasts, leading to a more accurate prediction of atitle’s success

Strict development schedule management and internal monitoring prevent projects from running late
The Shift to Next-generation Development is Proceeding Smoothly

Xbox 360
Xbox 360 titles will help to cement Capcom’s position as a successful third-party developer in Japan

Xbox 360 PS3 PC PC
New PC-based development strategy allows easy converting of titles between the Xbox 360, PS3 and PC

Online business has officially been established

10
Working together with the Dwango Group, Capcom has established DALETTO Co., Ltd. (October)

e
Running a portal site is the primary business, with online games, avatars, e-commerce and advertising business functions as well

Combining Capcom’s rich game content with the Dwango Group’s networking know-how to effectively establish the online business
asearly aspossible

GARCOMY
Capcom Public Relations & Investor Relations Section 21



Overview of Home Video Games Business for 1 Half ended September 30, 2006

[
Home Video Games Business for 1% Half ended September 30, 2006

Millionsof yen

200479 200579 200679 Difference

Net Sales 17,387 14,373 15,735 1,362
Operating Margin 18% 78% 144% 66%

‘000 copies
2004/9 2005/9 2006/9 Difference

Titles 32 36 32 -4

Japan 1,600 1,540 1,700 160

North America 3,100 1,530 2,000 470

Europe 1,250 1,150 850 -300

Asia 100 100 150 o0
Total 6,050 4,320 4,700 380

Breakdown) 000 copies

2004/9 200579 200679 Difference

Distribution
Titles 1,270 910 620 -290
Old Titles 830 880 1,400 520
Capcom Public Relations & Investor Relations Section 22




Overview of Home Video Games Business for 1 Half ended September 30, 2006

[ |
Main Title Results for 1% Half ended September 30, 2006 _
‘000 copies
Title Region Date Result
USA 8/8 560
Europe 9/8 320
Xbox360 DEAD RISING Asa| _ 8/10 20
Japan 9/28 30
PS2 BASARA 2 Devil Kings 2 Japan 1/27 300
PS2 _ Japan 4/20 150
Okami USA 9/19 140
Japan - 180
PSP Monster Hunter Freedom USA /23 130
Europe 5/12 100
- MegaM an Series Worldwidg - 580
Both Repesat order and Greatest hits.
BASARA2
DEAD RISING Devil Kings 2
Capcom Public Relations & Investor Relations Section 23 I @m@



Home Video Games Business Strategy for 2" half of Fiscal Year 2006

“Shifting major franchises to next-generation hardware”

Xbox 360 NDS
“Lost Planet” for the X box 360 “Mega Man Star Force” for the NDS

EXTREME CONDITION

NDS PSP 2nd
“Phoenix Wright 4” for the NDS

Capcom Public Relations & Investor Relations Section 24



Home Video Games Business Strategy for 2 half of Fiscal Year 2006

Scheduled release dates of mgjor titles coming up in 2" half of Fiscal Y ear 2006

‘000 copies
Title Region Date Plan
Japan 12/21
Xbox360 L ogt Pland USA 1/12 740
Europe 1/12
600
NDS M egaM an Star Force Japan 12/14
2nd
PSP M onster Hunter Freedom 2nd Japan 2/22 500
4
NDS Phoenix Wright 4 Japan || 07
= :3 I
“Monster Hunter Freedom 2nd”
“LOST PLANET”

Capcom Public Relations & Investor Relations Section
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Home Video Games Business Strategy for 2 half of Fiscal Year 2006

L Home Video Games Business for Fiscal Y ear 2006

Millionsof yen

200573 200673 [200773 Plan Difference

Net Sales 39,985 42,718 34,400 -8,318
Operating Margin 98% 68% 122% 54%

‘000 copies

200573 2006/3 [2007/3 Plan Difference

Titles 71 88 77 -11

Japan 4,100 5,400 4,100 -1,300

North America 5,600 4,700 4,000 -700

Europe 3,550 3,120 2,100 -1,020

Asia 250 180 200 20

Total 13,500 13,400 10,400 -3,000

( Breakdown) ‘000 copies
200573 2006/3 [2007/3 Plan Difference

Digtribution
Titles 1,400 1,400 1,200 -200
Old Titles 2,250 2,000 1,800 -200
Capcom Public Relations & Investor Relations Section 2 6




Overview of Arcade Operations Business for 1 Half ended September 30, 2006

n
Arcade Operations Business for 1% Half ended September 30, 2006
Millionsof yen
2004/9 200579 200679 Difference
Net Sales 5,582 5,642 6,466 824
Operating Margin 22.8% 20.8% 17.6% -3.2%
Year-to-Year Ratio
of Existing Stores 98% 95% 99% 4%
u Overview of 1% half ended September 30, 2006
99 1 102 97
Revenues of existing stores decreased to 99% against the same period last year
(Q1 revenue was 102% against the same period last year, Q2 revenue was 97% against the same period last year)
SC 2 1
2 new shopping center arcades and 1 new roadside arcade established in Q1, for further expanding Capcom’s arcade operations
| Number of arcade stores

