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FT—LERIZETHHLDEERIF (2001 /3EFER—X)

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

(B8 Unit: 100 Millions of Yen)

EFXE | 342 |I=vIR| hFay |a—xI— | FL3a |[RUzT7| A

Nintendo | Konami Enix Capcom Koel Namco Square Sega
58 £ B  Nesdes | 4,625| 1,715 453 491 201 | 1,466 755| 2,429
=i 2T S 847 386 203 72 71 -29 29|  -520
Bl # 3 ofQpea 18.3%| 22.5%| 44.8%| 14.7%| 35.3%| -2.0%| -3.8%| -21.4%
L HE R & Netincome 966 218 112 60 41 -60 -32 -517

* 1. HArMAREEE] Source "Financia Statement for FY2000" by respective company
2. BHIEF IEEEFEIZLSD, Ranked by Operating Profit

O HANBEEIVRENGICHETEIRERT —LYINDIRFTEL 7 (2001F E £+ 1)

Japanese market share based on consumer game salesin 1st Half of FY2001; and U.S. market share based on actual salesin 1st Half of FY 2001

HZATi5E Japanese Market

(B3 : T2 '000 copies)

KETE U.S Market

(4L : FFJL Unit:US$1,000)

A—hH— BREA | x7 A—Hh— BRTEEE | 7

Company Name SalesUnits| Share Company Name Sales Share
1. £ X E Nintendo 3,686| 16.87% 1. ILYhAZy)7-Y EA 197,079 18.50%
2.V = — Sony 3,118 14.27% 2. v = - Sony 135,257 12.69%
3. RUHxF7  Square 2,629| 12.03% 3. # X E Nintendo | 127,441| 11.96%
4. 1O F =  Konami 2,298| 10.52% 4. THT«4EP3> Activison 59,888 5.62%
5. 73> Capcom 1,530 7.01% 5 + vl Sega 59,071 5.54%
6. /N4 A4 Banda 1,323 6.06% 6. T H Q THQ 49,175 4.62%
7. /\UTFL Rk Banpresto 922 4.22% 7. 7L AL Acclaim 44,304 4.16%
8. I=vYRA Enix 784 3.59% 8. AY74+475.L Infogrames 42,668 4.00%
9. + L O Namco 684 3.13% 9. h 7 avv Capcom 39,164 3.68%
10. & vl Sega 555| 2.54% 10. = L O Namco 32,007 3.00%
Z O fhh  Others 4,317| 19.76% z DO Others | 279,440| 26.23%
a &t Total 21,845| 100.00% = it Total  [1,065,494| 100.00%
XHIFT N2001EE L3 F—LHIBEEE * 32ty M Ll E D4 —LY7MRSE . Software sales for 32 bit hardwares or above. 1

Source:The Analysis of Consumer Video Games 2001 * HATTRSTS L7R—k]  Source TRSTS Report
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BEAHE Management Objectives

@ P RHAMNTEERBE Medium-term business strategy
€ LT UYA—A—ELT, BICRIEEOE WS —LYINEAZEEBET .

Develop highly creative game software as a leading content provider.

€ W7 ISURDITE -EIEER S,
Strengthen the Capcom brand.

@ BEOTICHETI-OREEED:EIREETERS,

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

@ 13— YrDTHBIEARERFICANT-, RYT—IE SR ADEEELZH S,

Strengthen and explore the network business structure with a view for the Internet market expansion .
® BHRELEF Yy 170—DELITERS,
Stable cash flow.

O P RHNLGFEEHIEEIE Medium-term businesstargets
200573 A#1: 5 LE1,000(8M. EXRFE210(EM ., HHHFI120{8M ‘

FY 2004 (year ending March, 2005) - Target of ¥100 billion for net sales, ¥21 billion for operating profit, and ¥12 billion for net profit

@ 2002/ 3AHIOFE A S FY2001 Management Objectives

v a—vEE AMIfi SR 3 AMHE 23R T BIEEE
Consumer Market A RO Coin-op Sales Tele-communication business
. HIEAL TS 4
O RELEREEDPIE, S LREWNBI R TEL- | OEEBEDORELITKY, ‘E;EJ;Z7§£§§§
£ pom = - S N ot
IRFEDILERER S, DAL T B, MEREDLIISHIET D] Lz,
Increase profitability by Continue expansion and Streamli n%bus nes; structure and Promote devel opment of
. — ] accommodate to changein products with focus on
allocating proper resources. maintain stable earnings. market environment. building infrastructure. )
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1. A2 a2—TEEEEOD FY2001 Business Strategy ~Consumer D~

