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Digital Entertainment

Sports

Gaming & Systems

Amusement

¥67.0 billion

¥9.0 billion

¥14.9 billion

¥31.1 billion

Total Revenue by Business Segment

(Six months ended September 30, 2019)
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Consolidated Financial Highlights

Looking at the Company’s consolidated results in the six-month period ended 

September 30, 2019, total revenue amounted to ¥121,089 million (a year-on-year 

decrease of 0.9%), operating profit was ¥20,922 million (a year-on-year decrease 

of 16.4%), profit before income taxes was ¥20,404 million (a year-on-year decrease 

of 18.2%), and profit attributable to owners of the parent was ¥15,201 million (a 

year-on-year decrease of 11.6%).

 In the Digital Entertainment Business, mobile games performed favorably in 

Japan and overseas, including Yu-Gi-Oh! DUEL LINKS, PROFESSIONAL 

BASEBALL SPIRITS A (Ace), and JIKKYOU PAWAFURU PUROYAKYU.

 Meanwhile, in esports, considerable excitement was generated at the finals of 

the eJ.LEAGUE Winning Eleven 2019 Season, which we cohosted with the 

Japan Professional Football League (J.LEAGUE).

 In the Amusement Business, MAH-JONG FIGHT CLUB GRAND MASTER, 

BOMBERGIRL, and other video games maintained steady operations. For prize 

games, we began operation of TREASURE ROAD, a new game that uses con-

veyor belts.

 In our Gaming & Systems Business, sales of KX 43™, the new upright cabinet, 

performed strongly, while we promoted sales of the Concerto™ series focused on 

markets in North America, Asia, and Oceania. In addition, the SYNKROS® casino 

management system continued to be installed on large overseas cruise ships and 

at major casino operators on a steady basis.

 In the Sports Business, we strengthened services designed to retain custom-

ers over the long term, including Membership Promotion Plan, which proposes 

optimal user methods. We also enhanced exercise schools through a variety of 

measures, such as the launch of a swim school offering small-group classes 

under the direct instruction of an employee who is a former member of the Japa-

nese national swim team. For sports-related products, we took steps to expand 

and improve Konami Sports Club original products. 

For more detailed financial data, please visit the KONAMI website and go to the Financial Information page. 

https://www.konami.com/ir/en/ir-data/

Note: Figures are in accordance with International Financial Reporting Standards (IFRS).


