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— A\ KR TD 2 £t i& 1+ (7 Capcom's position in the video game industry

€2003/38 87 EHELEER FY 2002 Financial Results comparison among the Japanese game software companies, (4 : M Unit: 100 Millions of Yen)

FXE | O—I— +H +L3a [R99x7| ATy |T=vyHAR| aF=
Nintendo Koel Sega Namco Square | Capcom Enix Konami
5t £ &5 Net Sales 5,000 285 1,970 1,588 380 620 230 2,450
ggaas %09 | 1,000 106 92 81 71 66 60| -215
B & o Qe 20.0%| 37.9% 4.7% 5.1%| 18.7%| 10.6%| 26.1%| -8.8%
LEAE Net Income 660 65 30 44 115 -195 33 -270
* 1. HFRT PSR T 75 1) AL 7R—k]1 Source*Shikiho” and “Analyst Report” by respective company
2. 1BBIERF ILEEF XS, Ranked by Operatlng Profit

Japanaemar et are hased on consurr‘er gameunlt salesin FY200

anU maret areonactu

salesin FY200

HZA ™5 Japanese Market

(B {1 : F & '000 copies)

XETHiE U.S. Market

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

A—H— e ARE | >x7

Company Name Sales Units| Share
1 O F = K onami 5,800 12.42%
2. & X % Nintendo 5,682| 12.17%
3. RU9zx7 Square 4,444 9.52%
4. N2 HF A Bandai 4,260 9.12%
5. & 4 £ > Pokemon 4,144 8.88%
6. A 73> Capcom 3,065 6.56%
7. &+ L O Namco 2,466 5.28%
8. 31— I — Koei 2,424 5.19%
9. VvV = — Sony 2,198 4.71%
10. /N> T L XL Banprest 1,758 3.77%
T D Others 10,446 22.37%
a &t Total 46,687| 100.00%

XHPT 20025 S —LHIEAE]

Source:The Analysis of Consumer Video Games 2002

A—H— RTEEE | 17

Company Name Sales Share
1. IbybEZYHT7-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. THT4EV Y Activision| 365,335 6.85%
6. T H Q THQ 318,987 5.98%
7. AVIEYFAR Infogrames| 254,744 4.77%
8 vl 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%

NHFTTTRSTS L7AR—bk]  Source TRSTS Report
GARCOMY
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FEE T FF Management Objectives

h RHAMTEEBIR Medium-term business strategy

QITEXTHARERT —LVILDFEFE - BRFELBKITREERZED T S,

Utilize resources to strengthen consumer software R&D and sales.

QFE 2D LD TIa— XAV MNERILT T 5,
¢ BNHIZETORTEZILKT 5.
OHTAVTSURDYLTE - EIEER S,

O BFHLELI-F vyl aT70—DRBELITERS,

Grow in sales of Arcade Operation as a second contribution to

total revenues

Increase sales in overseas markets

Strengthen the Capcom brand.

Stable cash flow.

—

2004 /3ABADEEHE  Fy2003 Management Objectives

O a—vEE
MEsimiisTo
URZEHL K ]
Consumer Business

“Enhance Profitability
in overseas markets”

AMIEER S 5
I th 15 — 28 [ B
Arcade Operation

“#1 arcade in each regional
- largest mall”

ZTDMEXE
[ATAT72y) RERE
DHLFE

Other Business
“Collaboration with Media’

1-KLb—MNFUR
AHIDFE

Reinforcement of
corporate governance

I BEATLMOREL Review and streamlining of management I
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BEXTALADEEL

TR7Oa—)LESE ] [ORNEEORIE]. [9F) T ML)
Tighten control on “Schedule”, “Cost”and “Quality”

- 2B PEAEE (RER SR . ABRAR) (CLH594)TDRE
Dual approval system (Prototype R& D, Proper R& D) to upgrade quality

- AR IREEEDRSBIL
Tighten measurements on title progress
—SEA(NVITEBEEY—IILEEAL, BRICESEE KL
Application of measurement tools for all titles, and taking necessary
steps on title progress

