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Aiming for a

world-class development
system in step with the
evolution of game play
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Policy on development

The unwavering passion of Capcom’s
employees and our commitment to
leveraging data to put users first in the
rapidly evolving game market have
enabled us to increase operating
income for 11 consecutive years and
post record high record sales volumes.

As game development
advances, more time and resources
are needed. This necessitates the
strategic allocation of development
resources and further improvement
of development efficiency in order to
sustain a 10% increase in operating
income.

In line with our five-year
roadmap, development divisions are
considering the optimal launch timing
for major titles, the revival of dormant
IP, and new brands. In order to achieve
this, we will effectively invest funds,
human resources, technology, and
equipment, and in particular, we will
further step up the human resource
investment that we have been focusing
on in recent years.

As digital sales have become
mainstream, we will focus on the
operational side so that we can
increase satisfaction by responding
to various requests and opinions via
direct communication with users
through online events and other
means. In order to reach our long-term
vision of 100 million units in sales
annually, we will create a world-class
development system and work with
our employees who have inherited
Capcom'’s DNA to become a
company that delivers the best IP

Yoichi Egawa
Chief Product Officer (CPO)
Director and Executive
Corporate Officer in charge
of Development Divisions
and Pachinko & Pachislo
Business Divisions

of the Company

content that resonates with people
around the world.

Development strategy

Capcom aims to create content that
is loved globally. We have formulated
and are implementing a medium-term
development plan to truly satisfy users
in 230 countries and regions around
the world by delivering new titles in
existing series and remakes of past
titles updated with current technology,
while also taking on the challenge of
creating all new IP.

There is no winning formula for
game development. Capcom'’s
approach involves creating trends on
our own. It takes a considerable
amount of time to complete a product
that satisfies our standards and involves
much repeated trial and error. With
the passion of our creators and the
will to take on new endeavors, we
have created many IP and grown
them into brands.

Released in March 2024, Dragon’s
Dogma 2 features vivid graphics and
a meticulously constructed and realistic

world. Despite it being the first new
release in the series in 12 years, sales
have been strong, pushing the
cumulative sales of the series to over
10 million units, firmly placing it in
major brand territory.

On the other hand, we received
valuable feedback from the game’s
users. Together with the results of other
data we gave gathered, we will carry
out a thorough analysis and review to
make use of this experience in future
development, a process we continue
to perform for all of our titles.

Achieving our medium-term
development plan will be a challenge.
Nevertheless, our development
divisions are committed to putting in
the time and effort to live up to our
management policy.

Home video game software sales trends
(units in ten thousands)
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Cooperative approach in
Development Divisions

As of June 30, 2024, our development
divisions are staffed by approximately
2,800 people. We are able to optimize
the increasingly larger and more
time-consuming process of game
development by coordinating
between our divisions, which are not
limited to Development Division 1 and
Division 2, where games are created,
but also include divisions that carry
out fundamental technical research,
multifaceted support, and quality
control. As exemplified by Resident
Evil in Division 1, and Monster Hunter
in Division 2, we create unique worlds
and produce content that resonates
globally with a development style that
fully capitalizes on the characteristics
of each division. Along with RE
ENGINE, this development
environment is optimized for each
title and enables us to pursue the
high quality standards demanded by
our creative teams.

In addition, the quality control
divisions play an important role in
maintaining high user satisfaction
and long-term sales because they

4,170

3,260

4,589

take a holistic approach to quality
management, from handling bugs
to game balance tuning and
incorporating customer feedback
into development.

Training developers

People stand at the core of game
development. Since 2013, when we
decided to focus on in-house
development, we have actively hired
more than 100 developers every year.
Many applicants are attracted to
our content, and diverse human
resources from all over the world are
also applying, expanding our pool of
human resources for development.
Newly hired young employees are
assigned to practical settings to
acquire and develop know-how and
skills. Although it takes longer than
before to complete a single title, we
are working to develop young talent
into full-fledged developers faster by
reviewing our development program.
We stand committed to enhancing
our work environment and systems to
enable individuals to maximize their
abilities and work with a sense of
satisfaction and ambition.

* Monster Hunter Wilds
* Dead Rising Deluxe Remaster

* Kunitsu-Gami: Path of the Goddess

2025 (Plan)
(Years ended March 31)
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Bter Hunter series and its innovations throughout the years

Multiplayer mode

Brsary of the Monster Hunter series

g the game truly global. Hap

Touchscreen operation,
target camera,
and longer-lasting
game play
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Corporate Data
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Hunting action across
different elevations Reworked the game
with cutting-edge technology

to target global users

Wirebug actions enabling
more dynamic game play

Ryozo Tsujimoto

Director, Executive Corporate Officer,
Deputy in charge
Revelopment Divisions

o Tsujimoto has served as series producer
if Monster Hunter since Monster Hunter
eedom 2 in 2007. In the latest installment,
onster Hunter Wilds, he is again overseeing
€ entire title as producer.
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Online multi-player Cr(?atcd more sparks a gaming
gaming for up intricate phenomeﬂoﬂ
to four people ecosystem .
: New system enabling A massive, premium expansion Massive expansion
: : Launch of online Revamped the game system highly-customizable : that continued the story of content and
: Launch of mobile phone version PC version for more realistic hunting hunting actions : of Monster Hunter: World : nimbler actions
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The draw of Monster Hunter Wilds

Players can enjoy the ultimate hunting experience
where concepts like time and climate are exquisitely
woven into the ecosystem. The game features
advanced hunting action and uninterrupted immersion.

CAPCOM INTEGRATED REPORT
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Kaname Fujioka

Game Director
Deputy General Manager, Manage
Consumer Games Development [

Kaname Fujioka has worked as
the first Monster Hunter gamg
title, Monster Hunter Wilds, &
directar.and executive direg
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The Power of Quality Control
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Creating greater value through both
proactive and defensive approaches

gaming experience
and as representatives of our fans and

Specifically, my division is responsible the first people to come into contact

for four tasks: bug checking, tuning, with a game, we respectfully provide
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Shutaro Kobayashi

Head of Quality Control Division
and Deputy Head of
R&D Management Division

Shutaro Kobayashi has been involved in quality
control work since joining Capcom. After
serving as a manager and senior manager,

submission work, and customer support.
Bug checks involve playing a game
that is under development to find
flaws and glitches in the program and
verify that it works as intended. Since
we are developing multilingual games,

our opinions to the game creators.
This may bring to mind an adversarial
relationship; we are quite close
however, and the development team
is broad-minded and understands the
importance of tuning. We sometimes

| The Power of Quality Control Dieciors +Sound » Engine programmer
® Designers ® Server programmers

customers as possible.

*Rating systems are initiatives for the healthy
development of young people that call for voluntary
restrictions on home video game content and sales
methods to limit access by young people to sexual
or violent content.
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Development Teams & ~
Technical Research
® Technical researchers

® Producers * Programmers

Delivering |
the best titles
to the world, >

and comprehensibility”
and proposes balance
and usability to the
development team from
the player's point of view.

multiple vendors, while
submitting master data
along with various
applications so that
games can be released
as scheduled.
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