ERTD)—HF—hoN=— N1NT)yv—%BET.
Strivefor Number One Publishing Company

O EEFEDEH Collaboration with other

Q®RYEDYLFE  Increase productsline-up

B X{E~DHEA
Introduction of Mega-hit titles
*TEILAYS4  Devil May Cry
HEFNER /A L Mobile Suits Gundam
IEIE Maximo
BHESYUILDYITNEHRA
Diver sification of productsline-up
L—RT—L Racing Game
s RAR—YT— L Sports Game

“HFNTRERF¥— New Adventure

company's products

WREEEIZKS/ Ty v—ELT, it RD
BR5E Publishing other third party’stitles

S — oS (B {32 : F7 '000 copies)
O ITTZRAUA SeraStudios 2001/3 | 2002/3

-TARR$ Eidos Interactive | &~ L% 7 12
NIV A4 9779747 Havas Interactive Né‘mbj; of Titles
THQ 1 THoadames | BEEE | 530 300

Sales Units

B TSRS v 50 8—RUMAEHTOE
Maximization of others' brandsand techniques
BB 5 >4 L\ Mobile Suits Gundam ©0 O 000000000000000
-EILE DIGER Legend of ZELDA ©2001 Nintendo
HUYNAN— NA4EN =} 3-8 :ATOZH Gun Survivor 2
CAPCOM VS, SNK 2

O RFEAHIDOFEHEE Cchangeon disribution channe

WEHF (AR, LK., ) TE/R &6 = 5L

Build Direct Sales Distribution on worldwide basis
CHRBEY—IUMEYZH  Improve gross margin
HA +16%5c EtiE  +16% salesimprovement in Japan
BRI +150%5% £ BiiE  +150% salesimprovement in Europe

O FEBEADHEAHA Tee-communication business

BPCEEADARIS A Full participation in the PC market
ENFARILDSDIBHE Localization of oversea companies' titles
B R UMt aY a2 —< B MLSDFEHE

Transfer from in-house and outside consumer titles

A FILEARILDBERFE Development of new PC titles
BRYRT—O5—LDOBAFE Network Game

- %%EE'E'@ 1% 7ol/’f Enables Interactive Elﬂ among different QI atforms.
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1. A a1a—VEEHEO® FY2001 Business Strategy ~Consumer @~

TIVFTS5YRTA—LEB& Multi-platform strategy
HEN—FDERRZEZRKBREL-V IR

Maximum performance of each hardware

ePlayStation2
WIRTE., &R & #No.1

No.1 hardware installment basis under current market

WY OMFRAFEDRIDELDN—F
L eading hardware for software development
WHEAFFE Hittitles

TBRE2] [TELAMISA] THUF L)
Onimusha2, Devul May Cry, Mobile Suits Gundam

|

eGAMECUBE
B {EXE T S5>2F Strength of Nintendo Brand

B —LR—ATRNVR1EDEE)
Linkage with the "Game Boy advance"
WMEAFF/E  Hittitles

[NAF NS —F01 TR F N\ —F4]
Resident Evil 0, Resident Evil 4

I/

W7 —LEELTOIA ) T4DES High quaity game machine
BAryhT—2imRELTOATEEE

Possibilities as the network terminal
WHEATF{E  Hittitles
[F4/954 R3] TLIE RRE

Dino Crisis 3, Genma Onimusha

YINEEDEMER

Effective use of software property

eIIalL—AYTIh
Emulation Software

- PlayStation2,
-GAMECUBE

- Xbox

-PC XIS
IZalb— 43—V Ir%E
AL, R—YIht%
F5¢,

[L—R5—L]
[CAPCOM VS. SNK 2]
fth

Same games to multiple
platforms will be released
with help of Emulation
Software for PlayStation2,
GameCube, Xbox and PCs.