BHAFEBIEICLKSIAME -HEIEX

Minimize losses by cost increase and on sales

[R—4ryb 27 DT YT ] Taget “Increase Market Share”

-BARKE. BN DGRE, i DIREE

Verification of distribution channel and pricing in each market

O REDME Focal issues

W@ 7E [ O — JLMaintaining appropriate inventory in the markets M P ERE - EHEE IO RX  Budget control process

Review and streamlining of management

=T T4 RBRO—TEE. ST DRI
Enhancing analysis, assortment and integration of marketing information
— Wi, BEefhit, - —BROEMB DT, T—F/\v

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

- REARYAR I3 o7V T MG ERRE
Mid-term R&D process control and strategy on releasing contents

- REFETR. Dy ILHE
Optimization of contents potential and release genres

B O—/N\IVIER—T T4 ke
Implementation of integrated marketing on aworldwide basis

TZELI=F vy 2a70—0F|H ] Target “Stable Cash Flow”

BEAMICEITERR - FTEDESHEE

Control budget based on management objectives




T oa—EE T

Consumer Business 1

20004

20014

@ Hhig R DGR Market Overview -Console Software Unit Sales-
20024

(BA{3L : F7 '000 copies)

CY2000 CY2001  CY2002 Atk Growth Rate
B K Japan 64,894 | 50,679 | 55,842 18% -14%
> AP S USA | 122,935| 137,376 | 168,911 56%|  +37%
B Europe 66,727 | 73,467 | 79,114 26% +19%
& &t Total 254,556 261,522| 303,867 100%|  +24%

* HiF BAR:TFLES—LEZAZE] B :TIDGLR—F1 Source "The Analysis of Consumer Video Game", "IDG Report”

O3 1—<FEEGEIBIE Medium-term consumer business targets ]

XK T Ak = BB

Overseas Growth Strategy

a5 E TV TRFEDILT

Strength of Overseas Direct Sales

WENY— T4 D1k

Enhancement of Overseas Marketing

RBRTBNRRICEY ., KE. BNHISTIREZIEKRT D,

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

INF7 7974~ hERER
Multi-platform Strategy

BHiEEREHELL-TSVE

T+ —LER

Multi-Platform Strategy in consideration

of hardware penetration

E=R)LY T 7ACRERRE

Middleware “ACR” Strategy

VT UVERE
Contents Strategy

WO SRV IREFHEDRIE, BliE

Enhancement and creation of Mega-hit titles

W/NT)yv—YTbDEA
Publishing other third parties’ titles

Withtt TS5 R DZFERFH

Subcontract R& D of other company’ stitles

WA AT — LANDX I

Preparation for online games

4
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22— EEEA T Consumer Business I

QK THORRERE OverseasGrowth StrategyJ O TILF TSV IH—LEEE
Multi-Platform Strategy
ARl AR | WS BAEMELE TSy T+ — LR
nhancement of R& D for overseastitles : . . .
Multi-Platform Strategy in consideration of hardware
FRKFELF DY TGRS Develop softwareto U.S. and penetration
European market flavor - -
-O—hS54 XD &1k Acceleration of Localization iRz B4R Priority on profitability
—BRTIE TODSEITHRSE  Firstreleasein U.S. and ‘PS2 [/\AZ N —F 77T L A% ] “Resident Evil Outbreak”
SIS DIERES -PS2 THREE3] “Onimusha3’
WaNI—r T4 D5&1E +Xbox TDINO CRISIS 3]
Enhancement of Overseas Marketing
BB R ROy I 2 5T 10 E R W3RV PTACRIEREE Middleware*ACR” Strategy

Interna rating of software quality “Megaman Club” . - . .
9 quaity €9 )N EEDMETFER Effective use of software contents

@ T VEBE Contents Strategy J

WO SURYIREFEYIRDEE. BlE Wittt TS5 R DZEFEFFE Subcontract R&D of _
Enhancement and creation of M ega-hit titles other company’sbrand titles
TIAA NG —F FIRTLA7 ] “Resident Evil Outbreak’ - (BT#)GBA €A DIEH ~MADFSAT+—R&4DDRI~
[Ea—FT47)L-O3—] “\iewtiful Joe” Legend of Zelda: A Link to the Past / Four Swords
W/NTYyv—YITRDEA WA SAT—LADR I Preparation for Online Games
Publishing other third Parties’ titles -PlayStation BB [/3fA/\H—K 75T L 44, [Catan]
ST SUREA ML OE RIS “Resident Evil Outbresk” *Catar”
Secure licenses of brand titlesin overseas market for publishing in Japan - Xbox Live [ $% 5% KHf | “Sted Battalion Line Of Contact”

