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Explanation Summary for the Briefing Regarding  
2nd Quarter Financial Results of the Year ending March 31, 2014  

by Kenzo Tsujimoto, Chairman and CEO  
(November 1, 2013) 

 
 

1. Greeting 
 
(1) Thank you to the audience 

I would like to start by thanking you for taking the time to attend Capcom’s brief on our financial results.  
 

(2) Today’s meeting  
Today’s presentation will cover three subjects: overview of our first half performance, our medium-term 
goals and a progress report concerning our reorganization. 

 

2. Overview of first half performance 
 
(1) My first subject is our first half performance. Sales and earnings were both higher than one year earlier. 
(2) Reasons for higher sales and earnings 

There were two main reasons for the increase in sales. One was the increase of 5.3 billion yen in the 
Amusement Equipments business, which was primarily due to the success of our “Devil May Cry 4” 
pachislo machine. The other is the 2.5 billion yen increase in the Digital Contents business, which was 
mostly the result of the popularity of “Monster Hunter 4” and higher downloadable content sales. 
 
Operating income was down 400 million yen in the Digital Contents business mainly because there were 
no new hit titles in the mobile content category. But in the Amusement Equipments business, operating 
income was up more than 1.1 billion yen because of higher sales. 

 

3. Medium-term goals 
 
Last May, we announced two medium-term goals. The first is “the cumulative operating income of 70 to 
80 billion yen during the five-year period ending March 2018”. The second is “an operating margin of 
20% in the fiscal year ending March 2018”. 
After carefully examining these goals, we have revised “the operating income goal to 80 billion yen” and 
reaffirmed “the 20% of the operating margin for the fiscal year ending March 2018”. 
 
First, I will provide more information about “the cumulative operating income target of 80 billion yen”. 
 
Our plan is to achieve this target with earnings as follows in each business segment. 
(1) Digital Contents: 57.0 billion yen 
(2) Arcade Operations: 8.5 billion yen 
(3) Amusement Equipments: 30.0 billion yen 
(4) Other businesses: 5.5 billion yen 
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Next, I will discuss in more detail our goal of “the 20% operating margin in the fiscal year ending 
March 2018”. 
 
Our plan is to achieve the following operating margins in each business segment. 
(1) Digital Contents: 22% 
(2) Arcade Operations: 15% 
(3) Amusement Equipments: 27% 
(4) Other businesses: 45% 

 
This is a comparison with our operating margin plan for the current fiscal year. Naturally, we may not 
be able to maintain these margins in every fiscal year. But by combining these margins with the segment 
operating income information, you can see that each business is going in one of two directions. One is 
higher earnings along with a growing scale of operations. The other is higher earnings along with 
improvements in profitability. 

 
Our basic plan for each business is as follows. 

(1) Digital Contents 
We are moving forward with the growth strategy that we announced in May, which involves 
improving the Consumer business and strengthening the Online Games business. We plan to 
increase earnings by raising the profit margin to the level we achieved in the fiscal year that ended 
March 2012 and enlarging the scale of operations. 

(2) Arcade Operations 
We plan to hold earnings steady by maintaining the current profit margin and scale of operations. 

(3) Amusement Equipments 
We plan to maintain the current profit margin by using this fiscal year’s sales of titles as the 
benchmark. We also plan to increase the scale of operations and earnings by launching four new 
pachislo/pachinko machines every year.  

(4) Other businesses 
We foresee no change in the size of Other businesses and plan to maintain earnings by improving 
profitability. 
 
 

We have already explained the specific initiatives that we plan to use to achieve these goals in May. You 
will hear an update concerning these actions afterward from the president. 
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