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To Our Shareholders

I sincerely hope that this interim report finds our shareholders 
prospering and in good health.
 The economic environment facing the Konami Group is 
at a standstill with concerns over the rapid appreciation of 
the yen and the outlook for consumer spending. In addi-
tion, the direction of the global economy remains uncertain 
due to such factors as the United Kingdom’s exit from the 
European Union and a slowdown in the economies of 
emerging countries.
 In the entertainment market, the market for virtual reality 
is expanding following the dramatically improved perfor-
mances of various electronic devices, including tablets and 
home video game consoles. This expansion has brought 
about a growing number of business opportunities in the 
video game industry.
 The gaming business continues to increase in size interna-
tionally due to the development of resources related to tourism 
and other factors. Moreover, there has been a movement 
toward the legalization of gaming machines that incorporate 
the element of user skill. Accordingly, more and more busi-
ness opportunities are expected to present themselves.
 Needs within the market for health and fitness continue 
to diversify, with rising demand for exercise with a focus on 
improving physical appearance as well as a heightened 
interest in sports and health consciousness and preventing 
the need for nursing care that accompanies old age. Also, in 
the market for household health and fitness machines, new 
markets continue to expand thanks to cheaper equipment 
prices and the launch of a wide range of new products.
 Thus far, the Group has placed accurately responding to 
the daily changes in the market environment as well as 
shifting toward a flexible and sustainable business organi-
zation as the foundation of its management strategy. We 

have now reorganized our business to integrate the arcade 
game business, a B2B business that formed a part of our 
Digital Entertainment Segment, into our Pachislot & Pachinko 
Machines Segment, which represents a segment of similar 
B2B businesses. Upon this reorganization, we have changed 
the name of the Pachislot & Pachinko Machines Segment to 
the “Amusement Segment.” In doing so, we are working to 
leverage the know-how we have cultivated in the arcade 
game business since our foundation to provide KONAMI-
brand products and services with higher-added value. At the 
same time, this business integration represents our pursuit 
of streamlined operations.
 We will continue to work toward improving our value as 
a competitive corporate group. Accordingly, we would like 
to ask for the continued support and encouragement of our 
shareholders going forward.

Takuya Kozuki
President and Representative Director
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Consolidated Financial Highlights

In reviewing the consolidated results for the six months ended September 
30, 2016, total revenue amounted to ¥101,401 million (a year-on-year 
decrease of 5.9%), operating profit was ¥17,040 million (a year-on-year 
increase of 36.9%), profit before income taxes was ¥16,248 million (a year-
on-year increase of 33.3%), and profit attributable to owners of the parent 
was ¥12,217 million (a year-on-year increase of 55.7%).
 In an overview of the Digital Entertainment Segment for the six months 
ended September 30, 2016, which reflected the restructuring of the busi-
ness segment, mobile games, including JIKKYOU PAWAFURU PUROYAKYU, 
PROFESSIONAL BASEBALL SPIRITS A (Ace), and Winning Eleven CLUB 
MANAGER (known overseas as PES CLUB MANAGER), continued to enjoy 
steady sales. Meanwhile, card games continued to receive favorable reviews 
from many customers and praise for the global tournament of the Yu-Gi-Oh! 
TRADING CARD GAME in August 2016. As for computer and video games, we 
released Winning Eleven 2017 (known overseas as PES 2017 - Pro Evolution 
Soccer -) in September 2016. JIKKYOU PAWAFURU PUROYAKYU 2016, 
released in April 2016, continued to enjoy a strong performance as it offers 
enjoyment to many customers.

 In our Health & Fitness Segment, we continued to develop our pricing 
and membership plans. These plans enable customers to select a pricing 
plan based on the number of times they visit our facilities and to use more 
than one facility. We intend to promote and spread the Konami Sports 
Club’s services supporting the concept of “sustainable fitness.” As for prod-
ucts related to health and fitness, we began to develop new products with 
the aim of enhancing our degree of recognition and increasing our market 
share in the health and fitness equipment market. This market is expanding 
centered on household machines. 
 In our Gaming & Systems Segment, we promoted sales of Concerto, the 
new cabinet of the video slot machine, as well as the Podium cabinet series 
and the SYNKROS casino management system mainly in the U.S., Asian, 
and Oceanian markets.
 In our Amusement Segment, our e-AMUSEMENT Participation system’s 
titles of arcade games, centered on MAH-JONG FIGHT CLUB ZERO and 
music genre games, continued steady operations. As for pachislot and 
pachinko machines, we released a new pachislot machine, SEVEN’S BEAT, 
in collaboration with beatmania, a music genre game from the Konami Group.

