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Corporate Profile
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Corporate Philosophy

Create quality entertainment that brings happiness 

and fulfillment to people.

Each of us acts with visions, and 

aims to grow ourselves and our company by combining

“what I will do” and “what I can do” as individuals 

and “what we must do” as a company.

We will keep pursuing our business and endeavoring to evolve our 

business, and create quality entertainment 

that brings happiness and fulfillment to people.
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4,307 

15,745 

16,347 

2,794 

8,569 

8,689 

16,347 

Disclosure segments have been changed from FY3/2024

Summary: Change from 4 segments to 3 segments

Purpose: To clarify strategies in line with the mid-term vision

The following figures apply the segment change to actual sales in FY3/2023

Photo Sticker

・Amusement arcades
・Directly managed shops

Content and Media

FY3/2023 Net sales ¥36,400mn

・PiCTLINK

・Retouching software

・Content services

・Colored contact lenses

・Advertising planning

・Olu.

Character MD

・Arcade prizes

・Overseas product sales

・Expensive hobby goods

・Lottery

(23.9%)

(23.5%)
Games and Anime

(44.9%)

(7.7%)
・Anime

・Console game software

・Game apps

* ( ) Composition(¥mn)

(44.9%)

(43.3%)

(11.8%)

・Photo sticker(amusement arcades)

・Photo sticker(directly managed 

shops)
・PiCTLINK

・Content services

・Retouching software

・Arcade prizes

・Overseas product sales

・Expensive hobby goods

・Lottery

・Console game software

・Anime

・Game apps
・Colored contact lenses

・Advertising planning

・Olu.

Segments 

change

Sekaikan Business

Girls’ Trend Business

FURYU New Business
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Overview of Results for FY3/2024 2Q 
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2Q FY3/2024 Highlights

Sekaikan

Business

Sales remained high level, but the foreign exchange impact 

pushed down profit

Net sales : 6.1 billion (YoY 143.1%)

Operating profit : 0.3 billion (YoY 398.1%)

Girls’ Trend 

Business

Recovery was delayed as the number of plays fell short of 

plan, and sales were flattish over the previous year

Net sales : 3.9 billion (YoY 99.8%)

Operating profit : 1.2 billion (YoY 108.7%)

FURYU New 

Business

Steady progress in investment to develop new business 

pillars

Net sales : 1.0 billion (YoY 63.9%)

Operating profit :  -0.07 billion (YoY -0.1 billion)

Consolidated 

Corporate

Record-high sales in 2Q

Net sales : 11.1 billion (YoY 112.8%)

Operating profit : 1.1 billion (YoY 123.0%)
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Consolidated Overview for FY3/2024 2Q

表の位置調整用オブジェクト

(¥mn)

Segment Overview
2Q FY3/2023

actual

2Q FY3/2024

actual

YoY

Change

YoY

%

2Q FY3/2023

actual

2Q FY3/2024

actual

YoY

Change

YoY

%

Net sales 9,845 11,108 1,262 112.8% 17,987 21,083 3,095 117.2%

　Sekaikan Business 4,286 6,132 1,845 143.1% 7,991 11,704 3,712 146.5%

　Girls’ Trend Business 3,970 3,960 -9 99.8% 7,336 7,578 242 103.3%

　FURYU New Business 1,588 1,015 -573 63.9% 2,659 1,800 -859 67.7%

Operating profit 904 1,112 207 123.0% 1,584 2,427 843 153.2%

　Sekaikan Business 84 337 252 398.1% 314 1,063 749 338.7%

　Girls’ Trend Business 1,143 1,242 98 108.7% 2,079 2,314 234 111.3%

　FURYU New Business 75 -71 -147 - -21 -153 -132 -

　Company-wide costs -398 -394 3 - -787 -796 -9 -

Ordinary profit 934 1,111 176 118.9% 1,574 2,374 800 150.9%

Profit attributable to owners of

parent
620 743 122 119.8% 1,036 1,583 546 152.7%

2Q (July - September 2023) Cumulative total

Record-high sales due to strong sales of Sekaikan Business
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2Q FY3/2024 Sekaikan Business Overview

<Arcade prizes>

・Acquisition and 
commercialization of highly 
popular IPs are on a roll. Users' 
appetite to purchase remains 
strong since 1Q and is expected 
to continue in 3Q and beyond.

<Overseas product sales>

・Orders are sluggish due to 
excessive distribution inventory 
in overseas markets. Making a 
hurry to rebuild the business.

<Expensive hobby goods>

・Shipment of ordered products 
is progressing thanks to the 
elimination of production delays.

<Foreign Exchange Impact>

・2Q cumulative total: a decline 
of 237 million yen due to the 
rapid yen depreciation.

・The impact was mitigated by 
forward exchange contracts and 
procurement of U.S. dollars *2 
through overseas product sales.

・Foreign exchange rate 
sensitivity: -70 million yen per 
year.

*1 Others include the following businesses.

Lottery, middle-price hobby and book sales.

