Value Creation Model

Leveraging our
capabilities, we a

issues through o

Guided by our Management Philosophy, we are activd
business model to create best-in-class content throug

Management Philosophy Creator of entertainment culture who aims to develop software content that excites and stimulates the senses

Outputs Outcomes

Input Business Activities and Business Foundation

Human Capital Single Content Multiple Usage strategy Digital Contents )
* 2,846 talented developers 248 titles S°C|a| Value

° Multinational talent from over 30 Leveraging our popular content, we expangl ourlP
countries at Japan offices into various game platforms and media. 227 countries and regions Creating world where

51.87 million units people can enjoy games
(Sales results as of the fiscal year ended March 31, 2025) with peace of mind

Intellectual Capital

* 19 popular IPs (million-selling hit
series)

Launch and
expansion of
popular content

Strengthening IP

* Atotal of 123 million-selling .
titles (1P T Arcade Operations

¢ Sold in over 220 countries and
regions 53 stores

* Arcade operation know-how Creation of IP L Operating amusement and other facilities Vision

¢ Pachislo machine cabinet Growing

development technology in Japan for awide range of customers

To be a company

that captivates
. My,,. . . .
Capital Investment A Doer}'e.bﬁme"t of Transmedia Leveraging intellectual property to deliver market value people around
- ginal games _ h Id with
Strategic sales Expanswn t e Wor Wlt
mifiatives our best-in-class
immersive content

Multi-use/

Financial Capital Amusement Equipments

e Net cash position of 160.1 billion yen
* Development spending of 49.4
billion yen

Captivate people around the world
with our best-in-class
immersive content

4 new machines released

50,000 units sold

Utilizing popular IPs for gaming machines
(Sales results for the fiscal year ended March 31, 2025)

Increase Capcom
users and fans

Production Capital

* Development studios, including
our Creative Studio with one of
Japan's largest motion capture
studios

Convey the

appeal of IP to

Expand game-buying broader
population globally audiences

Corporate Value

Other Businesses (eSports) o = cnvironment

e Efficient development environment f oo} =
using proprietgry development - -i 14'000 attendees that utilizes diverse talent
ine RE ENGINE == ™ . .
ot machines over 1D million online views . . .
production center . . Combined totals for Capcom Cup 11 |nC|'eaSIng the Intel'natlona|
Business Foundation and Street Fighter League: competitiveness of

Social Capital

¢ Global fan loyalty to our IP
¢ Relationships with platform
providers

World Championship 2024
= Sustainability, p.49 = Corporate Governance, p.63 P P Japanese brands
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