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(B {57 :{EH 100 Millions of Yen)

LERIZBITHHADMHESTIT(2000. 3EFA—X)

Capcom position in the industry (Comparison based on Consolidated basis of Fiscal Year 1999)

EXE | 253 | ATy | FL3 | RIVIT | T=VHR| BAh— )
Nintendo | Konami | Capcom Namco Square Enix Taito Sega

R = Net Sales 9,306 1,466 915 1,480 7129 183 602 3,390

= bR Olzzz)a;igg 1,450 309 90 67 44 38 -18 —-403

FlZE R of Dperating 27.3% 21.1% 17.5% 4.5% 6.0% 20.8% -30%  -11.9%
* 1. HEFTTREIEIS ] From “Financial Statement for FY1999” by respective company
2. BBIERFTEEFIZEICELD, Sequence by Operating Income
O B ATHTGHE LV KRETIGICETORERYT —LYILDMRFTES 7 (1999/1~12)

Japanese Market Share based on Consumer games sales units in 1999/1~12 and U.S. Market Share based on Actual Sales in 1999/1~12

HAT15 Japanese Market (BE4{Z: FZK 1,000 units)

A—H— BRFEARE| >x7

Company Name Sales Units| Share
1. £ X & Nintendo 12,517 25.58%
2. 1O F+ = Konami 8,350 17.06%
3. RO9Ox7T Square 7,182 14.68%
4. Y — — Sony 5,993 12.25%
5. A73a> Capcom 2,301 4.70%
6. il Sega 1,928 3.94%
7. I=ZwWOR Enix 1,786 3.65%
8. /N> 4 A4  Bandai 1,328 2.71%
9. 7 R* — Ascii 1,019 2.08%
10. =+ L O Namco 983 2.01%
% D Others 5,545 11.33%
= 5t Total 48,932 100.00%

XA NOOTLES —LREBEEE]

From The Analysis of Consumer Video Games 2000

KkETHE U.S. Market

(BS{sz: FF)JL US$1,000)

A—h— HR5cE€%8 | 7

Company Name Sales Share
1. £ X = Nintendo 566,545 16.24%
2. Ib%n:v’ﬁ—‘y EA 502,297 14.40%
3. Vv = — Sony 486,809 13.96%
4. Sk I A Midway 191,799 5.50%
5. 790l 1L Acclaim 190,675 5.47%
6. T H Q THQ 166,558 4.78%
7. THOT4E23>  Activision 146,469 4.20%
8. A Jay Capcom 114,676 3.29%
9. &+ L O Namco 110,527 3.17%
10. & yil Sega 104,323 2.99%
Zz D i Others 907,000 26.01%
a i Total 3,487,678| 100.00%

* HAFTTRSTS LR—F |

From TRSTS Report ]
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= 5% FY 2000 Management Objectives

R ARG R DR EERS

/@ AT YA h—ELT, BITAE DR — LY IR E BT

~

Development of higher—quality game software as a leading content creating company.

® Hh7a IS RDHETE-@tER 5,
Strengthening Capcom brand.

@ RMEHDEICKHIGT EA-HREZERDEFREEREHS,

Focus resources on technical innovation.

@ (U A—RYrDHIBIERERFICANT=, ROPT—VECRADBEZRS.

Strengthening and exploring network business with a view on expanding demand for Internet market.

® EHRELI-FvyyaT7n—DELITERS,

\ Steady accumulation of cash each fiscal year.

J

¥

|

TILF Ty T4 — LB }

Multi-Platform Strategy

PN

/ BEFEH (PS2) Onimusha

INFAINF—FK1)—X(PS2. DC)
Resident Evil Series

- T4/ 954 A1) —X (PS) Dino Crisis Series
. I)le%F‘{f—I* (DC) Eldoradogate
- JLARAFATI7A4T71)—X (PS) Breath of Fire Series

FTILZF DIEHR EREHFT-GBHT—)