5 CARCOMY



FHRES A~/ Number of Consumer Titles Developed

Il -Y

Sales Units shipped

(B 4% : F 7 1,000 units)

2001/3 | 2002/3 | 2003/3 | 2004/3
Playstation2 | 44ML# | Total titles 5 9 33 31
E A Domestic 1,700 3,200 2,200 3,950
& 4 Overseas 500 4,000 4,630 3,650
H Sub Total 2,200 7,200 6,830 7,600
Playstation 44MLEL | Total titles 18 11 8 9
E A Domestic 1,300 500 140 90
B 4 | Overseas 2,800 900 700 410
H Sub Total 4,100 1,400 840 500
Dream Cast S4MLER | Total titles 23 11 1 -
E A Domestic 800 150 40 -
## 4 | Overseas 1,950 280 10 -
H Sub Total 2,750 430 50 -
Game Cube 243 | Total titles 1 1 8 7
Nintendo 64 E N Domestic 50 290 1,000 300
&/ 4 Overseas 100 110 2,230 1,900
£t Sub Total 150 400 3,230 2,200
Game Boy S4MLER | Total titles 6 13 9 9
E N Domestic 1,050 1,050 2,100 1,100
## 4 | Overseas 150 3,800 2,700 940
£t Sub Total 1,200 4,850 4,800 2,040
Xbox A4 L3R | Total titles - 1 5 5
E A Domestic - 70 60 100
## 4 | Oversess - 210 220 700
£t Sub Total - 280 280 800
PCZ Dt 44V | Total titles 4 14 34 19
PC & Others E A Domestic 200 240 160 160
#B 4% | Overseas 500 200 110 100
H Sub Total 700 440 270 260
&t 44k %% | Total titles 57 60 98 80
Total E A Domestic 5,100 5,500 5,700 5,700
&= 45 Overseas 6,000 9,500 | 10,600 7,700
i Total 11,100 | 15,000 [ 16,300 | 13,400

Number of Consumer Software Titles released

BARILERE
Number of

(B K)

100

90

80

70

60

50

30
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10

CSHRTEZ1 /L #

CSHRFTHE
Units sold

(B 4L : 7K '000 copies)

CIPCEZ D1 PC&Others
I Xbox

/1 GameBoy

[ GameCube./N64

[ Dreamcast

[ PlayStation

C— PlayStation2

== CSHIRTTHE Total Sales

57

23

18

60

98

80

SN

14

19

13

11

11

33

31

18,000

< 16,000

< 14,000

<4 12,000

< 10,000

4 8,000

4 6,000

1 4,000

1 2,000

2001/3

2002/3

2003/3

2004/3

(5HE Projection)




SUF>B1rIL =X B/ Million Titles & Sequel Titles

SYUFX 2 BAAFRIL  million titles

(Bi i : F & '000copies)

S LRI EZERA L saleswindow for Major Titlesby Genre

%e%asi 9 4Thle}b 1985/12~2003/3 F:I;tf_orFm jf]l"litésjI (ﬁﬁLL:FZ'K 'OOOC(I)IS)
1 [1992/6 [aby=—t7744-T Street Fighter [ SFC 6,300 OO EREAR SAbLE | KIRTHE
2 [1998/1 [nA4Any'—12 Resident Evil 2 PS 4,960 GeveMalor Title #oi Titles | Unit Sdles
3  [1993/6 [AR)—F}7744—1 4—i" Street Fighter 0 Turbo SFC 4100 & 2—T1>% Shooting Game
4 [1999/9 |nNAANY—F3 FAMIAN—T" Resident Evil 3 Last escape PS 3,500 1942 S1)—X £61F
5 [1996/3 [nAFny -} Resident Evil PS 2,750 1942 Series 6titles 1,300
6 11999/7 |T'4/974YA Dino Crisis PS 2,400 & 753> Action Game
7 [2001/8 7'"!:_'"/ M 934 Devil May Cry PS2 2,160 BRI —2 213
8 |2001/1 Emto%‘ Onimusha war Lords PS2 2,020 Ghosts 1 Gablins series 13titles 4,000