*2  Raising dollar funds by switching sales to dollar settlement in the overseas merchandise sales business.

Switching from dollar-denominated purchases and yen-denominated sales to dollar-denominated purchases     

and dollar-denominated sales.

表の位置調整用オブジェクト

　(¥mn)

Sekaikan Business
2Q FY3/2023

actual

2Q FY3/2024

actual

YoY

Change

YoY

%

2Q FY3/2023

actual

2Q FY3/2024

actual

YoY

Change

YoY

%

Net sales 4,286 6,132 1,845 143.1% 7,991 11,704 3,712 146.5%

　Arcade prizes 3,115 4,986 1,871 160.1% 5,556 9,256 3,699 166.6%

　Overseas product

　sales
370 268 -101 72.6% 1,043 529 -514 50.7%

　Expensive hobby

　goods
524 616 91 117.5% 1,091 1,558 466 142.7%

　Other※1 275 260 -15 94.3% 299 360 60 120.2%

Operating profit 84 337 252 398.1% 314 1,063 749 338.7%

Average remittance rate at

the time of purchase

(yen/1 USD)

134 142 8 106% 131 140 9 107%

2Q (July - September 2023) Cumulative total

Strong arcade prizes market and market share increase led to solid 
sales and profit
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2Q FY3/2024 Girls’ Trend Business Overview

*1 Other includes the following businesses. Retouching software and content services

表の位置調整用オブジェクト

　(¥mn)

Girls’ Trend Business
2Q FY3/2023

actual

2Q FY3/2024

actual

YoY

Change

YoY

%

2Q FY3/2023

actual

2Q FY3/2024

actual

YoY

Change

YoY

%

Net sales 3,970 3,960 -9 99.8% 7,336 7,578 242 103.3%

　Photo sticker :

   amusement arcades
1,877 1,826 -50 97.3% 3,248 3,386 138 104.3%

　Photo sticker : directly

   managed shops
338 362 24 107.1% 627 677 49 107.9%

　PiCTLINK 1,558 1,601 42 102.7% 3,091 3,172 81 102.6%

　Other 196 170 -26 86.8% 368 342 -26 92.7%

Operating profit 1,143 1,242 98 108.7% 2,079 2,314 234 111.3%

Number of games played

(10,000)
881 874 -7 99.3% 1,647 1,641 -6 99.6%

Proportion of of plays on

models with price

increases (%)

63% 75% - - 47% 73% - -

Number of PiCTLINK

members (10,000)
- - - - 145 147 1.4 101.0%

2Q (July - September 2023) Cumulative total
<Photo sticker :    

amusement arcades>

・Profit increased due to 
the benefit of photo sticker 
price hikes despite the 
flattish number of games 
played.

<Photo sticker : directly 

managed shops>

・Increase in sales due to 
increased number of 
plays.

＜PiCTLINK＞

・Gradual increase in the 
number of paying 
subscribers in 1Q 
continued.

＜Other＞

・Retouching software 
with high gross profit 
margins continued to 
contribute to 2Q earnings.

・Sales decreased by 30 
million yen due to the 
divestment from the 
restaurant business in the 
2Q of the previous fiscal 
year.

・Number of plays: In past years, the number of plays has been concentrated in 2Q due to the long summer vacation and 
in 4Q due to commemorative photo shoots for the graduation ceremony season

・Proportion of plays on models with price increases: The ratio increases in steps, reflecting the continuous introduction of 
new products three times a year that coincide with summer, winter, and spring long vacation seasons.

Profit increased thanks to the benefit of photo sticker price hikes 
despite a flattish number of games played YoY
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2Q FY3/2024 FURYU New Business Overview

<Console game software>

・Sales of "CRYMACHINA", 
released in July, were strong.

<Anime>

・Box-office revenue from the 
"LAID-BACK CAMP" movie in 
the previous 2Q peeled off. 

・Contribution to earnings from 
several titles, including 
"Masamune-kun's Revenge R," 
the executive title.

<Colored contact lenses>

・Focused on improving our e-
commerce site.

<Others>

・Decrease in revenue due to 
the closure of two game app 
titles.

・Steady sales growth in 
Lifestyle D2C and ”Olu.”.*1 Other includes the following businesses.

Game apps, ad planning, and Olu..

表の位置調整用オブジェクト オルのデータ未反映

(¥mn)

FURYU New Business
2Q FY3/2023

actual

2Q FY3/2024

actual

YoY

Change

YoY

%

2Q FY3/2023

actual

2Q FY3/2024

actual

YoY

Change

YoY

%

Net sales 1,588 1,015 -573 63.9% 2,659 1,800 -859 67.7%

　Console game

　software
271 423 152 156.1% 558 493 -64 88.5%

　Anime 773 224 -549 29.0% 982 523 -459 53.2%

　Colored contact

　lenses
272 226 -45 83.3% 571 443 -128 77.6%

　Other※1 271 140 -130 51.8% 547 339 -207 62.1%

Operating profit 75 -71 -147 - -21 -153 -132 -

2Q (July - September 2023) Cumulative total

While driven by this term's release of "CRYMACHINA”, sales declined due to the 
significant drop in sales of the movie "LAID-BACK CAMP" released in the previous 
fiscal year.
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Progress Against Full-Year Forecasts
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Full-year financial forecast Guidance and assumptions

