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Capcom's position in the video game industry (Based on consolidated FY 2000 results)

●Japanese market share based on consumer game sales in CY2000; and U.S. market share based on actual sales in CY2000

(Unit: 100 Millions of Yen）

4,625 1,715 453 491 201 1,466 755 2,429

847 386 203 72 71 -29 -29 -520 

18.3% 22.5% 44.8% 14.7% 35.3% -2.0% -3.8% -21.4%

966 218 112 60 41 -60 -32 -517 

Koei Namco Square SegaNintendo Konami Enix Capcom

Net Sales

Operating Profit

of Operating Profit

Net Income
＊１．Source "Financial Statement for FY2000"  by respective company
　 ２．Ranked by Operating Profit

Japanese Market （ '000 copies） （ Unit:US$1,000）

１．   　Nintendo 12,422 20.81% １．   　Nintendo 601,584 18.25%
２．   　Konami 9,190 15.40% ２．   　EA 430,402 13.06%
３．   　Enix 4,838 8.10% ３．     Sony 330,196 10.02%
４．   　Square 4,718 7.90% ４．   　Activision 257,613 7.81%
５．５．５．５．    Capcom 3,130 5.24% ５．   　THQ 222,039 6.73%
６．     Bandai 2,929 4.91% ６．   　Sega 186,639 5.66%
７．   　Namco 2,808 4.70% ７．   　Infogrames 155,752 4.72%
８．   　Sega 2,670 4.47% ８．     Midway 135,443 4.11%
９．   　Sony 2,494 4.18% ９．   　Acclaim 130,793 3.97%
10．    Koei 1,314 2.20% 10．．．．   Capcom 99,026 3.00%
　　   　Others 13,181 22.08% 　　   　Others 747,332 22.67%

59,695 100.00% 3,296,819 100.00%

Sales Share

Total Total

Company Name Sales Units Share Company Name

※Source:The Analysis of Consumer Video Games 2001 ＊Software sales for 32 bit hardwares or above.
＊Source:TRSTS Report

U.S. Market
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Management Objectives

Consumer Market

◆ Increase profitability 

　　by allocating proper 

　　resources.

　　　　　　　　FY2004 (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 strategy
◆ Develop highly creative game software as a leading content provider.

◆ Strengthen the Capcom brand.

◆ Selectively utilize resources to make products that meet changes in the market environment.

◆ Strengthen and explore the network business structure with a view for the Internet market expansion .

◆ Stable cash flow.

●●●●Medium-term business targets

●●●● FY2001 Management Objectives

Tele-communication 
business

◆ Promote development of     
products with focus on 
building infrastructure.

Coin-op Sales

◆ Streamline business 　
　　 structure and accommodate 
　　 to change in market 
　 　environment.

Arcade Operation

◆ Continue expansion and   

maintain stable earnings.
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１．　１．　１．　１．　FY2001 Business Strategy～～～～Consumer～～～～

Strive for Number One Publishing Company

◆ Ample products line-up

■ Introduction of Mega-hit titles
　 ・ Devil May Cry
　　・ Resident Evil Series
　　・ Onimusha Series
　　・ Dino Crisis Series

◆Change on 
　　　　　　　　　　　　distribution channel

◆R&D Strategy

■Multi-platform strategy

　　・Same games to multiple platforms will 

　　　be released with help of Emulation 
　　 Software for PlayStation2, GameCube, 
　　 Xbox, Dreamcast and PCs.

■Continuous supply of Sequel titles　　　　　　　　
・Street Fighter Series

　　・Breath of Fire Series
　　・Megaman Series

■Provide leading 
contents in every genre

◆Create additional values
　　　　　　　　　　　　　　　　　　　　from leading contents

■Network Game
　　　　　　　　・Alliance with KDDI
　　・Enables Gaming between different platforms.

■Licensing Business
　　・　　・　　・　　・strategy guide book, music CD, comics,
　　 movies

■Publishing other third party’s titles

　　・　　・　　・　　・Enables us to achieve profit from one unit sale

■Build Direct Sales Distribution
　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　　on worldwide basis
　　・　　・　　・　　・Improve gross margin 
　　　( 16% sales improvement in Japan)
　　・Increase Sales of small titles
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２．２．２．２．FY2001 Business Strategy～～～～Others～～～～

●●●●Arcade Operation

◆◆◆◆ Open a new store to be #1 arcade in each region.
　　・Opening at large scale shopping  malls in each region.
　　・Larger Spaces ( Minimum Space: 14,000 sq.ft)

◆◆◆◆Improve Operating Profit Margin

●●●●Coin-Op Business

◆◆◆◆Reengineer the operation to 
respond to changes in the 
　　　　 market environment.