=N\ - 1)— - i N >
D T —
11 |1993/11 |75y Aladdin SFC 1:750 Cmdose”eg,‘ 3 titles
12 11989/9 | hAIFKIYWIESR Duck Tales FC 1,670 ':"”77’")__1 26_81"5 18,000
13 [1993/9 |AR)=b7745-1 Plus Street Fighter 11 Plus MD 1,665 Mega Man Saries e8titles
14 |1986/6 |BEF 44 Ghostsn Goblins FC 1,640 TARZ—=—X 2271 12.900
15 [1988/12 [myyvv2 M egaman 2 FC 1,510 Disney Series 27 titles '
16 [1990/12 |774F 0774} Final Fight SFC 1,480 T7AFINITFAR)—X £8fF 3100
17 |2003/1 |FE N # 934 2 Devil May Cry 2 PS2 1,470 Find Fight Series 8titles '
18 [1990/9 [4'997-ILA Duck Tales GB 1,430 BEE—X 251 4800
19 [2001/3 |N4AnY —F 3—FA'DZH5E £ HR  |Resident Evil Code Veronica X PS2 1,320 Onimusha Series Stitles ’
20 [2002/3 [nAAn% -} Resident Evil GC 1,240 FENAHSAIN)—Z 234k
21 [1992/11 [39F-D IV VT AVFH— M agical Quest Starring Mickey SFC 1,210 Devil May Cry Series 3titles 4:300
22 [1998/8 [nN'AAnY —FDC T 17 Y3vYver. |Resident Evil DC Dual Shock PS 1,200 ®1%B Fighting Game
23 [1990/5 3‘:770&7_"—)|'0) A 1E B Chip'n Dale Rescue Rangers FC 1,195 ZRY—RIFAB—)—Z 47
24 |2000/9 |T'4/934YR 2 Dino Crisis 2 PS 1,190 Street Fighter Series 47 titles 23,000
25 1993/12 [Ay)oX M egaman X SFC 1,165 RS
26 [2000/2 {‘\"fjl\*f —} a-F'A'Dzh Resident Evil Code Veronica DC 1,140 LA T IFA TN —X 210k
27 |1986/9 |EiZDIR Commando FC 1,137 ; i . 2,800
28 [2002/11 [n4An% "=} 0 Resident Evil 0 GC 1,131 _ Breathof FireSares l0titles
29 [1997/9 [n4An¥ =} F4Lh5—R hb Resident Evil Director's Cut PS 1,130 LA Astsie
30 [1991/9 |@EE &4 Super Ghoulen Ghosts SFC 1,090 AT NF =R =X 229 | L2000
31 |1990/9 [nyyvu3 Megaman 3 FC 1,080 Resident Evil Series 29titles '
32 [1993/5 |774FN774b2 Final Fight 2 SFC 1,030 TAI DAV RI) =X 281k 4000
33 |1998/12 |AM)=}7744—ZERO3 Street Fighter Alpha 3 PS 1,000 Dino Crisis Series 8titles '
“FC:7733aY (NES) -SFC:R—/S—7J733> (Super NES) -MD:4AH K547 (Genesis) -GB: 4 —LHR—4 (Game Boy)
‘DC:F!Y—LFvrRb(DreamCast) -PS:FL A RT—3 3> (PlayStation) -PS2: LA RXF—33>2(PlayStation 2)
GARCOMY
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AM FDhFEFEEME Arcade Operation, Other Business Strategy