I Racing Game|
CAPCOM VS. SNK 2 |
Others

# R

Effects

"B AEDRL

Increasein amarket share

BN—FDER{RE

Help on installment basis of
each platform

- A—H—LDREFRIAIE

Strengthening tieswith
platform holders

/

-FHAFEIRCDER

L ower development cost

‘LEEGEDERE LV

hRBEK
L ower advertising costs,
greater impact

-RFEHEOXDER

(FEERZNR)

M aximize sales opportunities
among different platfor ms

2

EINTERDT

! H&U PlayStation. [F#HXKY=— WL 1-IIAT MO BEREETT,

CARCOMY
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2. AMZFDhETEZXEES FY2001 Business Strategy ~Others~

QOAMBEEREZE ArcadeOperation

& [3thigi— &5 |2 HEENIC U f= H FE B

Open a new storeto be#1 arcade in each region.
KRB 3vEL T 4 —T, BEIEA2,5008 Ll LTk
Opening at large scale shopping mallsin each region.
-2001/98 44JE&F = 2005/3#7 51/&%H (FHE)
2001/9 44 stores = 2005/3 51 stores ( Plan)

O NS REDEHEA 1 mprove Operating Profit Margin
SHRRHIE. . (B EXEFEERITHI25%
New Store ... 25% of Operating Profit
Bt 7 E. . BIFE TR AHmEL100%LLE

Achieving sales and profit growth of more than 100% at existing
arcades on a year-over-year basis.

Bifi: fM 100Millions of Yen | 2000/3 | 2001/3 | 2002/3 | 2001/9

& L Neesdes| 66| 71| 76| 42

mxRmE PO 6.206/10.6%[13.0%6[14.1%

Q1 A—RybhIIFoOY ]
Internet café “DIGILOG LABO”
T EREERIC K ABEE DR

Challenge new arcade operation with PC.

@ T DEZEX Other Business

S TIFREDOELITHELI-ZEE
Reengineer the operation to respond to changesin the
mar ket environment.

TIA AR F DR

Development of prize game machine and
€l ectro-mechanic machine

S EFEREARERIFr—AK]

=
Battery charger “CHARBO” ==
-RENRETEDLD. BRESIE g

‘
Management efficiency by spin-out -
Sy FhiEORERIH

Creation of demands in the niche market.




Cost Control

3. FFERBRAD FY2001 Business Strategy ~R&D (@D~

OFA#E R&D Cost

HMEHRFAEAS DRI

Reinforcement of development staff

WSV EEERIBRICESIR D HIH

by subcontracting

(B4 48M  Unit:100 Millionsof Yen)

180

PSR
160 | OBz (9hE)
OB (N1E)

R&D Cost
Subcontracting Development Cost
Internal Development Cost

140 +

120

115

150

20

103
13
100 |
87 14 67
80 | 14 42
65 32
i 21
60 18
a0 | 8
60 63
50 57
20 | 39
0
1998/3 1999/3 2000/3 2001/3 2002/3

(&t Projection)

O FFHEHASH| R&D Management Control

B7O07F1—5—%IE Producer System
W2 MLAIIRIE EE D XT L
EXNE=HAREBE+LEERLRE) X2
Title-based Profit Control System
Minimum Operating Profit =
(R&D Cost + Promotional Expense) x 2
WG = —XCEIS L= —7 T4 T Bl
Create marketing strategy to appeal to market needs
TIVRAA—DDIEE
Build “ Capcom Brand Images’

- J4—HEBAICESLEE NG
Control advertising cost by using fee based agencies.

.

@1t T4THIE Incentive Program

WEAFREFRREIIHT DA T4T
R& D Incentive Program based on Profit Contribution
by Division
WAL ANREICH T oA T4T
R&D Incentive Program based on Profit Contribution by title

BWAMy AT avHlE
Stock Option Program




3. FFEBR® FY2001 Business Strategy ~R&D @~

@ 7MHFTAEL Sales Units shipped

(B 45 : T 1,000 units)

