multiple outside experts, was established in January 2021. It
holds regular meetings with the aim of further improving
information security.

Expanding opportunities for customers to play games

In recent years, we have been focusing on promoting esports
as part of our efforts as a creator of entertainment culture.
We have the role of planning and organizing events as a game
manufacturer—a role that had been largely shouldered by the
player community in the past—in order to provide an
environment that better allows competitors and fans to enjoy
the excitement of competitions.

Since 2013, we have held Capcom Cup to determine the
top players in the world. We are also working to provide amateur
players with opportunities to shine, such as with the new Street
Fighter League: College-JP 2019 for students, in June 2019.

Through these activities, we aim to increase points of contact
with our customers and improve customer satisfaction. In fiscal
2021, we held Capcom Pro Tour Online 2021, a series of 32
1-on-1 tournaments carried out in 19 regions across the globe.
We also introduced a team ownership system in the Japanese
esports league Street Fighter League: Pro-JP 2021, in which
eight companies form original teams that participate. In these
and other ways, we are expanding the scope of our activities.

Street Fighter League: Pro-JP 2021

Foundation for
Sustainable Growth (ESG)

Relationship with Regional
Communities

Promoting Healthy Relationships with Games

More than a decade of on-site classes for
children in school

Games are a relatively new cultural phenomenon with little
academic research, and discussions tend to focus on the
detrimental effects rather than the educational aspects. Recently,
recognition by WHO of gaming disorder made headlines as did
the establishment of the Kagawa Prefectural Ordinance on
Countermeasures for Addiction to Internet and Computer Games.
However, video game creator is a popular future career choice
among children, and programming and other such lessons will be
made compulsory in Japanese elementary schools starting in
2020. Many private sector efforts are also underway, including
opening programming academies for youth. Considering these
developments, it is reasonable to expect that the number of
children hoping to become game creators will increase.
Additionally, smartphone use rates among young people—53.4%
of elementary school students and 80.8% of junior high school
students—are rising each year. Smartphone games are also gaining
popularity and children are growing more familiar with games.
Given this, with a desire to promote social understanding of
games, we accept visits to our offices from primarily elementary
and junior high school students and conduct on-site classes at
schools to promote sustainable economic growth and social
development. Class programs have three sessions: Career
Education introduces the work done in a game company and its
challenges and rewards; Game Literacy Education helps students
use their judgement to build a healthy relationship with games;
and CAPCOM: Work x Mathematics shows students how
mathematics—typically not a favorite subject—is used in work.
These programs have been well-received with schools, and
Capcom is incorporating educators’ feedback to improve them.
In addition, based on prior feedback expressed by educators we
launched an online program starting in fiscal 2021, which also
allows us to hold classes smoothly even during the COVID-19
pandemic. We will continue to launch new initiatives to enable us
to respond flexibly over a wider geographical area than before.
Altogether, Capcom has welcomed 3,355 children as part of
403 different field trips to its offices (as of March 31, 2022). Capcom
has also held 174 on-site classes for 15,726 students (as of March
31, 2022) including the first online class held at Kawane Junior High
School in Shimada City, Shizuoka Prefecture in June 2021.

Impressions of the on-site classes
(An excerpt of this fiscal year's comments)

® The students realized the importance of communication skills
and classroom studies, so it was very beneficial. (Junior high
school teacher)

@ What left the biggest impression for me was the part about
how to happily stop playing. When you talked about using
big and small rewards, | was surprised to learn about such a
method. (Junior high school student)

@ |f you were to make a learning program for tablets used at
school, | think the children would be able to work on their studies
with a more game-like mindset. (Elementary school teacher)
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