B KFGCMSEDNEEH EIC KD Hhigi—FE | BB AMtEER JE £8% Number of Arcades
Open a new storeto be #1 arcadein each regional largest mall. 2001/3 | 2002/3 | 2003/3 | 2004/3
- HIMICHBADGCMSIE R FE BT A0 H & NewStores 5 2 2 3
Stable growth on GM S new opening plans 6 1 O
C KRB a9t V) 8- TA0I L E DT F kR R—2 B Comdoe 9 3
Opening alarge store over 13,000 square feet IE & Total 48 40 33 33

*GMSEDFHFEI/ER Reciprocative effects on Tenantsand Landlords
W UIREERZEO A Improve Operating Profit Margin

EERF|EE Operating Profit (B4 {&F 100Million of Yen)
SEHRMIE. . B EXERERIETH27% 2001/3 | 2002/3 | 2003/3 | 2004/3
New Store ... 27% of Operating Profit = I & NeSdes 71 83 92 101
B F S, .. BIEREALE TEE102%., FEFE117% X o
= b 73 0, 0)
Achieved sales growth more than +2%and profit ki Profit 10.6%]14.1%23.2%|23.2%
gross more than +17% at existing arcades on a year to year basis.
O TNDHhEZXE Other Busineﬁj
WX VS0 3—S(EVARKDILK WE/NILAVTIYDFER Exploitation of mobile contents

Amplification of character merchandising _
-S4+ v T DHEFE Diversification of productsline-up

GBS\ THIEORAFE  Exploitation of overseas market

ATFATIYHORXER Corrdation with media

— TVZ7=ATAYJ<IUEXE] TV animation “Megaman” _
—FRMSKFF )7 A~DEME  Supply contentsto major carriersin European
— BEMERE] Movie “Onimusha’ market

(TA U REFH) (Licensing) —hE, KEMIFIZEIEFE Supply contentsto Chinaand U.S. markets

8 CARCOMY



B # Bt & 93— L —F -7V R Financial Strategy & Corporate Governance

B vyl a0—BEDER

~RELI=Frya70—0DEH LT~
Cash Flow Management ~ Stable cash flow~

SEHERIVEEDEERIL

Tighten control over Account Receivables

®H

100Million of Yen

160
140 -
120
100

80 r

EHEEXFryviaono—

Consolidated Cash Flows from Operations

and inventory iz I
-RERETEDMAIE 20 |
Tighten control over each title profitability 0 200013 20013 20023 200313
EfEEEXvylaTA—
B %ﬁ%ﬁgiﬁ’\aﬁﬁ*ﬂjﬂ"]fiﬁﬁﬁ Cash Fiwsfr:n:Operations 143 37 33 36
Early preparation for Accounting of Assets |mpairment ﬁf;ﬁi;ﬁ;imce 274 257 350 334
-t B0 FIENIE L= e 444 368 460 483
Revaluate its lands and buildings to the fair market value
> EEMHDRL. BEHOMER
Visibility and accountability of balance sheet
®1—RL—k-H/3F> R Corporate Gover nanceJ
B O—FRL—kANFREHHDIEE Reinforcement of corporate governance
LAV ARSI 3R . N EERIBEE FAVTFATUORRERDHE

3 Board members and 3 auditors from outside of the company
—REEAMEDIR, ZRAK DR E

Enhancing both management and transparency

" *ﬁ@ﬂ 53% ;i ,%. Eﬁlﬁ Establishment of remuneration committee

& EMMDO LT M. ZHMEEEHS Visbility of compensation for directors

Establishment of compliance committee
— PR ERHR il e 4 B AR T D i

Risk management and management of corporate information

9




W EEE AN Profit and Lass Shew

I A M s o Yiea)

-mﬂ'lﬁiﬂ E&D Investment Casl

EREDEEFFEFSEE Consolidated Financial Review on FY 2001, 2002 and Projection for FY 2003

A AR Mo ol Via)

2002/3 | 200373 | 2004/3 %% 2002/3 | 200373 | 20043 3%
= L% et Sales 62,742 62,036 63,000 1016%) MR (PIfE) Intesnal R&L Cost 7068 8112 8500 fo4sw
s Orues Proit 24513 22838 22600 oSo0% [FISEMPHiE)  Subconucting ReD Con 5201 S5673] 5200 517%