(¥mn)

FY3/2023

actual

FY3/2024 

previous 

forecast

FY3/2024

revised 

forecast

Compared to 

FY3/2023

Compared to 

FY3/2024 

previous 

forecast

Net Sales 36,400 39,000 42,000 115% 108%

Operating profit 2,134 2,500 3,300 155% 132%

Ordinary profit 2,179 2,500 3,300 151% 132%

Profit attributable to 

owners of parent
1,443 1,735 2,300 159% 133%

An upward revision to sales and profit due to strong sales of 
arcade prizes
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Changes from the previous forecast (Operating profit) 

Analysis of change in operating profit from the previous forecast

Operating profit +800MFY3/2024 

Initial Forecast

FY3/2024

Revised forecast

Girls’ Trend Business

Sekaikan Business

FURYU New Business
Company-wide 

costs

(¥mn)

Segment Net sales
Operating 

profit
Assumptions for FY3/2024 consolidated financial forecasts

Current 

forecast for 

next fiscal year

Sekaikan

Business

22,500 1,600・The sales growth trend continues due to robust orders in the domestic market.

・The exchange rate assumption is raised from 135 yen to 150 yen per U.S. dollar.

・Incorporate provision for loss of 100 million yen on orders and inventory.(＋3,500) (＋1,000)

Girls’ Trend 

Business

16,000 4,000
・Lowered annual total number of plays to approx. 34 million.

(expecting 81% in the proportion of plays on models with price increases)

・Number of paying members of PiCTLINK as of the end of FY3/2024: reduced to 

approx. 1.48 million.(-400) (-150)

FURYU New 

Business

3,500 -550・Continue investment of approx. 500 million yen per year.

・Focus on determining whether each business is a candidate for the third pillar.
(-100) (±0)

Company-wide 

costs
-

-1,750

（-50)
・As a result of close examination, costs are expected to exceed the initial forecast.

→

Foreign exchange 

rate sensitivity:

-70 million yen per 

year

→

→
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Forecast of the Number of Plays and the Number of 
Paid PiCTLINK Members

5.00 million

1.60 million

1.50 million

4.00 million

1.55 million3.00 million

2.00 million

1.00 million

1.65 million

Number of plays and members calculated based on 
recent results

Recovery is slowing down and is expected to be flat 
this fiscal year

1.40 million

FY3/2022

PiCTLINK paid members Photo sticker monthly no. of plays

FY3/2023

Approx. 1.52 million

⇒Approx. 1.48 million

No. of paid members at end of March 

2024 (forecast)

Approx. 36.00 million

⇒Approx. 34.00 million

Total no. of plays per year (forecast)

FY3/2024

Flattish trend

(Reference) Before COVID-19 (FY3/2020)

1.63 million paying members

Played 45 million times

total no. of plays per year

Approx. 32.00 million

Approx. 1.46 million

No. of paid members at the 

end of March 2022

Approx. 1.49 million

No. of paid members at 

the end of March 2023

Approx. 34.00 million

total no. of plays per year
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Business Progress and Measures
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Sekaikan Business
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FURYU’s arcade prizes
Quarterly sales trends

0
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2,000

4,000

2019 2020 2021 2022

Reference: (Market : Prize game sales in AM facilities in Japan ) and
(FURYU : sales of arcade prizes) by fiscal year

Market: Prize game sales in AM facilities in Japan *1

FURYU: Sales of arcade prizes

Business Progress and Measures : Sekaikan Business

<Progress： Arcade prizes>

・Strong performance continues in the AM facility prize game market, especially in urban areas, since 1Q.

・Continued acquiring popular IPs, commercializing them, and implementing measures to maintain high growth in the 
3Q and beyond.

(¥100 mn)

(¥mn)

(¥100 mn)

2022 domestic AM facility 

prize game sales are based 

on our estimates

*1 Source: Japan Amusement Industry Association, prepared by the Company based on the 

FY2021 edition of the "Amusement Industry Fact-Finding Report

Market: Sales of prize games in AM 

facilities in Japan 

CAGR (estimate): 5%

FURYU: Sales of arcade prizes

CAGR: 32%

*These figures are based on internal management accounting and are not subject to accounting 

audits.
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Overseas product sales - Quarterly trends

Business Progress and Measures : Sekaikan Business

<Progress : Overseas product sales>

・Recognition that overseas markets will continue to grow over the long term

・Orders have been sluggish due to excessive distribution inventories in overseas markets. Aiming to expand sales 

by developing new distribution channels.

Main Products

(¥mn)

Hatsune Miku Noodle Stopper Figure

Flower Fairy -Nemo Filler-
*These figures are based on internal management accounting and are not subject to accounting audits.

