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Editorial policy

Capcom’s Integrated Report conveys initiatives aimed at improving
corporate value over the medium- to long-term to all stakeholders.
This report is issued with the intent of creating opportunities for
further dialogue. Furthermore, we aim to express ideas in a simple
and easily understood manner and visually represent important items
to aid understanding. Details are available online.

Period and scope

This report reviews the fiscal year ended March 31, 2025 (April 1,
2024-March 31, 2025). When necessary, it also includes references to
fiscal periods before and after this timeframe. Unless otherwise
indicated, the scope of data presented in this reportis on a
consolidated basis.

Subject index for reference

Growth strategy » p.07-08, p.09-14, p.21-28

Performance and
financial condition » p.10, p.19, p.24, p.35-40, p.75-82

World-class development capabilities » p.27-28, p.41-48

Human resources strategy » p.32-34, p.51-54

Environmental initiatives » p.49, p.61-62

Relationship with stakeholders » p.51-54, p.57-60

Governance » p.14, p.63-74

i
Value Creation a
Progress and Vision  Strateg

Value creation results

Achieved 12 consecutive y
increased operating profit
by captivating people around the
with our best-in-class immersive conte

Providing Games in More than 220 Countries and
Regions Aiming for 100 Million Units in Sales Volume per Year

Since Capcom'’s founding in 1983, we have
continued to move hearts through the
entertainment of games. In recent years,
the spread of the internet, PCs, and
smartphones has made it possible to enjoy
games while at home, or in all corners of
the globe, even without a game console.
Further, our game software sales volume
has been increasing, driven primarily by
digital sales, and our titles can be enjoyed
in more than 220 counties and regions
worldwide. We will continue advancing our
business activities in an effort to expand
the fanbase around the world by providing
high-quality entertainment.

Total sales of game software

Total units sold (thousand units) | Digital units sold (thousand units)

41,700

32,600 |37,
30,100

24,400 25,300 25,500

19,400 24,600

23,150
20,550

15,300
12,900

2017 2018 2019 2020 2021 2022 2023

Increased Corporate Value by Growing Profit 10% Each Year

for Ten Consecutive Years

The game industry is continuously changing,
in step with the evolution of Al, networks,
and other advanced technologies. At
Capcom, we see these changes as an
opportunity, and as a result of our efforts to
strengthen our development structure and
promote digitalization, the fiscal year
ended March 2025 marks 12 consecutive
years of increased operating profit. Though
we split our stock on April 1, 2018, April 1,
2021, and again on April 1, 2024 to improve
its liquidity and expand our investor base, as
our performance improves, our stock price
also continues to rise steadily. We will
continue to increase our corporate value
(market capitalization) with sustainable
business growth so that we can reward our
stakeholders’ loyalty.

Trend in operating profit

= Market capitalization (billion yen)

Stock price (yen) Stock split
| Operating profit (million yen) 1:2

Stock split
1.2

March 31, 2016
185.9 billion yen

°
March 31, 2016
343 yen
13,650 16,037 18,144

2017 2018 2019 2020 2021 2022 2023
(Years ended March 31)

54,000
5L876 cucandunic

thousand units

45,893

2024 2025 2026
(plan)

May 31, 2025

Stoil.(zsplit 2,291.9 billion yen

May 31, 2025
4,300 yen

65,777

2024 2025 2026
(plan)

* The stock prices in the above table are figures calculated on the assumption that a stock split was carried out on April 1, 2015.
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