BT ¥ of Gross Profit 39.1% 36.8% 35.9% LR b Technical R&D Cast 999 1.151 1,300| 1129%
BT Saler md Gl Expenses 14.786) 16,158 15100 o55% i Total 13,268 14836 15000 7004%)
ERPE Oiperabing Income 9327 6,680 7.500 1123%)

FIET %4 of Operatieg [ncome 15.5% 10.8% 11.9% W Muher of Emplovess e A, Uit Persara?
HEYHE Ordbnny la: vie 9.261 6,797 7.300[ 107 4% 200273 | 200373 | 200473 | %

st % of Ordmary Income 14.8% 11.0% 11.6% Fav Capoom Japan 1,107 1,162 1,086 935%
EEUERE= Het kncome 4912 N 19558 4200 - FEItEY Canschdated Suheidanes 162 143 158 1105%

Hlli % ¥ of Het Income 7.8% =316% 6. 7% ol 1 1 e ten, Tonad 1.269 1,305 1.244| 553%

SUT AR <EWEER > Saes by Busness isgoents (I B M hicens =0 Vi) WA RS Mumbes of E&D Emplovess {M{r A, Unit: Persara?
2002/3 | 200273 | 2004/3 % 2002/3 | 200373 | 20043 e
. — e Consumer 47,769 48080, 45107 o588 AN (11 ) Ré&D: Employes 693 761 724| 951%
E 3] Catn-Op 3,964 959 1.989( 2073% ful3 A M (3T M) FeD Contaried Employes 79 112 108| oSe4d%
AhAFEE durcade Operaton 8327 8242 10.133| 1096% L Toeal 712 873 832 053%
T Othere 3,081 3,743 5771 1542%
= M Total 62 742 62.036| 63.000 10185% @ EE R Depercation W E T Mikioms of Yeul
2002/3 | 2003/3 | 20043 | %%
ST AR RERL < IHEIHER > Sales by Geographic Area 1) ) i o Yo nFas Capoem Japan 1.815 1.724 1884 1097%
200273 | 20033 | 20043 b FEite “irgatisd flreiames 357 478 432| 904%
B *x Japan A0666) 37,191 40477 1085% SN—TEat Caprom Total 2172 2,202 2.316[ 1052%|
it * Migth Adnesica 14236 16417 14996 913%
B M Baroge 7266 7.819] 6.839] ey  @REIE Copit Egpesdb M T M of Vi
T ok Dither bermitonies 273 ao7 L 200273 | 200373 | 200473 | %
- Tetal 62.742) 62036) 63000 1016% AFav Caprom Japan 1,355 1.404 2.391] 1703%
TEitEE erazlehted b rebicar 2297 407 191  469%
®EEET Promosana Exgerie 0= B T o Cicoms  ew? ol 1 1 Capoom Total 3652 1.811 2582 1426%
200273 | 200373 | 20043 ]
(LS Promobonal Expense 2,638 1272 6246 BoO%
GARCOMY
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EEDEERFEIEFE Non-consolidated Financial Review on FY 2001, 2002 and Projection for FY 2003

BETERN Fred md Loss Sheet

{0 ERP Milkets o Fenk

B T T Bresk-down of Blagar Bxpenias

(i B AP Melloas of Yea?