Art by 姐川 © Crypton Future Media, INC. www.piapro.net
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Girls’ Trend Business
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Business Progress and Measures : Girls’ Trend Business

<Progress: Photo Sticker Machine - Number of Plays>

・A steady increase in the number of plays of models after the photo sticker price hike (75% of total plays)

・Ratio of machines with price hikes continued to increase due to the release of new products three times a year to 
coincide with students' long vacations (summer, winter, and spring).

・Unit sales price of photo sticker (excluding tax) = Before price increase: 135 yen → After price increase: 172 yen

(10,000) (10,000)Number of plays by business category Number of plays by the model before and 

after the photo sticker price increase

Models after the 

price increase

Models before 
the price increase

Number of plays by the model 
after the price increase

Amusement arcades Directly managed shops
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Business Progress and Measures : Girls’ Trend Business

<Progress： PiCTLINK paid members>

・Number of paying subscribers increased moderately

・Steady increase in the number of Premium subscribers

・Monthly fee (excluding tax) = Standard: 300 yen ・Premium: 500 yen *1 *2

1 "Standard member" and "Premium member" are not the actual service name.
2 Monthly fees differ for feature phone billing, smartphone site billing, and smartphone application billing.

（万人）
PiCTLINK Number of paying subscribers and composition of Premium members

Premium members Standard members Ratio of Premium Members

(10,000)
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FURYU New Business
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Business Progress and Measures : FURYU New Business

<Progress： Game apps>
・Production of a new caring game "Stellarium of 

the Fragile Star”, and sequential release of 

information from October 16!
・Operation of two existing titles

<Measures>
・Close 2 of the 4 existing titles in FY2022.

・Focus on the development of new titles while 

operating existing titles.
・New titles are scheduled to be released in 2024.

"CRYMACHINA”
© FURYU Corporation.

"Stellarium of the Fragile Star”
© FURYU Corporation.

<Progress： Console game software>
・July 27: Launch of "CRYMACHINA”

Strong sales with approx. 40,000 units sold in 

Japan (as of October 2023)
・Overseas localized versions and ports of past 

titles are also being developed one after another.

<Measures>
・Plans to release several titles, including 

"CRYMACHINA”, an in-house title
・Strengthen overseas sales of original titles
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FURYU Medium-term Vision 2027
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Medium-term vision－Target management indices and quantitative targets

Management

strategy

Target 

management 

indices

Growth：
Sekaikan Business （SKB）
Earnings：
Girls’ Trend Business（GTB）

Potential for future：
FURYU New Business（FNB）

ROE ：above 15%

Operating profit margin:
above 10%

Compared to FY2022 results

FY2027

Net sales

60 billion yen

FY2027

Operating 

profit

6 billion yen

5-year CAGR  10%

5-year CAGR  26%

0

1,000

2,000

3,000

4,000

5,000

6,000

7,000

0

10,000

20,000

30,000

40,000

50,000

60,000

70,000

2018年度 2019年度 2020年度 2021年度 2022年度 2023年度 2024年度 2025年度 2026年度 2027年度

GTB SKB FNB 全社営業利益

Growth image

Corporate operating profit

FY2018    FY2019     FY2020    FY2021     FY2022    FY2023     FY2024    FY2025    FY2026    FY2027 
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Medium-term vision－ Basic policy

Organizational culture reform

Sekaikan Business
（SKB）

Girls’ Trend Business
（GTB）

FURYU New Business
（FNB）

A comprehensive entertainment company that brings smiles to people around the world

Basic policy

∙ Developing a diverse workforce that can play a role in 

increasing corporate value
∙ Promoting a rewarding work environment

■ Realisation of Dynamic Vision (see note): realization of employee and company growth 

Growth

・Acquisition of leading copyrights

・Expansion of figures

・Expanding EC sales

・Accelerated overseas development

Growth driver
・Expansion of figures

Earning

・Improving the value of the photo 

sticker experience

・LTV maximization

・Expanding photo sticker-related 

business by utilizing our strengths

Growth driver
・LTV maximization

Potential for future

・Rebuild strategies in new businesses

・Select and focus on new business in

1-2 years

・Invest management resources in 

businesses that the company 
focuses on

・Create a future business that earns 
sales of 10 billion yen

∙ Acquiring versatile and diverse human resources

∙ Creating mechanisms to encourage challenge and 

teamwork.

Note: A significant value for people working at FURYU, which aims for the growth of employees and the company by overlapping 

what individuals "want to do" and "can do" with what the company "must do."
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Approach to improving ROE

Profitability
①Net profit margin on sales

Net profit for the year divided 

by sales

Asset efficiency
②Asset turnover

Sales divided by total assets

Financial leverage
③Total assets divided by 

equity

FY3/2022

(actual)
Policy for increasing ROE

2028/03

(Target)

FY3/2023

(actual)

12.3％ 7.0％ 15.1％

7.4％ 4.0％ 7.4％

1.31times 1.35times 1.44times

1.27x 1.31x 1.41x

Keep above 15%

Maintain GTB's high profitability

Improve the profitability of SKB

Reduce unnecessary assets

Grow sales

Maintain the current level of

equity ratio

Aim for ROE above 15% in FY3/2028, with awareness to keep the level above the 

cost of shareholders' equity.
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Shareholder Return Measures and Financial Indicators

ROE Payout ratio DOE

We will pay dividends using a payout ratio of 40% or dividend on equity (DOE) of 

5% as reference targets.

