Case: 1:26-cv-09168 Document #: 1 Filed: 07/31/26 Page 10 of 33 PagelD #:10

10. Capcom markets and sells a variety of Street Fighter branded products, including
clothing, pins, snacks, plushies, figurines, toys, and video games (collectively, “Capcom
Products™).

11. Capcom Products have become enormously popular and even iconic, driven by
Capcom’s quality standards and innovative designs. Among the purchasing public, Capcom
Products are instantly recognizable as such. The Street Fighter brand has become a global success
and Capcom Products are among the most recognizable in the world. Capcom Products are
distributed and sold to consumers through Capcom’s official Street Fighter merchandise website
and authorized licensees.

12. Capcom has continuously used the STREET FIGHTER trademarks, and other
trademarks, and has continuously sold products under its trademarks (collectively, the “Capcom
Trademarks”). As a result of this continuous use as well as the fame and popularity of Street Fighter
brand, strong common law trademark rights have amassed in the Capcom Trademarks. Capcom’s
use of the marks has also built substantial goodwill in the Capcom Trademarks. The Capcom
Trademarks are famous marks and valuable assets of Capcom. Capcom Products typically include
at least one of the Capcom Trademarks and/or Capcom Copyrighted Works.

13. The Capcom Trademarks are registered with the United States Patent and

Trademark Office, a non-exclusive list of which is included below.

Registration Registration

Goods and Services
Number Trademark Date

For: Computer game software;
Computer game in the form of
cartridges, cassettes, discs or tapes;
Oct. 18,2011 | Video game cartridges; Video game
machines for use with television

STREET

4,042,404 FIGHTER

receivers; Downloadable game
software; Downloadable computer
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028.

For: Energy drinks in Class 032.

1,964,830

STREET
FIGHTER

Apr. 02, 1996

For: computer game programs in
Class 028.

3,772,264

STREET
FIGHTER

Apr. 06,2010

For: Computer game software;
computer game software recorded
on DVDs and CD-ROMs; Pre-
recorded cinematographic film,
video tapes, video cassettes, DVDs,
video discs and video recordings
featuring motion pictures and
entertainment related to films,
namely, action adventure films;
Cinematographic action adventure
films; Action and adventure style
motion picture films for broadcast
on television; Musical and dramatic
audiovisual and sound recordings
on compact discs, video cassettes;
Pre-recorded videotapes featuring
dramatic works of fiction and music
in Class 009.

For: Entertainment services,
namely, providing webcasts in the
fields of videogames, computer
programs, entertainment and
general interest via a global
computer network; Internet services
providing information via an
electronic global computer network
in the field of entertainment relating
specifically to video games and
computer game software in Class
041.

2,720,191

STREET
FIGHTER

Jun. 03, 2003

For: TRADING CARDS,
POSTERS AND STICKERS in
Class 016.
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2,092,311

STREET
FIGHTER

Aug. 26, 1997

For: publications, namely, books
and pamphlets pertaining to video
game strategy, bookshelf comics,
hardcover collections of comics in
Class 16.

2,152,653

STREET
FIGHTER II

Apr. 21, 1998

For: action figures and accessories
therefor; plush toys and soft
puppets; card games, and hand held
units for playing electronic games
in Class 028.

7,197,867

SF6

Oct. 17,2023

For: Downloadable game software;
Downloadable computer game
programs; Downloadable video
game software; Downloadable
video game programs;
Downloadable interactive
multimedia computer game
programs; Recorded video game
software; Recorded video game
programs; Recorded video game
software in the form of ROM
cartridges, cassettes, tapes,
magnetic disks, optical disks,
magneto-optical disks, printed
circuit boards and electronic
circuits; Downloadable video game
programs for home video game
machines, handheld game apparatus
with liquid crystal display,
computers, mobile phones, smart
phones, mobile communication
terminal equipment and arcade
video game machines;
Downloadable electronic game
programs for mobile phones and
smart phones; Downloadable
electronic game software for mobile
phones and smart phones; Pre-
recorded CD-ROMs featuring video
games, computer games and mobile
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use with external display screen or
monitor; Gaming equipment,
namely, slot machines with or
without video output; Playing
cards; Japanese playing cards
(hanafuda); Board games; Arcade
game machines activated by medals
or tokens; Arcade game machines
that award prizes; Amusement
machines, automatic and coin-
operated; Amusement game
machines; Cases specially adapted
for sports equipment; Bags
specially adapted for sports
equipment in Class 028.

For: Entertainment services,
namely, providing on-line video
games; Entertainment services,
namely, providing on-line
interactive multiplayer video
games; Entertainment services,
namely, providing on-line video
games for mobile phones, smart
phones and mobile communication
terminal equipment; Entertainment
services, namely, providing on-line
video games for handheld game
apparatus and video games;
Entertainment services, namely,
providing a website featuring
entertainment information in the
field of games in Class 041.

7,716,016 CHUN-LI Mar. 04, 2025 | For: Toy figures; dolls in Class 028.
For: PRINTED CIRCUIT BOARD
FOR ELECTRONIC

1,447,723 CAPCOM Jul. 14, 1987 | AMUSEMENT MACHINES;
ELECTRONIC AMUSEMENT

MACHINES INCLUDING COIN-
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OPERATED COMPUTER GAME
MACHINES EQUIPPED WITH
CRT DISPLAY; PROGRAMMED
DATA CARRIERS FOR
ELECTRONIC AMUSEMENT
MACHINES, INCLUDING
THOSE IN THE FORM OF ROM
CARTRIDGE, MAGNETIC DISK
in Class 028.

3,618,490

May 12, 2009

For: Computer game software;
Computer game in the form of
cartridges, cassettes, discs or tapes;
Video game cartridges;
Downloadable game software;
Downloadable computer games;
Downloadable game software for
playing on mobile phones; Screen
saver software and wallpaper
software; Downloadable screen
saver software and wallpaper
software for mobile phones;
Downloadable images, moving
images and music for mobile
phones in Class 009.

For: Providing computer games to
others that may be accessed via the
Internet; Providing non-
downloadable Internet games to
others; Providing electronic games
for mobile telephones via the
Internet; Entertainment services,
namely, providing prerecorded
music, information in the field of
music, and commentary and articles
about music, all *online* via a
global computer network;
Electronic publishing services,
namely, non-downloadable online
publication of the text and graphic
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4,175,782

Jul. 17,2012

For: Video game and computer
game strategy guidebooks; Video
game and computer game
instruction manuals; Books and
magazines in the field of video
game and computer game strategy;
Books and magazines featuring
video game and computer game; A
series of books featuring fictional
or fantasy stories; Comic books;
Graphic novels; Trading cards and
collectors cards featuring video
game and comic book characters;
Stationery in Class 016.

4,781,985

Jul. 28,2015

For: Tops; jackets; sweaters; tee
shirts; caps; hats; footwear; in Class
025.

For: Arcade video game machines;
toy figures; stuffed toys; dolls;
board games; in Class 028.

14.

The U.S. registrations for the Capcom Trademarks are valid, subsisting, and in full

force and effect. The registrations for the Capcom Trademarks constitute prima facie evidence of

their validity and of Capcom’s exclusive right to use the Capcom Trademarks pursuant to 15

U.S.C. § 1057(b). True and correct copies of the federal trademark registration certificates for the

Capcom Trademarks are attached hereto as Exhibit 2.

20