2000/3 | 2001/3 | 2002/3 | 2001/9
Playstation 2 44ML%k | Total titles 1 5 13 3
E ™MW | Domestic 210 1,700 4,250 900
&/ 4 | Overseas - 500 2,650 1,130
B Sub Total 210 2,200 6,900 2,030
Playstation 44MLER | Total titles 20 18 10 10
E ™MW | Domestic 3,550 1,300 350 260
&/ 4 | Overseas 5,700 2,800 350 750
B Sub Total 9,250 4,100 700 1,010
Dream Cast 44MLER | Total titles 10 23 11 11
E ™MW | Domestic 600 800 150 130
&/ 4 | Overseas 1,200 1,950 100 60
B Sub Total 1,800 2,750 250 190
Game Cube A4k % | Total titles 1 1 2 -
Nintendo 64 E ™R | Domestic 70 50 550 -
&/ 4 | Overseas 470 100 250 -
£t Sub Total 540 150 800 -
Game Boy 44MLE | Total titles 3 6 12 9
E ™MW | Domestic 50 1,050 950 500
&/ 4 | Overseas 300 150 1,450 2,360
£t Sub Total 350 1,200 2,400 2,860
Xbox 44MLE | Total titles - - 5 -
E ™R | Domestic - - 150 -
B/ 4 | Overseas - - 500 -
it Sub Total - - 650 -
PCZ D th 448 [ Total titles 3 4 19 3
PC & Others E MW | Domestic 50 200 200 140
&/ 4 | Overseas 300 500 300 30
£t Sub Total 350 700 500 170
it 44 MV %R | Total titles 38 57 72 36
Total E ™MW | Domestic 4,530 5,100 6,600 1,930
&/ 4 | Overseas 7,970 6,000 5,600 4,330
£t Total 12,500 | 11,100 | 12,200 6,260

* 2002/38A 0D [E N Bl ki 24 MLV E(FHE) PS 324k, DC 184k, PC 2840

FY 2001 Domestic Greatest Hits Title (Plan)... PS 3titles, DC 1title, PC 2titles

* 2001/95A D [E N BR fili ki 44 MV 3 (E4&) PS 544 b, DC 144 ML
1H of FY 2002 Domestic Greatest Hits Title (Result)... PS Stitles, DC 1title

.CSFaﬁ%@’fl‘)bﬁ Number of Consumer Software Titles Developed

AR ILAER
Number of CSHifRTTH=
Title Units sold
(BEfT: AR ) (B4432: F2 "000 copies)
80 14,000
C—IPCZMAt PC&Others
=, ”
meBoy
70 L | C=GameCube/N64 1250 12,200
[ Dreamcast / 7 12,(ID
[ PlayStation
[ PlayStation2 19
60 | =l RFTEUE Total Sales
4 10,000
4
21 8,700 6 >
' 42 1 4 8,000
0 | 33 12
3 2
15 3 23 -4 6,000
1
07 1
10
22
z 1 4,000
20 L
9 10
18
10 | 23 20 1 2,000
13 13
1 5
0 : 0
1998/3 1999/3 2000/3 2001/3 2002/3
(RHE Projection)
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3. FFEBR® FY2001 Business Strategy ~R&D @~

Do LRI EBEZA R IL saeswindow for Major Titlesby Genre

SYA2BALRIL million titles

(B4 : 4 ' 000copies)

