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鬼武者がｼｰｸﾞﾗﾌ2000でｹﾞｰﾑｿﾌﾄとしては初めて最優秀賞を受賞（ｼｰｸﾞﾗﾌとは
米国コンピュータ学会が主催する、世界最大かつ最高のCGの祭典です。）
Onimusha won the top award at the Siggraph 2000 exhibition, the first time a game 
software title has ever won this award. The Siggraph exhibition, which is sponsored by 
the Association for Computing Machinery (ACM), is the largest computer graphics 
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Capcom's position in the video game industry
(Based on consolidated FY 1999 results)

●　Japanese market share based on consumer game sales in CY 1999 and US market share based on actual sales in CY 1999

（Unit: Millions of Yen）

5,306 1,466 515 1,480 729 183 602 3,390

1,450 309 90 67 44 38 -18 -403 

27.3% 21.1% 17.5% 4.5% 6.0% 20.8% -3.0% -11.9%

Square Enix Taito SegaNintendo Konami Capcom Namco

Net Sales

of Operating profit

Operating profit

1.  Source:  "Financial Statement for FY1999" by respective company
2.  Ranked by Operating Income

Japanese Market （'000 copies） （USD thousand）

12,517 25.58% 566,545 16.24%
8,350 17.06% 502,297 14.40%
7,182 14.68% 486,809 13.96%
5,993 12.25% 191,799 5.50%
2,301 4.70% 190,675 5.47%
1,928 3.94% 166,558 4.78%
1,786 3.65% 146,469 4.20%
1,328 2.71% 114,676 3.29%
1,019 2.08% 110,527 3.17%

983 2.01% 104,323 2.99%
5,545 11.33% 907,000 26.01%

48,932 100.00% 3,487,678 100.00%

Company Name ShareSales Units Share Company Name Sales
1.     Nintendo
2.     Konami
3.     Square
4.     Sony
5.     Capcom
6.     Sega
7.     Enix
8.     Bandai
9.     Ascii
10.   Namco

Total Total

9.     Namco
10.   Sega
　　　Others　　　Others

1.     Nintendo
2.     EA
3.     Sony
4.     Midway
5.     Acclaim
6.     THQ
7.     Activision
8.     Capcom

 Source: The Analysis of Consumer Video Games 2000 Source: TRSTS Report

U.S. Market
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FY 2000 Management Objectives

Direct sales Multi-platform strategy Publisher strategy

・　Japan: From Sep. 2000
・　North America: Under way
・　Europe: From Nov. 2000　　　　

Develop emulation software compatible with 
PlayStation2, GAME CUBE, Xbox, Dreamcast
and PCs. Release software simultaneously for 
all platforms.

・　Eidos Interactive (UK)
・　Havas Interactive (US)
・ Crave Entertainment (US)
・　Gamearts (Japan)
・　Alika (Japan)    
・　Other

Enables gaming between different platforms.  
Synergies with net gaming strategies.

• Develop highly creative game software as a leading content provider.
• Strengthen the Capcom brand.
• Focus resources on technical innovation.
• Strengthen and explore the network business with a view to expanding demand for the              
Internet market.
• Stable cash flow.

• Develop highly creative game software as a leading content provider.
• Strengthen the Capcom brand.
• Focus resources on technical innovation.
• Strengthen and explore the network business with a view to expanding demand for the              
Internet market.
• Stable cash flow.

• Medium-term business strategy

　　FY 2004 (year ending March 2005) - Target of ¥100 billion for net sales, ¥21 billion for operating 
profit, and ¥12 billion for net profit.

• Medium-term business targets
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Multi-platform strategy

・ Game program

･ Image data

・ Voice data, etc

For PCs

Developer

For DreamcastFor PlayStation2 For GAMECUBEFor Xbox

＋

User

・ Image display program
・ Voice program

・ Lower development cost
・ Lower advertising costs, greater impact
・ Reduction of opportunity costs to expand sales
・ Improvement of product management efficiency

Results

●　 No need for new development projects for each platform

Simultaneous release for multiple platforms Simultaneous release for multiple platforms Simultaneous release for multiple platforms 

Emulator component

● No need for new development projects for each title

Common
game
component

PCs GAMECUBEPS2Xbox Dreamcast
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i-mode
EZ web

Chakumelo terminals

AZ－NAVI

Digital convenience stations

Network deployment

NTT
KDDI

Cellular phone carriers 
in Southeast Asia

Cellular phone carriers 
in Japan

KDDI

KDDI
I S P

Directly managed 
Capcom facilities

Battery rechargers

Image, game 
distribution

Matching service

Raynegard (Internet-
based game)

Mobile phone 
operations

Consumer product 
operations

Multimedia terminal 
operations

IT network 
operations
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Financial Management Reform

・ Introduction of Enterprise Resource Planning (April 2001)
・ Introduction of In-House System (April 2000)
・　 Delegation of Authorization to Division Heads  (June 1999)

・ Introduction of Enterprise Resource Planning (April 2001)
・ Introduction of In-House System (April 2000)
・　 Delegation of Authorization to Division Heads  (June 1999)

・Title-based Profit Control System
　　 Minimum Operating Profit =
　　　 (R&D Cost + Promotional Expense) x 2

・Title-based Profit Control System
　　 Minimum Operating Profit =
　　　 (R&D Cost + Promotional Expense) x 2

・ R&D Incentive Programme based on Profit   
　　　　　Contribution by title (April 1996)
・ Stock Option Programme (March 1999)

・ R&D Incentive Programme based on Profit   
　　　　　Contribution by title (April 1996)
・ Stock Option Programme (March 1999)

●Building a Profit Management System ●

Mar-99 Mar-00 Mar-99 Mar-00

98,127 (100.0%) 107,776 (100.0%) 98,127 (100.0%) 107,776 (100.0%)Total assets Total liabilities and
shareholders' equity

58,911 (60.0％) 51,369 (47.7％)

21,115 (21.5％) 21,468 (19.9％)

46,861 (47.8％)

34,958 (32.4％)

30,123 (30.7％)

51,320 (47.7％)

● History of Consolidated Balance Sheet

● In-company Reform

Property, plant 
and 
equipment

Long-term liabilities

Current assets

Cash and deposits
12,026 (12.3%) Cash and deposits

27,439 (25.5%)

Shareholders’ equity

Current liabilities

（ Unit: Millions of Yen）

Introduction of a Compensation System that is linked to
Profit Contribution

Other current assets 
26,515 (27.0％) Other current assets

27,804 (25.8％)
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R&D Cost and Number of Titles Developed

R&D CostsR&D Costs Number of Consumer 
Software Titles Developed
Number of Consumer 
Software Titles Developed

（Unit:100 Millions of Yen）

（ Projection） （ Projection）

Units sold
(‘000 copies)No. of titles

日本市場　Japanese Market
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Sales Windows for Major Titles