\ Legend Of Zelda (Published by Nintendo*GB coIo)J

£E EE'{’EU):E{A‘ Introduction of Mega Hit Titles

~

¥

[ Ry — B SRR B }

Network Business Strategy

%ﬁfﬁt:/*xd)’}%ﬂ;ﬁ‘ Creation of New Business

ﬁ EN—F~ADa TV \
Content creation to multi—platform
- YT =IOV TIDILTE
All titles with network features
© RILTFATATIRRIZ KB EEE R A
Strategic application to multi—-media terminal
- eav—ADLE
J

k Exploring e—commerce opportunities




BEL X T LDOEF Financial Management

QUK EIB X T LDIEE Building Profit

/' PR EEES X T L \
PrPfit_S)ontroI System By Division
- BEREEEVATLA
ROI Control System
BAMILRIBREES T L
EXAE=FHRE+LEEEGRE) X2
Profit Control System by Title
Minimum Operating Income =
(R&D Cost + Promotional Expense) x 2

. J

@ Bf 75 ERER Financial Strategies

.ﬂi%ﬁﬂﬁ?Z?AG)ﬁ]\ Compensation System linked to Profit Contribution

(i AT (06EIAEA)
Fixed Annual Salary for all employees (sipce April '96)
-EPA AR RIS T B A o T4T (96 FE4HEAN)
Incentive Program based on Divisional Profit
Contribution (since April '96) .
“AARILANREIZH T Aot T47 (965FE4HEAN)
R&D Incentive Program based on Profit Contribution
by title (since April '96)

s AbYOA T HIE(99F3AEA)
k Stock Option Program (since March '99)

~

J

- BYHRELI-X vy 2a70—%E LTS

Steady accumulation of cash each fiscal year
- BEEEARLEDHE (BE 90%)

Improvement on equity ratio (Aiming at 90%)

EFEEELT vy 2T70—0H#EFE History of Cash Flow from Operations (Consolidated Basis)

(B4 8 100 Millions of Yen)

150

100

50

0

1997/3 1998/3 1999/3 2000/3 2001/3 (§ti& Plan)
EFEEFvyaon—
Consolidateé Cash Flows 59 152 56 143 100
from Operations
HeEs
oeh Baore 46 130 120 274 350
AHFEERES
Balance of Liabiltios 720 604 980 444 330

with Interests



=K D HEFE Financial History of Company
EEEEANEESIAREOHTE

History of Consolidated Operating Income and Net Income

(B 4I:18M 100 Millions of Yen)

250
B = ZEF|#E Operating Income
200 |
O LBHAHEFIZE Net Income
150 |
100 }
50
0
_50 |
-100
1997/3 1998/3 1999/3 2000/3 2001/3 2005/3
(5t Plan) (B4ZE Target)
IE=EZ TR 48] 104] 36] 90] 86] 210]
Operating Income
E IR 5] —438] 15] 97] 60] 120]

Net Income

* 200073 R#AIT B E RS D LI MAImEER

Fiscal Year 1999 ended March, 2000 — Achievement of highest Net Income since inception of Capcom
* 200573 A#AIFFE L=1,000(EM ., EEFH2108M. HHMAF120EAZEHIR
Fiscal Year 2004 ended March, 2005 — Targeting at 100 Billion Yen as Net Sales, 21 Billion Yen as Operating Income
and 12 Billion Yen as Net Income

_4_



HEAERRFY A 5E L D HEFE
History of Sales by Consolidated Business Segments

199943 # Fiscal Year 1998

Arcade
Operation

16%

3848 M

(38 billion yen)

oo

Consumer

58%

20004E3H #A Fiscal Year 1999

od
Arcade

Operation

13%

515(8H

(51 billion yen)

oo

69%

Consumer

200143 A #7 (st@) Fiscal Year 2000 (Plan)

oo
Arcade
Operation

14%

48018 H

(48 billion yen)