(AL:F A, 000 copies) %% H 84 kL Nk | & %
ST EEEALL S | BERHE Reense Title 1985/12~2001/9 Platform | Units
GemeMaor Title #of Titles | Unit Sales 1 [1992/6 [aby=p7745-10 Street Fighter [ SFC 6,300
2 [1998/1 [n4xny—12 Resident Evil 2 PS 4,950
1942 /)= 26 | 300 3 [1993/6 [RM—F7745—T 5K Street Fighter O Turbo SFC 4,100
1942 Series 6 titles ’ - ks = > AT :
4 [1999/9 [NA4ANY—F3 FAMIRT—7 Resident Evil 3 Nemesis PS 3,500
BRHYVU—X 2104 2,800 5 [1996/3 |W4xny—F Resident Evil PS 2,750
Ghosts 'n Goblins series 10 titles ' 6 |1999/7 |T4/974YR Dino Crisis PS 2,400
BIBORSY—X £3fF 1200 7 [1994/6 [A—n'-A)—-p7745-1 Super Street Fighter O SFC 2,000
Commando Series 3titles ' = -
N D S5or 8 |2001/1 E{u‘:ﬁ% Onimushawar Lords PS2 1,800
Mega Man Series sotitles | 19100 9 _[1993/11 |7y Aladdin SFC 1,750
FAR——)—X 2251k 12000 10 |1989/9 | bAIFIvIZEIR Duck Tales FC 1,670
Disney Series 25 titles ' 11 11993/9 |AMJ=b7745—1 " Plus Street Fighter 11" Plus MD 1,665
F7AFNT7 ALY =R 8fF 3,000 12 [1986/6 |BESAS Ghostsn Goblins FC 1,640
ﬂ'?}ff:‘ j‘f 'f 8@“:'1? 13 |1988/12 [mvy3v2 Megaman 2 FC 1510
T 7 i i
Devil May Cry Liitles 640 14 (1990/12 7?'4%)»774“# Findl Fight SFC 1,480
®#%0) Fighting Game 15 [1990/9 |4'997-IbA Duck Tales GB 1,430
AR =k T E8——R £601E 94,800 16 |1992/11 |39%—D IV DTN AU Fv— Magical Quest Starring Mickey SFC 1,210
Street Figmer Series \ 60 titles ’ 17 [1998/8 [nW4xny —F'DC T 273y )ver. |Resident Evil DC Dual Shock PS 1,200
;—Z’g:'%";ﬂ—x 1@5 1t_fl4"5 3.200 18 |1990/5 |Fv7°ET —MDREE Chip'n Dale Rescue Rangers FC 1,195
(DIETE0 A R DI ol I
L AA T IFAT R 71 300 20 [1993/12 |my)2oX Megaman X SFC 1,165
Bresath of Fire Series 7titles ' 21 12000/2 |NAFZnY =} 3-F'A'0ZH Resident Evil Code Veronica DC 1,140
22 [1986/9 |EB5DIR Commando FC 1,137
AXNF R =X E19fF | 0500 23 [1997/9 [WAANY -} T 4LI5—R b Resident Evil Director's Cut PS 1,120
Resident Evil Series 19 titles ' - !
FAIITAT R —Z &4 24 (1991/9 |BERF Super Ghoulen Ghosts SFC 1,090
Dino Criis Series A titles 3,800 25 [1990/9 n‘:/nys Megaman 3 FC 1,080
RREL)—Z 21 500 26 |2001/3 [WA44n¥ =} 3-FA'DZh5ELHR  [Resident Evil Code VeronicaX PS2 1,070
Onimusha 1titles ’ 27 (1993/5 |774FII71+2 Final Fight 2 SFC 1,030

*FC: 7730 (NES) -SFC:R—/\—7730> (Super NES) -MD:AH RS54 7 (Genesis) +GB:4#—.Li7R— (Game Boy)
-DC:RYy—LFvrXh(DreamCast) -PS:FLART— 3> (PlayStation) -PS2: LA XT—3> 2 (PlayStation 2)

8
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L D F ERFE B 200us 2000 200233 E)

Consolidated Financial Review on Fiscal Year 2000, Sep/2001 and Projection for Fiscal Year 2001
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BED X EFEEE B coovs 200002, 200233 @)

Non-consolidated Financial Review on Fiscal Year 2000, Sep/2001 and Projection for Fiscal Year 2001

TR Prof and Loge Theet

(D R Millves of Vi)