◆◆◆◆New Product-line other than 

　　　　 video software in the market.

●●●●Other Operations

◆◆◆◆Meet next generations requirements for 
mobile phone.

　　・Domestic NTTdocomo ( i-apri), KDDI (EZ-WEB)  
　　・Overseas  NOKIA, carriers in Southeast Asia

◆◆◆◆Strengthen Pachinko-business

●●●●Pursuit of New Business

◆◆◆◆Battery charger “CHARBO”
　　　　　　　　・Creation of demands in the niche market.

◆◆◆◆Internet café “DIGILOG  LABO”

　　　　　　　　・Challenge new arcade operation with PC.

(100Millions of Yen)
1999/3 2000/3 2001/3 2002/3

61 66 71 76
5.9% 6.2% 10.6% 13.0%

Net Sales

of Opreting Profit
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●●●● R&D Strategy

■ Dedicated Mega-hit title for each platform.

■ Leading content creation for multi-platforms.

■Producer System

■Title-based Profit Control System 

　　 Minimum Operating Profit =
　　　 　 　 (R&D Cost + Promotional Expense) x 2 

■Create marketing strategy to appeal to market needs

　　・Build “Capcom Brand Images”
　　・Control advertising cost by using fee based agencies.

●R&D Management Control

３．３．３．３．FY2001 Business Strategy ～～～～R&D①～①～①～①～

●●●●Incentive Program

■R&D Incentive Program based on Profit 
　 Contribution by Division

■R&D Incentive Program based on Profit 
　 Contribution by title

■Stock Option Program

●●●●R&D Cost

日本市場　Japanese Market

39
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３．３．３．３．FY2001 Business Strategy ～～～～R&D②～②～②～②～

●●●●Sales Units shipped

＊FY2000 Domestic Greatest Hits Title...  PS 8titles, DC 7titles
＊FY2001 Domestic Greatest Hits Title...  PS 3titles, DC 1titles, PC 2titles

●●●●Number of Consumer Software Titles Developed
('000 copies)

1999/3 2000/3 2001/3 2002/3
Playstation 2 Total titles - 1 5 13

Domestic - 210 1,700 4,250
Overseas - - 500 2,650
Sub Total - 210 2,200 6,900

Playstation Total titles 23 20 18 10
Domestic 2,070 3,550 1,300 350
Overseas 4,830 5,700 2,800 350
Sub Total 6,900 9,250 4,100 700

Dream Cast Total titles 2 10 23 11
Domestic 550 600 800 150
Overseas 60 1,200 1,950 100
Sub Total 610 1,800 2,750 250

Game Cube Total titles 1 1 1 2
Nintendo 64 Domestic 50 70 50 550

Overseas 130 470 100 250
Sub Total 180 540 150 800

Game Boy Total titles 1 3 6 12
Domestic 70 50 1,050 950
Overseas 500 300 150 1,450
Sub Total 570 350 1,200 2,400

Xbox Total titles - - - 5
Domestic - - - 150
Overseas - - - 500
Sub Total - - - 650

PC & Others Total titles 15 3 4 19
Domestic 820 50 200 200
Overseas 630 300 500 300
Sub Total 1,450 350 700 500

Total Total titles 42 38 57 72
Domestic 3,560 4,530 5,100 6,600
Overseas 6,150 7,970 6,000 5,600
   Total 9,710 12,500 11,100 12,200

Units sold
（ '000 copies）
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Number of
 Title
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３．３．３．３．FY2001 Business Strategy ～～～～R&D③～③～③～③～

M illio n  T itle s

１ 1 9 9 2 /6 S t re e t  F ig h te r  Ⅱ S u p e rN E S 6 ,3 0 0

２ 1 9 9 8 /1 R e s id e n t  E v il 2 P la yS ta t io n 4 ,9 5 0

３ 1 9 9 3 /6 S t re e t  F ig h te r  Ⅱ  T u rb o S u p e rN E S 4 ,1 00

４ 1 9 9 9 /9 R e s id e n t  E v il 3  L a st  e sc a p e P la yS ta t io n 3 ,5 0 0