oo

Consumer

61%

.tﬁ)b/ I‘)E:'puj'_"f,i <$¥Eﬂﬂ > Sales by Business segments .CS‘J?F.’:HT»':‘TZ'@Q Sales Units shipped (Consumer)
575 L Net Sales  (#fZ: &M Millions of Yen) FELEAML Major Titles (B {51 : F4 1,000 units)
1999/3 2000/3 2001/3 % 1999/3 2000/3 2001/3 (EtiE Plan)
avia—v 1. NAFNF—F20(E5) 1,210|1. /"AANHF—K3 3,520(1. NAFNHF—FIY—X -
Consumer 22450 35,752 29,609 92.3% Resident Evil 2 (Overseas) Resident Evil 3 Resident Evil Series
%?%Fﬁ LA 6.768 5,009 4230 97 8% 2. /\“'f?.h\*f—FP/C TaTIhyavy 810|2. 7_"':»{/’]'5.4“/1 2,240|2. 7—'“4.'/75.4.*’/12 1,650
Coin-Op & Revenue Share Resident Evil 2 D/C Dual Shock Dino Crisis Dino Crisis2
WEER  Arcade Operation 6,092 6,616 6,600 99.8% 3. RKM)—hT7458—ZERO3 659(3. /NAANY—K a3—K RO=H 730(3. REHE 1,000
Z D Others 3,056 4197 7,560 175.0% Street Fighter Alpha 3 Resident Evil Code Veronica Onimusha
& &t Total 38,366 51,574 48,000 93.1% BHE A  Total 9,710 HHFAL  Total 12,500 TR Total 12,600




SHRDEZERERB Future Business Development

Ooobodddoooooooooddoon
Capcom Network Strategy

TARME 2-4- AZFE ‘ & AnLYvay AZFE
Distribut O000000n ultimedia Terminal Mobile Phone Y 0000000 imedia Terminal

0000 e-commerce //// ST Nebwork
CSYI7hIRSE Cons Soft Sal .
:AM;E%. £ Cgin—u(r)nperSaI(;:sWare . 1‘&*1'&’”‘ :E}E}_ > L‘,AHOb”e Ph.?ne melody
(J%Iﬁf'g*ﬁ"/jl*) (hardware, software) Other Company'’s Site .7?]':_'7’“:) ITrZE?n?gards
:33}_'?&? vﬁ?alractler Goods SHAY @545 — Characters
S—- olesale

N
Retailer

Terminal

Mobile

@®==%—/. Mini Games ~
Wlﬁﬁx
—— Lther Company'’s

‘\ﬁsf;%&aﬂ_/ oooooo
Capcom Website Capcom R&D

@ /\1F/\HF—F1J—X Resident Evil Series
@74/ 754R)—X Dino Crisis Series

. EpEEERE

Subcontractor

@REKEL)—X Onimusha Series
Q@A) —FrT7 AR —31)—XStreet Fighter Series
@Oy HvI)—X Mega Man Series 0ooood O 0O O

@ JLAATI7AF1)—X Breath of Fire Series

.%ﬁ'ﬁj\g% New Genre
EREEEO T Content for mobile phone

Content Supplier

‘RPG * R7R— Sports
a3z as7—3y Communication |:| |:| DDDDDDD
- {th Others

Other Software Company

v -
Mobile P elod
A ~ 000000000 =
Y 0 Online Game

| F o P On-Line Play AT HP
L @7 1T LR Goods Sales Capdom Website
AZF @13=27 (H4E (154R) Bulletin Board
Multimedia Terrinal

Q@131 =4— 3 #EE Communication [ iPC ]
F1—Ly
ToART—au2 )
PlayStation 2

Dreamcast

Game Cube Mobile Phone

_6_



FREELFHEINILRDHT

R&D Cost and Number of Titles Developed

BARLES CSHIREME
F*ﬁ%% Number of CS Faﬁ%’)'l'f I“)ll;& Sales Units by Consumer
L 8 R&D Cost e -
100 Millions of Yen) (B2 unit) Number of Consumer Titles Developed (4L T 1000 unite)

140 50
OWZERFEE Technical R&D Cost C—Z Dt Others
ORAFEE (44;F) Subcontracting R&D Cost 45 —rc 12,500 12,600 1 12000
0 | ORAFE (N{E) Internal R&D Cost s ——SFC./N64 42
112 7 40
40 || ==ss-pc 28
13 2
» { 10,000
—ps A 2| 9710 3 4
100 |
35 || =ps2 1 3
1
87 —f— CSHARFEIHE 8,700
w0 | TOTAL 1 8,000
80 14 42 0 || 13
26 12
o5 | 7 14
65
3 |
21 / 22 6,000
60 | {
18 20 | - 5300 | 3
4 39 8 | st g 1 4,000
_ 8 13
4 23 20
60 60 1
52 Oy
| | 4 2,000
20 39 13
31 5 | .
6
0 0 L 0
1997/3 1998/3 1999/3 2000/3 2001/3 1997/3 1998/3 1999/3 2000/3 2001/3
(§1i& Plan) (§t& Plan)