Capcom Public Relations & Investor Relations Section

2005/3 2006/3 200679 (%22;/03
New Stores 2
Closing Stores 3
Total 30 30 33 33
27



Arcade Oper ations Business Strategy for 2"d Half of Fiscal Year 2006

“Expansion of arcade operations business by implementing our strategy of establishing new stores”
| Strategy of Establishing New Stores
GMS

Secure locations for arcades in large commercial complexes

Accelerate the opening of roadside arcade

Profit-building by implementing our “scrap-and-build” plan

| Prospects for 2 half of Fiscal Y ear 2006
102
The forecast for existing stores will change to 102% over the next half of the financial year due to alag in the market
3 10
Plans to open 3 new storesin 2™ half (1 store aready opened in October)
u Arcade Operations Business Millions of yen
200573 2006/3 [2007/3 Plan Difference
Net Sales 10,934 11,568 13,700 2,132
Operating Margin 21.0% 21.1% 20.4% -0.7%
Year-to-Year Ratio
of Existing Stores 93% 100% 102% 2%

Capcom Public Relations & Investor Relations Section
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Arcade Games Sales Business for 1% Half ended September 30, 2006

Overview of Arcade Games Sales Business for 12 Half ended September 30, 2006

Millionsof yen
2004/9 200579 200679 Differ ence
Net Sales 2,973 4,387 4,348 -39
Operating Margin 28.4% 22.6% 20.5% -2.1%
u Overview of 1% Half ended September 30, 2006
7,200 5,500 Video Games — 7,200 sales units (original estimate: 5,500 units)

SEED DESTINY vs. ZAF.T.

“Gundam Seed Destiny:Federation vs. Z.A.F.T. ” showed good sdles. © ©Sotsu Agency / Sunrise/ Mainichi Broadcasting

1,600

Card Game machines aimed at young males— 1,600 rental units

The number of Mega Man Battle Chip Stadium machines was installed as planned , but card (chip) sales have yet to
reach the sales forecast.

Capcom Public Relations & Investor Relations Section 2 9



Arcade Games Sales Business Strategy for 2" half of Fiscal Year 2006

“Focus on developing prize-winning and medal games to respond to the market demand”

| Release date of main titles coming up in 2" half of Fiscal Y ear 2006

9

“Wantame Music Channel”, a game designed for the young female market, rentals started a the end
of September.

11

Mid-sized machine “DONKEY KONG BANANA KINGDOM” set to be released in November.
JAMMA 1

Amusement Machine Show’s 18 most popular machine (Medal/prize games section)

“Wantame Music Channel ”

©2006
©2006 CAPCOM/TAKARATOMY

| Prospects for 2 half of Fiscal Year 2006

Capcom isrevising its plans for this business segment to account for potential risk with increased competition in
the card game market and the shifting of medal game machine sales to the next fiscal period

| Arcade Games Sales Millions of yen
200573 2006/3 |2007/3 Plan Difference
Net Sales 7,411 6,956 8,700 1,744
Operating Margin 26.2% 16.0% 6.9% -9.1%
Capoom Pubiic Reations & Invesor Reations Secion 30 CAPEEIT




Overview of Contents Expansion Business for 13 Half ended September 30, 2006

[
Contents Expansion Business for 1% Half ending September 30, 2006
Millionsof yen
2004/9 200579 200679 Difference
Net Sales 1,501 2,210 1,333 -877

Operating Margin 37.6% 35.5% 5.4% -30.1%

m P&S Pachinko & Pachislo Business Overview of 1% half ended September 30, 2006
No major salesin the 1% Half (as forecasted)

[ | Mobile Contents Business Overview of 1% half ended September 30, 2006

Purchase of the Canadian mobile game company Cosmic Infinity Inc.