*Figures for FY3/2020 and FY3/2021 are given as reference figures as they are unconsolidated figures.

27.1%
30.3%

49.2%

46.8%

36.9%

53.4%

56.4%

70.9%

4.8%
5.3%

5.0%

4.7%

5.9%

5.0%

6.7%

5.1%

0.0%

1.0%

2.0%

3.0%

4.0%

5.0%

6.0%

7.0%

8.0%

0.0%

10.0%

20.0%

30.0%

40.0%

50.0%

60.0%

70.0%

80.0%

(consolidated) (consolidated) (consolidated) (consolidated) (non-consolidated) (non-consolidated) (consolidated) (consolidated)

FY3/16 FY3/17 FY3/18 FY3/19 FY3/20 FY3/21 FY3/22 FY3/23

Payout ratio Dividend on entity (DOE)
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We aim to increase shareholder return by paying stable dividends and 

flexibly acquiring treasury shares and to achieve ROE of 15.0% or 

higher in FY3/2028.

Shareholder Return and Financial Policy

FY3/2022

Actual

FY3/2023

Actual

FY3/2024

Forecast

Total number of issued shares 28,296,000 28,296,000 28,296,000

No. of treasury shares as of the 

end of the term
935,766 1,855,966 1,855,989

Earnings per share (EPS) 93.01yen 53.62yen 86.99yen

Dividend per share (DPS) 52.00yen 38.00yen 38.00yen

ROE 55.9% 70.9% 43.7%

Amount of acquired treasury 

shares
- ¥999 mn -

Net assets ¥21,250 mn ¥20,152 mn -

Book-value per share (BPS) 776.71 762.20 -

Return on equity (ROE) 12.0% 7.0% About 10%
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Reference Material
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Initiatives for Sustainability
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Sustainability Policy the Structure to Promote It

FURYU's corporate philosophy is "Create quality entertainment that 

brings happiness and fulfilment to people！” We at FURYU will 

strive to build a relationship of trust with all stakeholders through 

our business activities and contribute to the sustainable 

development of society.

取締役会

<Promotion Structure>

We are promoting the system as 

shown on the left. In addition to 

the working groups, each of 

these initiatives is based on the 

idea that each FURYU employee 

and department is responsible 

for promoting them through their 

work.

Customers

EmployeesLocal society

Shareholders
Business 
partners

Board of Directors

Sustainability
Working Group (WG)

WG Chairman

Secretariat

Create quality 

entertainment

(Quality & Environment 

Subcommittee)

Implement Dynamic 

Vision

(Diversity & Inclusion 
Subcommittee)

Support the next generation 

that will create the future

(Youth Community 

Subcommittee)

Proper management 

foundation
(Compliance Subcommittee)

*Please refer to our corporate website for information disclosure based on TCFD 

recommendations.

https://www.furyu.jp/sustainability/tcfd/
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Key Issues and Identification Process

To contribute to a sustainable society through our business activities, we identified key 

issues to be addressed in FY2019 from among all social issues based on the impact of 

each of our businesses on the world.

We have revised the plan to optimize its contents in FY2021.

December 2021 Work by management members

Step❶
Identification and 

Extraction of Social Issues

We identified social issues relevant to 

FURYU's business by comparing the 

ISO 26000 core issues with FURYU's 

corporate action guidelines and 

business areas and referring to the 

social issues identified in the White 

Paper on Children and Youth (Cabinet 

Office).

Step❷
Organizing the level 

of importance of 
social issues

Based on stakeholder surveys and 

expert evaluations of the social 

issues we identified, we have 

organized them into two axes: 

importance to society (stakeholders) 

and importance to FURYU and 

FURYU's business.

Step❸
Identification of 
Materiality Issues

After approval by the Management 

Committee, the following material 

issues were identified through a 

resolution of the Board of Directors.

Placed based on the 
two axes
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Materiality (Important Issues)

<Create quality entertainment>

• Provide customers with safety and peace of 

mind while improving quality

• Give consideration to the environment 

through business

<Implement Dynamic Vision>

• Promote the creation of a satisfying work 

environment

• Develop diverse human resources essential 

to the improvement of corporate value

<Support the next generation that will 

create the future>

• Support challenges of future generations

• Help youth grow in a healthy manner

• Contribute to local communities

<Proper management foundation>

• Ensure information security and privacy

• Conduct fair, impartial deals and proper

procurement

• Protect intellectual property and undertake 

educational activities

Organized into four themes and addressed through our business

Provide customers with safety 

and peace of mind while 
improving quality

Support challenges of future 
generations

Promote the creation of a 
satisfying work environment

Ensure information security 
and privacy

Help youth grow in a healthy 
manner

Conduct fair, impartial deals and 
proper procurement

Contribute to local 
communities

Develop diverse human 

resources essential to the 
improvement of corporate value

Give consideration to the 

environment through 
business

Protect intellectual property 

and undertake educational 
activities

Materiality

Other issues
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Initiatives Related to Materiality