O LRI EERAILERFEEARE] Sales Window for Major Titles by Genre
(3> ,a2—<H Consumer Games)

(B F 2 1,000 units)

OIS EERAL 85/12 86/12 87/12 88/12 89/3 90/3 91/3 92/3 93/3 94/3 95/3 96/3 97/3 98/3 99/3 00/3 01/3 ZARILE #EREHE
Genre/Major Title (R3A) # of Titles | Unit Sales
00000000 Shooter
19423)—X _ _ . 261F 1,300
1942 Series - o 6 titles

000000 Actions

BRI —X _ _ 210/ 3,800
Ghosts 'n Goblins series - . 10 titles
Eiziawaﬂvu—_z - - £3E 1,200
Commando Series 3 titles
OyyIoo)—X _ . 2514 14,200
Mega Man Series - 51 titles
F4XZ—I1)—X _ >~ 2254 12,000
Disney Series 25 titles
774-{-)»77{ Fo)—X - - 27/ 3,000
Final Fight Series 7 titles
<X F Maximo 4 HiF55(To be released in FY 2000)

000 Fighter
AR)—=bT7AE2—1)—X - | 2444 23,600
Street Fighter Series - T 44 titles
<—9/)Lazvsi)—X - _ 2154 3,200
Marvel Comic Series - o 15 titles
ILRATI7AT7L)—R 251k 1,580
Breath of Fire Series 5 titles
TULARFTT7A7T 4 Breath of Fire 4 |5 #iF5E(To be released in FY 2000)
T )LRS K4 —P Eldoradogate 4 HAFE5E(To be released in FY 2000)

00oo0oooooo Survival Horror
INAFNF—F1)—X L 2194k 17,000
Resident Evil Series - 19 titles
TAII9FAL R —X 221k 3,900
Dino Crisis Series 2 titles
BH#E Onimusha S H#AF5E(To be released in FY 2000) > L1 1,000

1 titles

0000000 Network Gane
LA > JLF Raynegard S %55 (To be released in FY 2000)
Marvel VS. CAPCOM 2 80
SNK VS. CAPCOM S H#AFE5E(To be released in FY 2000)
FAIL v R T4 ZEE2 Rival School 2 §H#]$5E(To be released in FY 2000)

8_



@ E A& Profit and Loss Sheet

EHED T E R E 58 (1999/3 2000/3%4 . 2001/35E)
Consolidated Financial Review on Fiscal Year 1998,1999 and Projection for Fiscal Year 2000

(Bifiz: A M Millions of Yen)