200273 | 2003/3 | 20043 Y 200273 | 2003/3 | 2004/3 %
LW Het Sales 45015 43454 45500 104 7% FEd . Promotion Expense 3.018 3,691 3680 7%
T R Trost Profit 15267 13678] 14500 1060% AR Pezstane] Exgtnis 8.987 9847 10172 1035%
FIEEE ¥& of Gross Proft 33.9% 31.5% 31.9%
EEEM  Sder md GhA Expenses 9,080 g 4449 9400 995% T NEE IR Broak-down of Depreciaton (02 P Mk of Yam
ERPE Diperating [=come 6,187 4229 2,100 1206% 200273 | 2003/3 | 2004/3 %
FET & of Operating [ncame 13 7% 4 T% 11.8% g % Giih Expenses 8923 749 763 05 5%
N HE Crimary Inciene 5837 4.302 5,100 1185% e = e 56 = =
FEE % of Ordisary Income 13.0% 9.9% 11.2% i) Pzl Arcade Egupmest B3d 925 1,121 121.7%
EREERES Mt [ncome 3.342| 513741 3,000 = et Tatal 1,815 1,724 1,884| 109.3%
Ly v of Met [ecome T 4% =31.6% . 6%
AR L Sales by Segments {10 P Milksis oF Fenr? R Capeal Espenciae £ 5 P Ml of Yem
200273 | 2003/3 | 20043 Lo 200273 | 2003/3 | 2004/3 b
TAa-THEPCET] | @ Domestc 25275 22661| 22663 1000% AR LB Arcade Cipe 909 1.040 1,969 1893%
CoeEner B Oversew 6,347 7472 6203 BI0% T o ie CEhers 356 364 422| 1155%
fmcludng PC) At Sub Total 31622 30133 28866 958% L1} Tatal 1.355 1.404 2391 1703%
MR &7 Domeshc 3,557 1,085 2018 1851%
Cren-Op B# Overseas 34 5 - - & ADEEESRY Henber of Ascades (LT [F Units locaticns)
A Sub Total 3,581 1,080 2019 1857% 200273 | 200373 | 20043
LBl Reverrss Shw | [EFD Doomestic 497 - = - N3 Ciapt:in Japin 34 30 33
APRES hieade Oipmnticen | [EFY) Domestic 7020 9046 10133 117m Foitan Consalifabed Subssdiaries G 3 0
wiE (9 Domestic 11 8 1] 125% S —7E Capeom Total 40 33 33
Mosie Project B Oversem 271 407 250 614%
B Sub Total 282 415 281 BO5% ®E B LR Domestic/Cverseas Sales Fatio (= T 5 Mo of Yia
AUy Lok EM Damertic 1,501 2.497 3,940( 1578% 200273 | 200373 | 20043 b
Roopalty revesae and A Overseas 290 243 20| 1193% | _Ei oA Domesic | 38142) 35326 38,757 1097
Db 8t Sub Total 1.721 2740 4230 1544% &' 7 erseas 6,873 8128 6743 B3 %
FZ0 Pactanko-gyaiem | EF Domestic 284 27 = = i Tutal 45015 43.454| 45500 t047%
5 M Total 45015 43454 45500 104 7%
GARCOMY
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€2003/388E4E Main Titles Result rdeased in FY 2002

FEYIRRTTEFES 518 Salesresultsin FY2002 and projectionsin FY2003

(Bi31 : F 2 '000copies)

24k IL% Title Hhisi Areas| FFTH  Rdeased Day| E#E Result
HA Japan 11/21 21-Nov 400
GC INNAFAN\HF—F 0 Resident Evil Zero XE USA 11/14 14-Nov 520
FRJM Europe 3/7 7-Mar 210
HA Japan 1/30 30-Jan 500
PS2 TEILALYS4 2 Divil May Cry 2 *E USA 1/28 28-Jan 490
ER  Europe 3/28 28-Mar 410
o e . BA Japan | 1UI14  14Nov 185
pPS2 7 VA7 7747 V33 U94—4— Breath of FireV Dragonquarter £E USA 518 T 90
GBA OvYY <T2EXE3 Megaman Batte Network 3 HZA Japan 12/6 6-Dec 850
R _ A& Japan | 12/12 12-Dec 150
PS2 ~0v94327—3 Clock Tower 3 =& USA 11 TMar 100
€2004/3%A5TE Main Titles Projection released in FY 2003 (B4 : F 2K '000copies)
BAL)LE Title Hhis Areas H7=H Released Day| ETiE Plan
PS2 BHRES3 Onimusha 3 HA Japan 3H March 700
- - . : BZA  Japan 11H November 300
PS2 #EFE{E Onimusha Blade Warriors

s ¥E USA| F#  2ndhalf 100
BA  Japan 6H June 60
Xbox DINO CRISIS3 KE USA EHA 1st half 300
ER  Europe T3 2nd half 220
. . e \ . . BZA  Japan A& Winter 500

PS2 INAFAINY—FK PORTL 4% Resident Evil Outbreak
7 KE USA A 2nd half 700
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