For more detailed financial data, please visit the “Financial Information” section of the Konami website.
https://www.konami.com/ir/en/

Year-on-year  
decrease

5.9%

Year-on-year  
increase

36.9%

Year-on-year  
increase

55.7%

Figures indicated for fiscal 2013 and fiscal 2014 conform to U.S. GAAP; those from fiscal 2015 onward reflect International Financial Reporting Standards (IFRS).
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Completely Renewing Konami Sports Club’s Fitness Programs

Discovering the Joy and Continuous Appeal of Exercise

Starting from September 1, Konami Sports Club has been carrying 

out a complete renewal of its fitness programs, which are offered at 

all of its locations across Japan. We established a variety of new 

programs, including the KONAMI-developed strength training pro-

gram Core Cross. Other new programs include Yoga (Spirit), which 

helps participants relax both mentally and physically, and Yoga 

(Body), which helps participants stay in shape and feel a sense of 

accomplishment. We have also put together a diverse program 

menu that includes aerobics, dance, strength training, physical con-

ditioning, and senior-oriented exercises. In these ways, we are offer-

ing a fun and fulfilling fitness lifestyle to our customers.

 The newly established Core Cross program features exercises to 

help boost core strength. This program is expected to help partici-

pants improve their physical performance and tone their abdomen 

and posterior.

 As a partner that provides total health support to its customers, 

Konami Sports Club will make concerted efforts to realize and pro-

mote ideas that make exercise a more familiar and fun experience. In 

doing so, Konami Sports Club will support the healthy lifestyles of an 

even greater number of people in the future.

Topics

Offering Excitement for a Wide Range of Devices

Hosting an Exhibit at Tokyo Game Show 2016

In September, KONAMI held an exhibit at Tokyo Game Show 2016, 

one of the largest game conventions in Japan. At the exhibit, we 

introduced an expansive video game lineup under the theme of “cre-

ating new things.”

 We exhibited the first-ever demo version of Yu-Gi-Oh! Duel Links, 

a highly anticipated mobile app with over 700,000 users registering 

in advance, allowing visitors to experience firsthand the intuitive 

excitement the app has to offer.

 We also held the first-ever official tournament for Pro Evolution 

Soccer 2017, the newest release in the Pro Evolution Soccer series. 

In addition, we held an event where visitors could challenge the 

reigning Pro Evolution Soccer world champion, who received his title 

in May in Milan, Italy. Both of these events were a great success.

 An official tournament was also held for JIKKYOU PAWAFURU 

PUROYAKYU. In addition, a new JIKKYOU PAWAFURU PUROYAKYU 

tournament authorized by all six teams in the Pacific League of 

Nippon Professional Baseball was announced, as was the new title 

JIKKYOU PAWAFURU PUROYAKYU Heroes, thereby further pro-

moting the appeal of the series.

 By offering excitement for a wide range of devices in accordance 

with the further diversification of entertainment methods, which 

occurs as the times change, KONAMI will continue to communicate 

the attractiveness of its game content going forward.

Digital Entertainment Health & Fitness
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Topics

Exhibiting a Diverse Lineup of the Latest Gaming Machines

Global Gaming Expo 2016 (G2E)

KONAMI introduced an unprecedented lineup of casino gaming 

products and technology during the Global Gaming Expo 2016, 

which was held from September 27 to 29 in Las Vegas. 

 Guests at G2E enjoyed firsthand access to the latest KONAMI 

developments, including a horse-racing game called Fortune Cup™ 

that uniquely combines mechanical detail with engaging customer 

interaction through an intuitive touchscreen interface. Fortune Cup 

exemplifies KONAMI’s engineering expertise and generated great 

enthusiasm from the industry.

 This year’s G2E also signaled the debut of KONAMI’s first skill-

based games. As limited U.S. jurisdictions have achieved the legal-

ization of slot machines with the element of user skill, KONAMI is 

exploring this new product sector and displayed initial concepts to 

G2E attendees. Three skill-based concepts were presented including 

Frogger: Get Hoppin’™ and the music-infused game Beat Square™.

 In terms of casino systems technology, during this year’s G2E, 

KONAMI’s comprehensive systems demo environment included 

SYNKROS Offers Management™ and SYNKROS Dashboards™, 

the industry’s latest dashboard business analytics interface.

