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Creating greater value through both
proactive and defensive approaches

gaming experience
and as representatives of our fans and

Specifically, my division is responsible the first people to come into contact

for four tasks: bug checking, tuning, with a game, we respectfully provide
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Shutaro Kobayashi

Head of Quality Control Division
and Deputy Head of
R&D Management Division

Shutaro Kobayashi has been involved in quality
control work since joining Capcom. After
serving as a manager and senior manager,

submission work, and customer support.
Bug checks involve playing a game
that is under development to find
flaws and glitches in the program and
verify that it works as intended. Since
we are developing multilingual games,

our opinions to the game creators.
This may bring to mind an adversarial
relationship; we are quite close
however, and the development team
is broad-minded and understands the
importance of tuning. We sometimes

| The Power of Quality Control Dieciors +Sound » Engine programmer
® Designers ® Server programmers

customers as possible.

*Rating systems are initiatives for the healthy
development of young people that call for voluntary
restrictions on home video game content and sales
methods to limit access by young people to sexual
or violent content.
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Development Teams & ~
Technical Research
® Technical researchers

® Producers * Programmers

Delivering |
the best titles
to the world, >

and comprehensibility”
and proposes balance
and usability to the
development team from
the player's point of view.

multiple vendors, while
submitting master data
along with various
applications so that
games can be released
as scheduled.
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