(#)h7Tav (B hJray (M) RTAER ) 73797
Capcom Japan Captron Status Flagship
1999/3 | 2000/3 % 2001/3 % 1999/3 | 2000/3 % 2001/3 % 1999/3 | 2000/3 % 2001/3 1999/3 | 2000/3 % 2001/3 %
5 F 5 Net Sales 30,256] 36,897| 122.0%| 41,000| 111.1% 1,374 1,.277] 92.9% 1,307| 102.3% 319 290[ 90.9% 274 | 94.5% 140 111] 79.2% 146| 131.5%
55 E R FIE Gross Profit 10,212 12,784] 125.2%| 13,700| 107.2% 315 274| 87.0% 293| 106.9% 3 6] 171.9% A 28 44 47| 106.8% 51 | 108.5%
LERES % of Gross Profit 33.8% 34.6% 33.4% 22.9% 21.5% 22.4% 1.1% 2.1% —10.4% 31.4% 42.3% 34.9%
REEEE Sales and G&A Expenses 8,424 8,035| 95.4% 7,700] 95.8% 96 122 127.1% 105| 86.1% 53 44| 83.0% 37 - 39 51[ 130.8% 57 | 111.8%
EEXIE:] Operating Income 1,788 4,750| 265.6% 6,000( 126.3% 218 153| 69.8% 188] 123.3% A49 A 38 - A 65 - 4 A3 - -6 -
EERES % of Operating Income 5.9% 12.9% 14.6% 15.9% 11.9% 14.4% —15.5% -12.9% —23.7% 2.9% -2.7% —4.1%
EEEIES Ordinary Income 1,701 4,590| 269.8% 6,000( 130.7% 213 148| 69.5% 180] 121.6% A45 A 40 - A69 - 13 8| 61.5% 3| 37.5%
EERES % of Ordinary Income 5.6% 12.4% 14.6% 15.5% 11.6% 13.8% —14.2% -13.8% —25.2% 9.3% 7.2% 2.1%
EEEIE:S Net Income 1,395 4,236 303.7% 3,500 82.6% 98 69 70.1% 94 136.2% Al17 23| - A 449 - 13 6] 46.2% 1] 16.7%
LERES % of Net Income 4.6% 11.5% 8.5% 7.2% 5.4% 7.2% —36.8% 7.9% —163.9% 9.3% 5.4% 0.7%
HTAVUSAT IL—T Hh7ary FOT P EIER =D ih it
Capcom USA Total Capcom Asia Capcom Europe Sub Total
1999/3 | 2000/3 % 2001/3 % 1999/3 | 2000/3 % 2001/3 % 1999/3 | 2000/3 % 2001/3 % 1999/3 | 2000/3 % 2001/3 %
5w F 5 Net Sales 9,667| 18003| 186.2% 11,285 62.7% 784 739] 94.2% 707| 95.7% 694 78] 11.2% 2| 26% 43,236 57,396| 132.8%| 54,720| 95.3%
55 E R FIE Gross Profit 4172 8,084 193.7% 5371 66.4% 190 249| 130.8% 187| 75.1% 622 52| 8.4% 2| 38% 15562 21,496| 138.1%| 19,675| 91.1%
LERES % of Gross Profit 43.2% 44.9% 47.6% 24.3% 33.7% 26.4% 89.7% 66.7% 100.0% 36.0% 37.5% 35.8%
REEEE Sales and G&A Expenses 2,769 3,472| 125.4% 2,512 72.4% 264 174| 65.9% 132| 75.9% 71 70 98.0% 20 28.6% 11,720 11,967| 102.1%| 10,563 88.3%
EEXIE:] Operating Income 1,402 4,613| 329.0% 2,858 62.0% AT4 75| - 55 73.8% 551 A8 - A 18] - 3,841 9,530( 248.1% 9,012 94.6%
LEEES % of Operating Income 14.5% 25.6% 25.3% -9.5% 10.1% 7.8% 79.4% -23.6% —900.0% 8.9% 16.6% 16.5%
EEEIES Ordinary Income 1,326 4,802 362.1% 2,950 61.4% A140 63 - 53| 83.6% 591 34| 58% A9l - 3,661 9,605 262.4% 9,108 94.8%