５ 1 9 9 6 /3 R e s id e n t  E v il P la yS ta t io n 2 ,7 5 0

６ 1 9 9 9 /7 D in o  C r is is P la yS ta t io n 2 ,4 0 0

７ 1 9 9 4 /6 S u p e r  S t re e t  F ig h te r  Ⅱ S u p e rN E S 2 ,0 0 0

８ 1 9 9 3 /1 1 A la d d in S u p e rN E S 1 ,7 5 0

９ 1 9 8 9 /9 D u c k  T a le s N E S 1 ,6 7 0

１０ 1 9 9 3 /9 S t re e t  F ig h te r  Ⅱ ' P lu s G e n e s is 1 ,6 6 5

１１ 1 9 8 6 /6 G h o st s 'n  G o b lins N E S 1 ,6 4 0

１２ 1 9 8 8 /1 2 M e g a m a n  2 N E S 1 ,5 10

１３ 1 9 9 0 /1 2 F in a l F ig h t S u p e rN E S 1 ,4 8 0

１４ 1 9 9 0 /9 D u c k  T a le s G a m e B o y 1 ,4 3 0

１５ 2 0 0 1 /1 O n im u sh a  w a r  L o rd s P la yS t a t io n 2 1 ,3 5 0

１６ 2 0 0 0 /9 D in o  C r is is  2 P la yS ta t io n 1 ,2 3 0

１７ 1 9 9 2 /1 1 M a g ic a l Q u e st  S ta r r in g  M ic k e y S u p e rN E S 1 ,2 10

１８ 1 9 9 8 /8 R e s id e n t  E v il D C  D u a l S h o c k P la yS ta t io n 1 ,2 0 0

１９ 1 9 9 0 /5 C h ip 'n  D a le  R e sc u e  R a n g e rs N E S 1 ,1 95

２０ 1 9 9 3 /1 2 M e g a m a n  X S u p e rN E S 1 ,1 65

２１ 2 0 0 0 /2 R e s id e n t  E v il C o d e  V e ro n ic a D re a m C a st 1 ,1 40

２２ 1 9 8 6 /9 C o m m a nd o N E S 1 ,1 37

２３ 1 9 9 7 /9 R e s id e n t  E v il D ire c to r 's  C u t P la yS ta t io n 1 ,1 20

２４ 1 9 9 1 /9 S u p e r  G h o u le 'n  G h o st s S u p e rN E S 1 ,0 9 0

２５ 1 9 9 0 /9 M e g a m a n  3 N E S 1 ,0 8 0

２６ 1 9 9 3 /5 F in a l F ig h t  2 S u p e rN E S 1 ,0 3 0

'0 0 0 co p iesT it les  (  1 9 8 5 /1 2～ 2 0 0 1 /3 )R elea se P la tfo r m

 Sales Window for Major Titles by Genre
（'000 copies）

◆Genre/Major Title

◆ Shooting Game

◆ Action Game

◆Fighting Game

Street Fighter Series

◆ ＲＰＧ

◆Adventure

15 titles

Unit Sales

Breath of Fire Series

Marvel Comic Series

Devil May Cry

# of Titles

51 titles

5 titles

6 titles

10 titles

3 titles

1 titlesOnimusha

Resident Evil Series

Dino Crisis Series

19 titles

4 titles

25 titles

7 titles

Commando Series

Mega Man Series

Disney Series

Final Fight Series

1942 Series

Ghosts 'n Goblins series

1,300

14,800

3,800

1,200

56 titles

12,900

3,000

23,800

3,200

2,000

18,800

3,900

1,350



8

◆Introduction of Enterprise Resource Planning 

◆Introduction of In-House Company system

Streamlining In-Company structure

Cash and deposits

Liabilities with Liabilities with Liabilities with Liabilities with 
InterestsInterestsInterestsInterests

Equity RatioEquity RatioEquity RatioEquity Ratio

●●●●In-company Reform

●●●● History of Cash Balance and Balance of Liabilities with Interests

◆CEO
◆CFO、COO、CIO
◆Deployment of Officer’s System
◆Board members from outside of the company

◆　Speedy Management

◆　Efficiency in Management

◆ Strengthening Competitiveness

◆ Delegation of Authorization to officers.

●●●●Effectiveness

●●●●Revise Management System

（Unit: 100 Millions of Yen）46 130 120 274 257
720 604 580 444 368

30.6% 29.4% 30.7% 47.6% 55.5%

0
100
200
300
400
500
600
700
800

1997/3 1998/3 1999/3 2000/3 2001/3 　　・・・・　　・・・・　　・・・・　　・・・・ 2005/3

Cash and deposit

Liabilities with interests
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Consolidated Financial Review on Fiscal Year 
1999,2000 and Projection for Fiscal Year 2001
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Non-consolidated Financial Review on Fiscal Year 
1999,2000 and Projection for Fiscal Year 2001