& E B W Break-down off Majer Exgenses

(M1 57 Mlikera af Vea}

200173 | 200843 %o | 2001 SO0 A3 | P00 i 200
* F %X Het Sales 37488] 48,000 TR Promation Espense 24271 3443 1a1es] 1270
| T EHbE Grass Profit N9 17400] 1472% 5 A H B Persoree| Experse 7349 SERE] 11218 4454
Rl E %4 of Grass Profit 315% h.0% - HEVMRER Techmcal R&D Cost 1.452 o0l 1412w 4ED
[1] Badei and DakA Expendes P2 o I N L 1w | I oL 4377
LI Cperating Income =601 R 1200% 1562 @i B 825 Humber of Emplaypess (M A, Unat= Persons
HEE % of Ciperatng [ncome i F% 14 7% %% 200153 | 200ea B 20019 |
EXHE Or&nary Incoee 4 260 TO00| 1643% 1 hFa Capoim Japae 1,003 109 10308 1,053
FlE 4 of Crdnary Incame 11.49% 14 5% g TEiEk Consclidated Subsidrmnes 14 145] 10za% 15
T EE Het [ne s L] 4000 1455% A Fi-—Takt Capiem Total 1150 1.184] 1030 1.20
Blaw %4 of Het Inzome 1.3% 2% 22% M. %A R Rl il G16] 1051% |
WEEIRETE E Sdes by Sepments (LS B R Wi of Yex) RN RPIR Breck-down of Deperesation (T B R A blbos of Yeah
200153 | 20023 o | 2001 200173 2
Tea-THIPCELD Domesge | 1HATE] 31128 1700 # N D, Exgenies Q7 1.274] 1374 g
C onamer M Cverseas aff|  2E35| seew]| 1804 L SIL RS Bevere Shan Byupent 246 gl zaTs 118
[ntludng PC) BT Sub Tetal goAm 3403 1575w L T 2008 Ascads Equpmnent Fizl| ESh] 10T 277
il Demesie | 54421  3E13]  701%) Bt Total o054 2991 1087 919
Con-Op B Overseas 399 111 279% 29
Bt Sub Total R R 3995 @72% 31562 QLR Capital Expenditure (W15 F A Dl of Yeu
L' Sl Reenm Sk | 8P Domestic F74 111]_16.4% 41 2001/3 | 20023 | % E‘III'I%I
AMBEED Awade Opemstion | [BF] Diomestan; 5024 BT 108 4% 4514 AMEELY R0 A adde Cipe 1 G 1080 THaN
WA EBP Damesec | 11[ 100 @osaw 3 T O Mm Others 185 1690 soses 171
Mene Progect B Cwermmas 196 I -] it Total LES 2040 1812w ]
Bt Sub Tokal 207 25| G7ow
A4 T4 T [EF] Domeshc 1.439 1,787 124:2%| wﬁ'ﬁli Sales Usits shapped of Coin-Op (W o Unit: copaesh
Forgalty revenus and B Overiar oo 1971 aza% _ ?@1,-:% EEE{S Eﬂl,ﬂ:g
Ceters Bf Zub Tetal 1662 1084 110.4% 251 (A0 |FAFAS | Tetal biles 1
F'0 Paclmko-system | [EF Domest 474 93T Aq5% EEE—UD E?E E::I:sshl: 113% 12% 1-.1-,3.&%
= Total H LEAR |
2 193] 4ol rzeoel 11917 i Total 21,000 | 13200 | 15,600
SEF WAL Domestic/verssas Sales Ratio (M BT Mikions of Yool @ AMIEISE SN Humber of Arcades CHL: RS Unit: | acations)
001/ | o0p/a | % |9 — — e
; Crwereeas 47081 4246 aoaw _—
i S Tt A3 con] 120 % _I.%% Fil=7 =0t Caprom Tatal | a5 5] | a5
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FEYIMRFEEEL ETHE Salesresultsin 1st Half and projectionsin 2nd Half for FY2001

@ L #i%E4#E Main Titles Result rdeased in 1H of FY2001 (B4 : F 7 '000copies)
AARILE Title ol  Areas | FE5EH  Releassd Day| EHEI Plan | 45 Result
PSs2 TE I ALDSA Devil May Cry HA Japan 8/23 23-Aug 700 640
PS2,DC CAPCOM vs. SNK2 HZA Japan 9/13 13-Sep 500 380
e . KXE US.A 3/K Late—Mar 150 220
pPs2 O sh
SEE Onimusha Frit Europe 7H July 240 260
pgy  NAAN-RI-MARZh SERhR XE USA| 8/K Late-Aug 315 390
Resident Evil Code:Veronica X R  Europe 9 H September 150 250
AAX Japan - - 970 910
e (1)) ftt  Others *E U.S.A - - 835 2,080
FRp Europe - - 740 1,130
AA Japan - - 2,170 1,930
= XE U.S.A - - 1,300 2,690
AN = ’ b}
= &f Total FRp Europe - - 1,130 1,640
&&t Total - - 4,600 6,260
@ T HI51E Main Titles Projection released in 2H of FY 2001 (B 4L : FA '000copies)
RAL)LE Title i Areas | FE5EH Reeased Day| FHE Plan
—p s - . *E USA| 10/17  17-Oct 400
PS2 TEAAT5A Devil May Cry M Europe 124 December 400
PS2 MENE T H A L ERVS. DAY -
Mobile Suit Gundam BA Japan 12/6 6-Dec 600
BZAX Japan 12/14 14-Dec 300
GBA AYYYUEXE2 Megaman EXE2 *XE USA - 50
XM Europe - 20
BZAX Japan 12/27 27-Dec 300
pPs2 ¥ E Maximo XKE USA 1A January 300
XM Europe - 50
= e . HAZAX Japan 2/22 22-Feb 0
Xbox  4]E 5BEFE Genma Onimusha KE USA B 150
PSs2 FBEE2 Onimusha2 HA Japan 3/7 7-Mar 1,000
. s g ) ) HAZAX Japan 3/22 22-Mar 400
GC INAF /N —F Resident Evil $E USA B 260 1