LR ES % of Ordinary Income 13.7% 26.7% 26.1% —-17.9% 8.6% 7.5% 85.1% 44.1% —450.0% 8.5% 16.7% 16.6%
EEEIE:S Net Income 1,146 6,126| 534.5% 3,950 64.5% A136 59| - 53| 89.8% 508 14] 2.8% A9l - 2,908| 10,633| 362.2% 7,140| 67.8%
FERES % of Net Income 11.9% 34.0% 35.0% —-17.3% 8.0% 7.5% 73.2% 17.9% —450.0% 6.7% 18.4% 13.0%
RIEREEES F M & &
Elimination Year Total
1999/3 | 2000/3 % 2001/3 % 1999/3 | 2000/3 % 2001/3 %
5 £ & Net Sales A4870] A5821| - A6,720| - 38,366) 51,575[ 134.4%) 48,000 93.1%
55 E R FIE Gross Profit 82 A29] - A375| - 15,644 21,467) 137.2%| 19,200| 89.4%
LERES % of Gross Profit - - = 40.8% 41.6% 40.0%
REEEE Sales and G&A Expenses 312 439| 140.6% 37| 8.4% 12,032| 12406] 103.1% 10,600 85.4%
EEXIE:] Operating Income A229 A468] - A412] - 3,611 9,062| 250.9% 8,600 94.9%
LERES % of Operating Income - - = 9.4% 17.6% 17.9%
EEEIES Ordinary Income A577 AB863| - A708] - 3,084 8,742| 283.4% 8,400| 96.1%
LERES % of Ordinary Income - - = 8.0% 16.9% 17.5%
EEEIE:S Net Income A1,401 A832| - A1,140| - 1,507 9,700| 643.7% 6,000, 61.9%
LERES % of Net Income - - = 3.9% 18.8% 12.5%
@t A RRIFE L <FEEFERI> Sales by Business segments @ BT {E#1E Depreciation
1999/3 | 2000/3 % 2001/3 % 1999/3 | 2000/3 % 2001/3 %
a2 a—<RE Consumer 22,450 35,752| 159.3%| 29,609 82.8% HhTaY Capcom Japan 2,379 2,226 93.6% 2,551] 114.6%
EBEFA-LUAILEZ CoinOp & Revenue Share 6.768 5000] 74.0% 4,230] 84.4% 24 &5 Consolidated Subsidiaries 438 397| 90.6%) 400| 100.8%
FDlhEZ Others 9,147 10,812] 118.2% 14,161] 131.0% JIL—T &5 Capcom Total 2,817 2,623] 93.1%| 2,951| 112.5%
& &t Total 38,366] 51,574| 134.4%] 48,000] 93.1% @15 7 Capital Expenditure
9 9
@Y AUMRIFE L <H@tthAI> Sales by Geographic Area D Capoom Japan 19929'1/31 200195;29 8?.0% 20%1;20 19?_0%
1999/3 | 2000/3 | 9% | 2001/3 | 9% FEEEH Consolidated Subsidiaries 477 653] 136.9% 50| 7.7%
B & Japan 27.864] 32.862| 117.9% 37.014] 112.6% T —T&&t Capcom Total 2668] 2,602 975%]  3870| 148.7%
i X North America 9,647| 17,957| 186.1% 8,938| 49.8%
Z D Other territories 854 754| 88.3% 2,048| 271.6% @ it % B 1 Number of Employees
& S Total 38,366 51,574| 134.4%| 48000 93.1% 1999/3 | 2000/3 % 2001/3 %
h7ar Capcom Japan 1,017 1,019 100.2% 1,054] 103.4%
S EE Consolidated Subsidiaries 138 137] 99.3% 137[ 100.0%
JgL—TJ&5 Capcom Total 1,155 1,156] 100.1% 1,191] 103.0%

