
CAPCOM CO., LTD. and its consolidated subsidiaries. Years ended March 31
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Digital Contents

Net sales (million yen)

Consumer (100 million yen)

Package (100 million yen)

Digital (100 million yen)

Mobile Content (100 million yen)

Operating profit (million yen)

Operating margin (%)

Assets (million yen)

Return on total assets (ROA) (%)

Consumer Game Sales (Package Software and 
Full-game Digital Content)

Market Information (Billion USD)*2

Total

Mobile Content

Console

PC

Total number of units (Thousands)

Sales of major titles (Thousands)

Item

*1 Includes sales of Monster Hunter World: Iceborne Master Edition
*2 Source: Newzoo Global Games Market Report May 2025
*3 Source: JAMMA Survey on the Amusement Industry
*4 Source: Manufacturer sales base complied by Capcom using Pachinko Maker Trends (2024); Yano Research Institute Ltd.
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65,172

52.1

101,746

64.1

51,876

103 (Forecast)

45 (Forecast)
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Monster Hunter: 
World

7,900
Resident Evil 7 
biohazard 
(catalog)

1,600
Marvel VS. 
Capcom: Infinite

1,000

Monster Hunter: 
World (catalog)

4,500
Resident Evil 2

4,200
Devil May Cry 5

2,100

Monster Hunter 
World: Iceborne

5,200
Monster Hunter: 
World (catalog)

3,200
Resident Evil 2 
(catalog)

2,400

Monster Hunter 
Rise

4,800
Resident Evil 3

3,900
Monster Hunter 
World: Iceborne 
(catalog)

2,400

Resident Evil 
Village

6,100
Monster Hunter 
Rise (catalog)

4,100
Monster Hunter 
Stories 2: Wings 
of Ruin

1,500

Monster Hunter 
Rise: Sunbreak

5,450
Resident Evil 4

3,750
Monster Hunter 
Rise (catalog)

3,700

Resident Evil 4 
(catalog)

3,392
Street Fighter 6

3,305
Monster Hunter: 
World *1 

(catalog)

2,810

Monster Hunter 
Wilds

10,108
Monster Hunter: 
World *1 

(catalog)

3,186
Resident Evil 4 
(catalog)

2,734

CAPCOM CO., LTD. and its consolidated subsidiaries. Years ended March 31
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Arcade Operations

Net sales (million yen)

Operating profit (million yen)

Operating margin (%)

Assets (million yen)

Return on total assets (ROA) (%)

Amusement Equipments

Net sales (million yen)

Operating profit (million yen)

Operating margin (%)

Assets (million yen)

Return on total assets (ROA) (%)

Other Businesses

Net sales (million yen)

Operating profit (million yen)

Operating margin (%)

Assets (million yen)

Return on total assets (ROA) (%)

Market Information (100 million yen)

Arcade Operations Market size*3

Gaming Machines Market*4 

        Pachislo

        Pachinko

Item 2025
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Segment Information
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Digital Contents 
Net Sales and Operating Margin

Arcade Operations 
Net Sales and Operating Margin

Amusement Equipments 
Net Sales and Operating Margin

Other Businesses 
Net Sales and Operating Margin
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Net sales (million yen) Operating margins (%)
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See the Capcom’s IR website for details.
https://www.capcom.co.jp/ir/english/
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