 KONAMI will pursue further growth by supplying products and 

services that address customers’ various business needs.

Commencing Activities in the Amusement Segment 
— Integrating the Arcade Game Business into the Pachislot & 

Pachinko Machines Segment

KONAMI has reorganized its business structure by integrating its 

arcade game business, which formed a part of the Digital Entertain-

ment Segment, with its Pachislot & Pachinko Machines Segment, 

thereby creating the new Amusement Segment. The Amusement 

Segment will oversee the design, manufacture, and sale of arcade 

games and pachislot and pachinko machines.

 KONAMI-brand arcade games, which the Group has been devel-

oping since its foundation, have consistently met the expectations of 

customers by creating new ways for players to have fun, including 

music-based video games that became a huge hit and online game 

services that offered new kinds of value. By fusing these types of 

developmental capabilities with our pachislot and pachinko 

machines, we will promote the development of attractive products 

that only a company such as KONAMI can offer.

 Furthermore, the new Amusement Segment will help the Konami 

Group realize sustainable growth and improve corporate value by 

overseeing the development of gaming machines geared toward the 

markets of Asia.

 Drawing on our long-cultivated entertainment know-how, we will 

make efforts to earn the love of customers and create attractive 

products. Therefore, we ask that you look forward in anticipation to 

the activities of the Amusement Segment.

Gaming & Systems Amusement
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KONAMI has designated “maintain sound relationships with 
all stakeholders, including our shareholders, and contribute 
to society as a good corporate citizen” as one of its core 
management policies. As such, we are engaging in various 
activities that support local communities through the utiliza-
tion of the know-how that we possess and other means.
 In addition, employees of each Konami Group company 
participate in support activities through the employee organi-
zation Konami Group Employee Committee.
 Starting in July, the Konami Group Employee Committee 
has been implementing a year-long exercise program geared 
toward senior citizens in Kesennuma, Miyagi Prefecture, a 
place Group employees gained a connection to during the 
recovery support activities they provided after the Great East 
Japan Earthquake.
 This exercise program is meant to reward local community 
members for the continued effort they made in the “exercise 
classroom,” a program Group employees carried out in 2011 
that provided information on preventing diseases that affect 

senior citizens such as disuse syndrome and locomotor dis-
order. The exercise program also acts as a means to continue 
the positive relationship employees have developed with 
members of the local community.
 Furthermore, we have been holding dance lessons for chil-
dren in Rikuzentakata, Iwate Prefecture, since August.
 Child obesity stemming from the lack of exercise that 
accompanied the impact of the Great East Japan Earthquake 
has been an issue facing the region surrounding Rikuzen-
takata. It is our hope that the dance lessons we offer help 
encourage children to exercise by having them experience 
the fun of moving their bodies to the rhythm of music.
 Costs related to these support activities are covered by 
donations from Group employees.
 Going forward, all Konami Group employees will continue 
to value the relationships they form through these activities in 
hopes that they can contribute to the creation of a sustain-
able society.

Providing Support for Recovery through Our Employees’ Activities 

Corporate Social Responsibility (CSR) Activities
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The JIKKYOU PAWAFURU PUROYAKYU Series started in 
1994 as a video game for household game consoles. With 
players enjoying the series for more than 20 years since its 
creation, JIKKYOU PAWAFURU PUROYAKYU has become 
KONAMI’s representative baseball video game.
 The JIKKYOU PAWAFURU PUROYAKYU mobile app, which 
we have been offering since December 2014, reached a total of 
over 26 million downloads as of September 2016. JIKKYOU 

PAWAFURU PUROYAKYU 2016, a game we released for 
household game consoles in April 2016, has been receiving 
high praise for its innovative gameplay and sophisticated 
graphics. The game has been so popular that we have shipped 
more than 500,000 copies.
 We have now added two new titles to this popular series—
JIKKYOU PAWAFURU PUROYAKYU Heroes* and JIKKYOU 

POWERFUL SOCCER.
 JIKKYOU PAWAFURU PUROYAKYU Heroes is the first 
title in the series to appear on the Nintendo 3DS. With this 
game, players can strengthen their team by adding a wide 
range of characters as teammates and compete against 

various other teams with the goal of winning the champion-
ship. The game also offers players the type of convenient 
enjoyment that only the Nintendo 3DS can offer, such as the 
possibility of playing genuine baseball matches and competi-
tive matches against friends.
 The mobile app JIKKYOU POWERFUL SOCCER is a 
sports game that combines the JIKKYOU PAWAFURU 