_9_




BRD FERZE 5 R (1999/3 2000/3545 . 2001/35E)

Non—Consolidated Financial Review on Fiscal Year 1998,1999 and Projection for Fiscal Year 2000

QX E R HE Profit and Loss Sheet (BA4L: B A Millions of Yen) @& E MR Break—down of Depreciation (B4 : H M Millions of Yen)
1999/3 2000/3 % 2001/3 % 1999/3 2000/3 % 2001/3 %
B &5 Net Sales 30,256 36,896 121.9% 41,000 111.1% = = G&A Expenses 1,208 1,038 85.9% 1,048 101.0%
5t LR FIE Gross Profit 10,212 12,784 125.2% 13,700 107.2% LB JAEHRNRM  Revenue Share Equipment 473 374 79.1% 778 208.0%
FlEEE % of Gross Profit 33.8% 34.6% 33.4% W ERE XN R (il Arcade Equipment 697 814  116.9% 725 89.1%
BRFEEHEE  Sales and G&A Expenses 8,424 8,034 95.4% 7,700 95.8% it Total 2,379 2,226 93.6% 2,551 114.6%
HEEAE Operating Income 1,788 4,749  265.6% 6,000 126.3%
LEAES % of Operating Income 5.9% 12.9% 14.6% @ %1% & Capital Expenditure (B 41 : H5 M Millions of Yen)
BEAE Ordinary Income 1,701 4,590 269.8% 6,000 130.7% 1999/3 2000/3 % 2001/3 %
FlEE % of Ordinary Income 5.6% 12.4% 14.6% AMBEER L2V Arcade Ope. 1,594 1,742  109.3% 3,483 199.9%
EREIE Net Income 1,395 4,236 303.7% 3,500 82.6% z D Others 597 207 34.7% 337 162.8%
FlFEE % of Net Income 4.6% 11.5% 8.5% it Total 2,191 1,949 89.0% 3,820 196.0%
@ERP9 555 £ Sales by Segments (Bi4s1: B M Millions of Yen) @/ 7T AL Sales Units shipped
1999/3 | 2000/3 % | 2001/3 | % <EF5M Coin-Op > (B4 & Unid)
1Ya-vH(PCEYD) E KN Domestic 11,860 17,404 146.7% 18,381 105.6% 1999/3 2000/3 2001/3
Consumer 7B5} Overseas 4,807 5532 115.1% 5,038 91.1% AMEAR PN Total titles 10 10 10
(including PC) £t Sub Total 16,668 22,936 137.6% 23,419 102.1% Coin-Op ER Domestic 21,000 17,525 16,000
XBER E M Domestic 3,599 3000  83.4% 2,795  93.2% PGB ol Overseas 18,000 13,825 10,000
Coin—Op ;ﬁ% Overseas 1 ,276 800 62.7% 1,099 137.4% E-l- Sub Total 39000 31 1350 25,000
it Sub Total 4,875 3,800 77.9% 3,894 102.5%
l/’@)b Revenue Share E‘W Domestic 1,494 921 61.6% 454 49.3% <A a—<H Consumer > (E{:—L . :.F;F 1,000 units)
& #0-3&{E Phone Ring | EI Domestic 0 164 - 4559| 2779.9% 1999/3 | 2000/3 | 2001/3
AMM%& Arcade Operatiol E‘W Domestic 4434 5175 116.7% 5,726 110.6% Playstation 2 y,ﬂ\»ﬁ Total titles _ 1 6
B E A Domestic 16 4 25.0% 21 525.0% ER Domestic — 210 1,500
Movie Project B4} Overseas 1,145 440 38.4% 115 26.1% ol Overseas _ _ 400
&t Sub Total 1,161 444 38.2% 136]  30.6% 5 Sub Total i} 210 1,000
OAYUT4 €0 | EM Domestic 687 1812 263.6% 1282] 7084 [Pravstation [5(ME|  Total titles 2 2 o
Royalty revenue and | B4} Overseas 279 278 99.6% 220 79.1% R Domestic 2,070 3,550 1,550
Others it Sub Total 967 2,090 216.2% 1,502 71.9% TN Overseas 4830 5700 3750
P—70 P-Project | B Domestic 657 1,365  207.8% 1,310  95.9% st Sub Total 6.900 9.250 5,300
& &t Total 30,256 36,896  121.9% 41,0000 111.1% Droam Cast |FAIIE Total titles = o 2
BN Domestic 550 600 750
Q@ ENR - B EEE Domestic/Overseas Sales Ratio (H41: H M Millions of Yen) ot Overseas 60 1.200 1700
1999/3 2000/3 % 2001/3 % = Sub Total 610 1,800 2450
E5| 2] Domestic 22,747 29,845 131.2% 34,528 115.7% Nintendo 64 | 41 M2k Total titles 2 4 5
b _ FA Overseas 7,509 7,051 93.9% 6,472 91.8% Game Boy X Domestic 120 150 1,200
it Total 30,256 36,896 121.9% 41,000 111.1% #ot Overseas 630 770 1,000
, . y st Sub Total 750 920 2,200
@ = E#Z# Break-down of Major Expenses (H41: H M Millions of Yen) ok PYIVET: Total fitles 5 3 1
1999/3 | 200073 | 9% | 2001/3 | 9% Others Em Domestic 820 20 450
RFE{REE Promotion Expense 2,174 2,348 128.1% 2,245 95.6% 5 Overseas 630 300 300
A # #&  Personnel Expense 7,180 7,624|  106.2% 7,469  98.0% - s
7o - & ub Total 1,450 320 750
MERRE Technical R&D Cost 1,413 1,374 97.2% 1,209 88.0% ey CYINTE Total titles ) 33 20
Total EA Domestic 3,560 4,530 5,450
@it 8 %1 Number of Employees ok Overseas 6,150 7,970 7,150
1999/3 2000/3 % 2001/3 % H Total 9,710 12,500 12,600
#w AN B Total 1,017 1,019 100.2% 1,054 103.4%
S NE PN R&D 523 585 111.9% 610 104.3%