<Create quality entertainment>

• Provide customers with safety and peace of mind while 

improving quality

• Give consideration to the environment through business

<Implement Dynamic Vision>

• Promote the creation of a satisfying work environment

• Develop diverse human resources essential to the 

improvement of corporate value

<Support the next generation that will create the future>

• Support challenges of future generations

• Help youth grow in a healthy manner

• Contribute to local communities

<Proper management foundation>

• Ensure information security and privacy

• Conduct fair, impartial deals and proper procurement

• Protect intellectual property and undertake educational 

activities

Raising awareness 

through dialogue on 

the theme of quality

Safe, secure, and environmentally 

friendly manufacturing
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Initiatives Related to Materiality

Dynamic Vision

- FURYU’s unique value shared by all employees

- By overlapping what individuals "What you want to do" and 

"What you can do" with what the company "What you have to do

," we aim to nurture diversity among employees and help both 

employees and the company grow together.

Male childcare leave 

utilization rate (%)

50.0 %

Wage difference between 

men and women (%)

All workers

74.1 %
Full-time workers 75.5%

Part-time and fixed-term 

workers 63.9%23.5%

Obtained the third “Eruboshi” mark

Certified by the Minister of Health, Labour and Welfare on Apr. 14, 2020

Shall

Shall

What you can do

(Personal skills)

What you want to do

(Personal goals)

What you have to do

(Company’s  expectation)

Composition of 

female managers

(manager or higher)

<Create quality entertainment>

• Provide customers with safety and peace of mind while 

improving quality

• Give consideration to the environment through business

<Implement Dynamic Vision>

• Promote the creation of a satisfying work environment

• Develop diverse human resources essential to the 

improvement of corporate value

<Support the next generation that will create the future>

• Support challenges of future generations

• Help youth grow in a healthy manner

• Contribute to local communities

<Proper management foundation>

• Ensure information security and privacy

• Conduct fair, impartial deals and proper procurement

• Protect intellectual property and undertake educational 

activities
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Initiatives Related to Materiality

Acceptance of workplace tours, on-site classes (vocational lectures)

<Achievements since 2022>
(* denotes on-site classes)

・2022

August: Karatsu City Daiichi Junior High 

School*, Saga

December: Naha Commercial High School, 

Okinawa

December: Aso Chuo High School, 

Kumamoto

・2023

January: University of Hyogo* 

February: Kyoto Women's University

May: Ikeda Junior High School, Ikeda, Gifu

May: George Mason University, U.S.A.

June: Tokoname Junior High School, 

Tokoname City, Aichi Prefecture

September: Nishi Junior High School, 

Minokamo City, Gifu Prefecture

<Create quality entertainment>

• Provide customers with safety and peace of mind while 

improving quality

• Give consideration to the environment through business

<Implement Dynamic Vision>

• Promote the creation of a satisfying work environment

• Develop diverse human resources essential to the 

improvement of corporate value

<Support the next generation that will create the future>

• Support challenges of future generations

• Help youth grow in a healthy manner

• Contribute to local communities

<Proper management foundation>

• Ensure information security and privacy

• Conduct fair, impartial deals and proper procurement

• Protect intellectual property and undertake educational 

activities
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Initiatives Related to Materiality

Training on Governance

Sound Transactions and Production

<Create quality entertainment>

• Provide customers with safety and peace of mind while 

improving quality

• Give consideration to the environment through business

<Implement Dynamic Vision>

• Promote the creation of a satisfying work environment

• Develop diverse human resources essential to the 

improvement of corporate value

<Support the next generation that will create the future>

• Support challenges of future generations

• Help youth grow in a healthy manner

• Contribute to local communities

<Proper management foundation>

• Ensure information security and privacy

• Conduct fair, impartial deals and proper procurement

• Protect intellectual property and undertake educational 

activities
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We established a nomination and remuneration committee, a majority 
of whose members are independent outside directors.

We will strength the Board of Director’s supervising function by raising 
the weight of independent outside directors to at least 1/3.

Corporate Governance

2023年3月末現在

General meeting of shareholders

Appoint/

dismiss

Nomination and 

Compensation Advisory 

Committee

Board of Directors

6 Directors

(2 who are outside 

directors)

Audit & Supervisory 

Board

3 Members

(2 who are outside 

members)

Accounting  Firm

Representative Director 

and President

Executive Committee

Departments responsible 

for various operations
Internal Audit 

C
o
n
s
u
lt

R
e
p
o
rt

Audit

Collaborate

Select/dismiss/supervise
Accounting audit

Collaborate

ReportInstruct

Audit

Report

Appoint/dismiss
Appoint/

dismiss

Instruct

C
o
lla

b
o
ra

te

Composition of Directors

Notes:

1 Female director (outside)

2 Outside directors with management 

experience
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Local society

Customers

Employees

Shareholders Business 
partners

We stress dialogue with stakeholders to realize our sustainable growth.

