
Relationship with Employees

149

5.6

24
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Number and Ratio of Foreign Employees (Capcom Co., Ltd.)
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Capcom is currently engaged in initiatives aimed at improving the 
work environment for women and proactively hiring non-Japanese.
        In terms of providing an environment that facilitates women, 
we introduced systems enabling women to take a leave of 
absence before and after giving birth, childcare leave and 
shortened working hours, and promote their use throughout the 
Company. In fiscal 2019, 23 employees took childcare leave, 10 
of whom were men, and 100% of eligible women took childcare 
leave (fiscal 2018: 12 men and 100% of 21 women took leave). A 
high percentage of women returned to work afterwards: 27 
returned in fiscal 2019—100% if those still on leave are excluded. 
This is higher than the previous year (96%, or 32 women, returned 
to work in fiscal 2018). As a result, despite it being said that 
Japan’s gaming industry is generally dominated by men, women 
account for roughly 22% of Capcom’s workforce, and 24 (9.3%) of 
Capcom’s managers are women. In accordance with the execution 
of the Act on Advancement of Measures to Support Raising 
Next-Generation Children and the Act on Promotion of Women’s 
Participation and Advancement in the Workplace, in 2019 we 
formulated the General Employer Action Plan, which seeks 
to achieve two things: (1) developing a personnel system 
that contributes to diversity in work styles, and (2) having 

Impressions of the on-site classes
(An excerpt of this fiscal year’s comments)

Up to now, I had been on my smartphone all day long, but 
after hearing this talk, I decided to cut back the time I spend 
on my phone little by little. (Elementary school student) 
I was surprised at how fun they made math, which the 
students normally dislike. I saw firsthand how keenly they 
were listening. (Elementary school teacher)
I was happy to hear the lecturer talk about the necessity of 
what is taught in regular classes out in the real world. If there 
had been a discussion, it might have elicited various 
thoughts and opinions. (Junior high school teacher)
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Promotion of Diversity

Initiatives aimed at promoting the improvement
of the work environment for women and
proactively hiring non-Japanese

Promoting Healthy Relationships with Games

Games are a relatively new cultural phenomenon with little 
academic research, and discussions tend to focus on the 
detrimental effects rather than the educational aspects. Recently, 
recognition by WHO of gaming disorder made headlines as did 
the establishment of the Kagawa Prefectural Ordinance on 
Countermeasures for Addiction to Internet and Computer Games. 
However, video game creator is a popular future career choice 
among children, and programming and other such lessons will be 
made compulsory in Japanese elementary schools starting in 
2020. Many private sector efforts are also underway, including 
opening programming academies for youth. Considering these 
developments, it is reasonable to expect that the number of 
children hoping to become game creators will increase. 
Additionally, smartphone use rates among young people—49.8% 
of elementary school students and 75.2% of junior high school 
students—are rising each year. Smartphone games are also gaining 
popularity and children are growing more familiar with games.
        Given this, with a desire to promote social understanding 
of games, we accept visits to our offices from primarily 
elementary and junior high school students and conduct 
on-site classes at schools to promote sustainable economic 
growth and social development. Class programs have two 
sessions: one is career education, which introduces the work 
done in a game company and its difficulty and rewards; the 
other is game literacy education, which helps students use their 
judgement to build a healthy relationship with games. These 
programs have been well-received with schools, and Capcom is 
incorporating educators’ feedback to improve.
        In fiscal 2011, Capcom launched its career education 
program following educators’ requests. In fiscal 2013, Capcom 
started a new program on work and mathematics, targeting 
elementary and junior high school students to help keep children 
interested in math.
        Altogether, Capcom has welcomed 3,337 children as part 
of 402 different field trips to its offices (as of March 31, 2020). 
Capcom has also held 161 on-site classes for 14,927 students (as 
of March 31, 2020) at schools such as the one held at Niigata 
Elementary School attached to Niigata University in July 2019.

More than a decade of on-site classes for 
children in school

women comprise at least 15% of managers by the end of fiscal 
2024. In recognition of Capcom’s efforts toward improving the 
workplace environment for women, since 2014 we have earned 
the “Kurumin” mark, the symbol of a “company supporting 
childcare,” from the Ministry of Health, Labour and Welfare.
        In terms of the proactive employment of non-Japanese 
individuals, Capcom is making efforts to strengthen overseas 
expansion capabilities including creating an English hiring website. 
We currently employ 162 non-Japanese workers (representing 5.8% 
of our employees). Going forward, we will create a system for 
improving motivation in an attempt to increase the ratio of foreign 
employees, including support for career advancement and the 
promotion of non-Japanese individuals to management positions.
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