PUROYAKYU Series with Pro Evolution Soccer, thereby cre-
ating an entirely new type of soccer game where players 
develop and train their own soccer players. In the “Success” 
mode, which players are familiar with from the JIKKYOU 

PAWAFURU PUROYAKYU Series, players can develop and 
train their own original soccer players. After strengthening 
their team, players can make use of the “Stadium” mode to 
compete against the teams of other players across Japan 
with the aim of becoming the nation’s best team.
 Going forward, KONAMI will deliver fun times to an even 
greater number of customers though the design and provi-
sion of high-quality games.

Promoting New Developments in the JIKKYOU PAWAFURU PUROYAKYU Series

Hot News

* Scheduled for release on December 15, 2016
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Shareholder Information

For ADR Holders

Fiscal Year-End March 31
Ordinary General  
 Meeting of Shareholders June
Record Date for  Annual shareholders’ meeting: March 31
 Shareholders Year-end dividend: March 31
  Interim dividend: September 30
  Other (when necessary): As announced in advance
Transfer Agent Sumitomo Mitsui Trust Bank, Limited
  1-4-1, Marunouchi, Chiyoda-ku, Tokyo, Japan
Location of Transfer Agent
Handling Office Sumitomo Mitsui Trust Bank, Limited
  Stock Transfer Agency Department
  1-4-1, Marunouchi, Chiyoda-ku, Tokyo, Japan
Mailing Address Sumitomo Mitsui Trust Bank, Limited
  Stock Transfer Agency Department
  2-8-4, Izumi, Suginami-ku,
  Tokyo 168-0063, Japan
Internet URL http://smtb.jp/tools/english
Public Notices Shown on the Company’s website
  https://www.konami.com
Stock Exchange Listings Tokyo and London

Company Name KONAMI HOLDINGS CORPORATION
Headquarters 9-7-2, Akasaka, Minato-ku,
 Tokyo 107-8323, Japan
 Tel: 81-3-5770-0573
 Fax: 81-3-5412-3300
Founded March 21, 1969
Incorporated March 19, 1973
Paid-in Capital ¥47,398 million
Website https://www.konami.com

Corporate Data (As of September 30, 2016)

Stock Information (As of September 30, 2016)

Common Stock
 Authorized 450,000,000 shares
 Outstanding  143,500,000 shares  

(including 8,261,409 treasury shares)
Number of Shareholders 33,928

The 10 Largest Shareholders

Shareholder Shares 
(Thousands) % of Total

The Master Trust Bank of Japan, Ltd. (Trust Account) 18,264 13.51

Kozuki Foundation 16,750 12.39

Kozuki Holding 15,700 11.61

Japan Trustee Services Bank, Ltd. (Trust Account) 9,453 6.99

Kozuki Capital Corporation 7,048 5.21

Trust & Custody Services Bank, Ltd. (Securities 
Investment Trust Account) 3,201 2.37

CHASE MANHATTAN BANK GTS CLIENTS 
ACCOUNT ESCROW 2,169 1.60

Goldman Sachs Japan Co., Ltd. 2,092 1.55

Sumitomo Mitsui Banking Corporation 2,017 1.49

BNP Paribas Securities (Japan) Ltd. 1,963 1.45

Note:  The above shareholding ratios are calculated after the deduction of treasury shares.

Depositary and Transfer Agent for American Depositary Receipts
  JPMorgan Chase Bank, N.A.
   4 New York Plaza, Floor 12, New York, NY 10004, 

U.S.A.
ADR Holder Contact JPMorgan Service Center
Telephone Inquiries Toll-free U.S.A. & Canada: 1-800-990-1135
  Outside U.S.A.: 1-651-453-2128
   An automated IVR system is available 24 hours /  

7 days a week.
   Representatives are available 8:00 am to 8:00 pm 

EST on weekdays.
Internet URL  Visit http://www.adr.com and go to the Shareholder 

Services page by clicking on “Access My Account” 
in the “INVESTORS” section.

Mail for Regular Correspondence
   P.O. Box 64504, St. Paul, MN 55164-0504, U.S.A.

Guide to Investor Relations (IR) Site
Our website includes an IR section that provides easy access to our 
latest financial information, news releases, and other relevant IR 
information.
URL: https://www.konami.com