Dialogue with Stakeholders

• User interviews (more than 200 times 

annually)

• Help desk

• Exchange of opinions at exhibitions

• Technical support

•Training, workshops and dynamic 

vision programs

• Employee survey

• Whistleblower system

• Fair and impartial deals

• Communication through Purchasing 

Department

• Requests for cooperation with 

Procurement Guidelines

• Acceptance of students for company  

visit

• Vocational lectures at schools

• Participation in local events

For individual investors

• Issue annual shareholder newsletters

• Result meeting once a year

For institutional investors and analysts

• Hold IR 1on1 Mtg by top management 

more than 100 times in FY3/2022

• Hold earnings explanatory meeting 

twice a year

•Facility tours
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Market Environment (Overall Amusement Market)

Trend in the amusement market (operation sales)

(100 millions of yen)

Source: Japan Amusement Industry Association “Amusement Industry Survey 2021”

Photo stickers Claw crane games Other No. of shops (thousand)
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Market Environment (Claw Crane Game Market)

Trend in the claw crane game market

(100 millions of yen)

Source: Japan Amusement Industry Association “Amusement Industry Survey 2021”

Sales from operation of amusement facilities Claw crane game prize
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Trend in Major Financial Indicators

(¥mn)

FY3/2017
(consolidated)

FY3/2018
(consolidated)

FY3/2019
(consolidated)

FY3/2020
(non-consolidated)

FY3/2021
(non-consolidated)

FY3/2022
(consolidated)

FY3/2023
(consolidated)

Net sales 24,890 25,383 27,134 27,431 24,777 34,058 36,400

Operating profit 3,920 2,453 3,543 3,637 2,736 3,709 2,134

Ordinary profit 3,921 2,474 3,531 3,656 2,716 3,707 2,179

Profit attributable to owners of 

parent*
2,798 1,725 1,882 3,020 1,844 2,544 1,443

Earnings per share (EPS) (yen) 98.89 60.99 66.53 108.54 67.42 93.01 53.62

Total number of issued shares 28,296,000 28,296,000 28,296,000 28,296,000 28,296,000 28,296,000 28,296,000

Total amount of dividends 848 848 848 1,094 984 1,422 1,004

Payout ratio (%) 31.7 49.2 45.1 36.9 53.4 55.9 70.9

Dividends per share (DPS) (yen) 30 30 30 40 36 52 38

Net assets 16,089 16,883 17,948 18,994 19,764 21,250 20,152

Equity ratio (%) 72.1 73.9 71.6 79.1 82.3 75.5 77.7

Book value per share (BPS) 

(yen)
568.63 596.67 633.39 694.22 722.38 776.71 762.20

Return on equity (ROE) (%) 18.7 10.5 10.8 16.4 9.5 12.0 7.0

Employees 398 421 482 453 453 488 507

*For FY2020 to FY2021, figures for 'net income' are used.
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Earnings By Segment (by fiscal year)

(¥mn)

FY3/2022
(Consolidated)

FY3/2023
(Consolidated)

Net sales 34,058 36,400

Photo Sticker 7,576 8,689

Content and Media 8,324 8,569

Character MD 15,175 16,347

Games and Anime 2,980 2,794

Operating profit 3,709 2,134

Photo Sticker -252 506

Content and Media 3,173 3,290

Character MD 2,408 -155

Games and Anime 26 196

Company-wide costs -1,645 -1,703

*The figures before FY3/2022 have not been reclassified to the new segments due to difficulties in replacing them with the new segments.

[Old Segment] [New Segment]

(¥mn)

FY3/2022
(Consolidated)

FY3/2023
(Consolidated)

Net sales 34,058 36,400

Sekaikan Business 15,175 16,347

Girls’ Trend Business 14,738 15,745

FURYU New Business 4,144 4,307

Operating profit 3,709 2,134

Sekaikan Business 2,375 -189

Girls’ Trend Business 3,536 4,223

FURYU New Business -762 -310

Company-wide costs -1,439 -1,589
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Earnings By Segment (by quarter)