This purchase provides Capcom with casual game business as well as an overseas distribution
network to help boost the expansion of Capcom’s mobile contents business

’Phoenix Wright” mobile sales are doing well

Capcom Public Relations & Investor Relations Section
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Contents Expansion Business Strategy for 2" Half of Fiscal Year 2006

“Active business expansion to strengthen the revenue base”

m P&S Pachinko & Pachislo Business Prospects for 2 half of Fiscal Year 2006

Focusing on hardware salesin 2" Half

|
Mobile Content Business 2" Half of Fiscal Y ear 2006
FOMA SH903i
”Monster Hunter” to come pre-installed on FOMA SH903i phones.
MC
A mobile version of “Lost Planet” with multiplayer functionality
| Contents Expansion Business “Monster Hunter” (Mobile)
Millionsof yen
200573 2006/3 |2007/3 Plan Difference
Net Sales 4,207 5,742 7,500 1,758
Operating Margin 41.4% 41.1% 25.3% -15.8%

Capcom Public Relations & Investor Relations Section
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Business Forecast of Fiscal Year 2006

200673 2007/3Plan Difference
Net Sales 70,253 68,400 -1,853
Operating Income 6,580 7,000 420
Ordinary Income 7,016 7,000 —16
Net Income 6,941 3,900 —3,041
| 70 95
Expected Net Income Per Share of Common Stock for year ending March 31, 2007: 70.95 yen
| 15 15 30

A planned annual dividend of 30 yen per share (Mid-Term 15 yen, End of Period 15 yen)

Capcom Public Relations & Investor Relations Section
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Data File
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Profit and Loss Sheet

2006/3 2006/9

Consolidated Financial Review for Fiscal Year 2005, Sep. 2006 and Projection for Fiscal Year 2006

Millions of yen

2007/3

Capital Expenditure

Millions of yen

Capcom Public Relations & Investor Relations Section
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2006/3 | 2007/3 2006/9 2006/3 | 2007/3 200679
Net Sales 70,253] 68,400 97.4%| 29.175 Capcom Japan 1422 3.174 223.2% 1,837
Gross Profit 22.315] 23.100] 1035% 10.077 Consolidadated 1512 3.274| 216.5% 1,879
% of Gross Profit 31.8% 33.8% 34.5%
Sadlesand G&A Expenses|  15,735] 16,100 102.3% 7.251 o Depreciation Millions of yen
Operating Income 6.580 7.000 106.4% 3.042 2006/3 [ 2007/3 200679
% of Operating Income 9.4% 10.2% 10.4% Capcom Japan 1,438 1,700 118.2% 1,043
Ordinary Income 7,016 7,000 99.8% 3.785 Consolidadated 1936 2,200 113.6% 1,297
% of Ordinary Income 10.0% 10.2% 13.0%
Net Income 6.941 3.900 56.2% 1918 ° Number of Employees Unit Persons
% of Net Income 9.9% 5.7% 6.6% 2006/3 | 2007/3 200679
Capcom Japan 1,028 1,070 104.1% 1,119
° Sales by Business segments Millions of yen Consolidadated 1,212 1,250 103.1% 1,253
2006/3 | 2007/3 2006/9
Home Video Games 42718 34,400 80.5%| 15,735 ° R&D Investment Cost Millionsof Yen
Arcade Operations 11568 13.700 118.4% 6.466 2006/3 | 2007/3 200679
Arcade Game Sales 6,956 8700| 125.1%| 4,348 R&D Investment Cost| 12,288] 14500 118.0% 6,219
CE Contents Expansion 5742 7.500 130.6% 1.333 Technical R&D Cost 1,864 2,300 123.4% 911
Others 3.268 4,100 125.5% 1291
Total 70.253] 68.400 97.4% 29,175 ( 000 copies)
° Sales Units Shipped copies
° Sales by Geographic Area Millions of yen 2005/3 | 2006/3 | 2006/9 | 2007/3(ptan)
200673 | 2007/3 200679 Playstation 2 Total T;tles 40 51 19 33
oo 48683 48900 1004% 18,978|  [smor A1 I B R
North America 11.748] 12500 106.4% 6,568 e TSl:ZI-I'-I'q:?l - = - lgg
Europe 9,105 6,200]  68.1% 3,090 b Total
Other territories 717 800] 111.6% 538 Game Cube T?al:; Tl'i:ﬁlas 152 l'60(2) 908 2150(0)
Total 70.253] 68.400 97.4% 29175 — TSUZ TT‘?‘T" 2,000 800 200 200
ame Boy otal Titles 7 2 1 2
o Promotional Expense 5575 30073 hglgong/yg\ NintendoDS T?;ZI TT?:ﬁlas 240 11502 30g 32(0)
7 Sub Total 950 400 | 1,600
Capcom Jepan 2933 2900] _98.9%[ 1123 box Jietibind INNNEY (NS IR B
Consolidadated 5,602 4,600 82.1% 2.286 Xbox360 Total Titles 1 2 6
Sub Total 5] 1000] 2250
o AM Number of Arcades Unit locations e Tou Titles 11 ! 0 1
PC & Others Sub Total 400 35 0 100
2006/3 | 2007/3 | 2006/9 otal Titles
Consolidadated 30 33 30 Tota Tsﬁf;ﬂ 'I-'ro:al 13,533 13,433 4,735 10,453




