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“Monster Hunter Frontier Online”

The mobile content market, worth 5.4 billion dollars (up 23.0% from the 

previous year), is steadily growing, especially in North America, owing to 

the rise of iPhones and other smartphones and the use by a wide range of 

customers. The mobile content is becoming more important in order to 

increase the number of home video game users as it triggers the interest of 

light users. 

        We purchased a Canadian mobile game developer in 2006 and acquired 

the games targeting light users owned by this developer. Moreover, we 

have released a number of our popular games and successfully cultivated a 

wide spectrum of users. Consequently, the North American market share 

has jumped in ranking from 62nd in 2006 to 5th in 2008, establishing our 

manufacturer presence. In light of the success in North America, we are 

distributing the shared game content in Europe, aimed at increasing market 

share in the next fiscal year.

        See p.28 “Overview of Capcom’s Business and Outlook for the Future” 

for details of market trends and business strategies.
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The PC online market is growing particularly in Asia. Although home video 

games are also popular in Asia, the prevailing problem of illegally copied 

software is restricting our business activities mainly to the billing and 

sales of PC online games based on personal authentication. Our home 

video game content commands huge popularity in this region and converting 

the existing popular series into online games will attract Asian users, difficult 

to do with home video games. We outsource billing and server operation 

functions to experienced local service providers from the perspective of 

country risk management.

        Currently, we are distributing the PC online game “Monster Hunter 

Frontier Online” in Japan and Korea with some successful results. This game 

is part of the “Monster Hunter” series, which boasts over 8.5 million units of 

sales to date. We are planning business development in Taiwan in the future 

to further increase awareness of our game content and establish a beachhead 

in the Asian market. 
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Examples of our actions in Asia

We outsource the development We outsource the development 
of PC online game users to local of PC online game users to local 
service providers. The games service providers. The games 
are distributed in our name, are distributed in our name, 
and thus, an increased and thus, an increased 
awareness of our brand can be awareness of our brand can be 
expected in Asia.expected in Asia.

We outsource the development 
of PC online game users to local 
service providers. The games 
are distributed in our name, 
and thus, an increased 
awareness of our brand can be 
expected in Asia.

We develop video game titles for overseas markets in collaboration 
with leading local developers and sell them to local users through 
direct sales systems. We plan to increase the number of partner 
studios as well as the number of titles.

Examples of our actions in Europe and North America
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