1Q 2Q 3Q 4Q 1Q 2Q 3Q 4Q

Net Sales 8,142 9,845 9,351 9,061 9,974 11,108

Sekaikan Business 3,705 4,286 4,389 3,966 5,572 6,132

Arcade prizes, etc. 2,441 3,115 3,382 2,624 4,270 4,986

Overseas product sales 673 370 446 406 260 268

Expensive hobby goods 567 524 533 857 941 616

Other 23 275 27 78 100 260

Girls' Trend Business 3,365 3,970 4,159 4,249 3,617 3,960

Photo sticker: amusement arcades 1,371 1,877 2,056 2,032 1,559 1,826

Photo sticker: directly managed

shops
289 338 337 387 315 362

PiCTLINK 1,532 1,558 1,576 1,656 1,571 1,601

Other 172 196 189 173 171 170

FURYU New  Business 1,070 1,588 801 845 785 1,015

Console and game software 286 271 105 255 70 423

Anime 209 773 197 134 298 224

Colored contact lenses 299 272 231 223 216 226

Other 275 271 267 232 199 140

Operating profit 679 904 510 39 1,315 1,112

Sekaikan Business 229 84 -81 -422 726 337

Girls' Trend Business 936 1,143 1,127 1,015 1,072 1,242

FURYU New  Business -96 75 -148 -140 -81 -71

Company-wide expenses -389 -398 -388 -413 -401 -394

(¥mn)
FY3/2023 FY3/2024
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[Reference] Performance by Previous Segment (Quarterly)

1Q 2Q 3Q 4Q 1Q 2Q 3Q 4Q

Net Sales 8,142 9,845 9,351 9,061 9,974 11,108

Photo Sticker 1,660 2,215 2,393 2,419 1,874 2,189

Revenue from amusement arcades 1,371 1,877 2,056 2,032 1,559 1,826

Revenue from directly managed

shops
289 338 337 387 315 362

Content and media 2,114 2,139 2,142 2,173 2,096 2,098

Revenue from Pictlink charges 1,532 1,558 1,576 1,656 1,571 1,601

Sales of colored contact lenses 299 272 231 223 216 226

Other 282 308 334 293 308 270

Character MD 3,705 4,286 4,389 3,966 5,572 6,132

Arcade prizes, etc. 2,441 3,115 3,382 2,624 4,270 4,986

Overseas product sales 673 370 446 406 260 268

Expensive hobby goods 567 524 533 857 941 616

Other 23 275 27 78 100 260

Game and anime 661 1,204 425 502 431 688

Console and game software 286 271 105 255 70 423

Game apps 165 159 123 112 62 41

Anime 209 773 197 134 298 224

Operating profit 679 904 510 39 1,315 1,112

Photo Sticker 70 260 200 -25 133 292

Contents and media 803 798 831 857 870 827

Character MD 237 93 -72 -415 726 340

Game and anime 1 162 -33 65 3 67

Company-wide expenses -432 -411 -416 -443 -418 -415

(¥mn)
FY3/2023 FY3/2024
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Trend in KPI (FY)
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■ Total number of plays [10,000] ■ No. of plays amusement arcades [10,000] ■ No. of plays at directly managed shops 
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）

■ No. of directly managed shops ■ No. of paid PiCTLINK members as of the 

end of the term [10,000]

■ No. of premium PiCTLINK members as of 

the end of the term [10,000]
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Trend in KPIs (Quarterly)

■ Total number of plays [10,000] ■ No. of plays amusement arcades 

[10,000]
■ No. of plays at directly managed 

shops [10,000]

■ No. of directly managed shops ■ No. of premium PiCTLINK members as of 

the end of the term [10,000]
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Console game software game apps - Main Titles Released

other

company’s IP

PlayStation®4

Nintendo Switch™
2022/4/14 Battle Spirits CONNECTED BATTLERS

Original

PlayStation®4

PlayStation®5

Nintendo Switch™

2022/9/15 TRINITY TRIGGER

other

company’s IP
Nintendo Switch™ 2022/12/15 LogiKing

Original

PlayStation®4

PlayStation®5

Nintendo Switch™

2023/7/27 CRYMACHINA

Original Nintendo Switch™ 2023/11/2 MODEL Debut3 #nicola

TBD Original iOS／Android™ TBD Stellarium of the Fragile Star

FY3/2024

Rlease Titles

Type Console Release date Title

FY3/2023

Rlease Titles

Original or

other

company’s IP
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Share Information (as of Sep. 30, 2023)

Total no. of authorized shares 104,400,000

Total number of issued 

shares
28,296,000

No. of shareholders 7,268

Shareholders No. of shares held
Shareholding 

ratio (%)

FURYU Shoji Corporation 4,340,000 16.41

Custody Bank of Japan, Ltd. (Trust account) 2,819,900 10.67

The Master Trust Bank of Japan (trust account) 2,793,900 10.57

TM Corporation 1,415,000 5.35

FURYU Employee Shareholding Association 900,500 3.41

Yoshiro Tasaka 840,000 3.18

Masato Yoshida 840,000 3.18

Katsuyuki Inage 750,000 2.84

Shinji Nakamura 511,300 1.93

Hikari Tsushin, Inc. 466,200 1.76

*1. The company owns 1,855,989 treasury shares, but they are not included as a major shareholder.

*2. Shareholding ratio was calculated after subtracting the number of treasury shares. 
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The disclosed outlook for business performance, including that in this material, was produced based on information 

available as of the time of announcement.

Actual business performance may be different, according to various risks and uncertainties, such as economic situations 

and market trends. We would appreciate your understanding

For inquiries about this material 

IR officer

Finance/accounting Division

Management Dept

Email：info-ir@furyu.jp


