Devil Kings2

e
HSHPHNET

A
{ Fd k YL 0¥l [}

LOST PLANET EXTREME CONDITION
UERuRiSlka

DEAD RISING




Contents

Consolidated Statements of | ncome

Consolidated Balance Sheets

Consolidated Statements of Cash Flows

Contents Market Overview

Segment Strategy for growth in the global market

DATA FILE

P2

P11

P15

P17/

P22

P39




2006 3

Consolidated Statements of | ncome
from April 1, 2005 to March 31, 2006




2006 3

Overview of Financial Results ended M arch 31, 2006

Millions of yen

2005/3 200673 Difference

Net Sales 65,895 70,253 4,358
Operating Income 7,752 6,580 -1,172
Ordinary Income 7,399 7,016 -383
Net Income 3,622 6,941 3,319

In comparison with the previous year, Net Sales and Net |ncome rose and while Operating Income, Ordinary
Income fell lower than previous ones.




2006 3

Overview of Financial Results ended M arch 31, 2006

Millions of yen

2006/3Plan 200673 Difference
Net Sales 70,000 70,253 253
Operating Income 7,700 6,580 -1,120
Ordinary Income 7,400 7,016 -384
Net Income 8,900 6,941 -1,959

In comparison with the company forecast, Net Sales was higher than expected while Operating Income,
Ordinary Income and Net Income fell below expectations.




2006 3

Summary of Financial Results ended March 31, 2006

Millions of yen

2005/3 200673 Difference

Net Sales 65,895 70,253 4,358

“Monster Hunter freedom” and “Monster Hunter 2 showed good sales performance while “Resident Evil 4”
and “Megaman Battle Network 6” are enjoying steady sales as well.

Increase in the sale of Pachislo LCD panel devices.

Opening of new amusement facilities contributed to the revenue increase.




2006 3

Summary of Financial Results ended March 31, 2006

Millions of yen

200573

200673

Difference

Home Video Games 39,985 42,718 2,733
Arcade Operations 10,934 11,568 634
Arcade Games 7,411 6,956 -455
Contents Expansion 4,207 5,/42 1,535
Others 3,356 3,268 -88

Tota 65,895 70,253 4,358
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A detailed financial statement can be found on P22, in the slide titled “Segment Strategy for growth
in the global market”




2006 3

Summary of Financial Results ended March 31, 2006

Millions of yen

2005/3  2006/3 Difaence
Operating Incame 7,752 6580  -1172

2005/3  2006/3 Difaence

et st 42,358 48,683 6,325

wpn | Opaatingicor 8,298 8,749 451
19.6% 18.0% ~1.6%

Domestic Home Video Games and Contents Expansion Business underwent favorable growth.

Releases of major product was postponed to the coming year and COGS of
Arcade Game Sales Business were increased due to diversification of the products.

7



2006 3

Summary of Financial Results ended March 31, 2006

Millions of yen

2005/3  2006/3 Difaence
Operating Incame 7,752 6580  -1172

2005/3  2006/3 Difaence

et st 14,721 11,748  -2973

North America | Operating Icome 1,433 173 -1,260
0.7% 1.5% -8.3%

In the weakening game market, sales of many titles including "Onimusha Dawn of Dreams" performed below
expectations.




2006 3

Summary of Financial Results ended March 31, 2006

Millions of yen

2005/3  2006/3 Difaence
Operating Incame 7,752 6580  -1172

2005/3  2006/3 Difaence

Net s 8,389 9,105 716

cwope | Operting rcame 386 40 -346
4.6 0.4 ~4.2%

Highly anticipated titles such as "Without Warning" and "Onimusha Dawn of Dreams" struggled.




2006 3

Summary of Financial Results ended March 31, 2006

Millions of yen

2005/3 2006/3 Difference

Net Income 3,622 6,941 3,319

Corporate Tax From Previous Period 1,832 million yen
Tax Assessment based on transfer pricing adjustment
Corporate Tax Adjustments (2,413) million yen

Dissolution of our subsidiary company Status Co., Ltd. was completed.

Loss increment carried forward in Capcom Japan

We reviewed the valuation reserve for the deferred tax assets and posted the corporate tax adjustments.
(Based on current analysis of the possibility of collecting the net profitsin our Mid-Term Plans)

10 CGARCOMY



2006 3

Consolidated Balance Sheets as of March 31, 2006

11



2006 3

Consolidated Balance Sheets as of M arch 31, 2006

Millions of yen

2005/3 200673 Difference
Current asst 78,884 68,075 —10,809
Fixed asset 27476 30,381 2,905
Total assets 106,361 08,457 -7,904
Current libilities 31,344 26,942 -4 402
Long-term liabilities 42,525 32,050 _10,475
Total liabilities 73,869 58,992 -14 877
ey 32,491 39,464 6,973
et 106 361 08457  -7.904
12




2006 3

Summary of Consolidated Balance Sheets as of M arch 31, 2006

Millions of yen

2005/3 2006/3 Difference
ety 43,538 40,453 ~3,085
oriies 1,999 199 ~1,800
e 14,417 12,812 1,605
e e 9,399 6,348 -3,051

(1) Cash and cash equivalents
H Reduction of liability by redemption of convertible

bonds hence cash & cash equivalents were largely reduced compared to the previous year.

(2 Notes and accounts receivable
|

Decrease in accounts receivable due to collection of the same of arcade
game sales from Q4 of the previous year

(3) Game softwar e products in-progress

[
High R&D costs for main titles released leading to a decrease of Game software products in-progress

13 CGARCOMY



2006 3

Summary of Consolidated Balance Sheets as of M arch 31, 2006

Millions of yen

2005/3 200673

Difference
Short-t
porrowings 4,893 700 -4,193
1 oy 12,262 10,000 -2,262
(4) Short-term borrowings
[
Loans were repaid with the term fulfillment of contractual commitments.
(5) Convertible bonds repayable within 1 year
m 2007 3 30 4 100

Redemption of “4th unsecured convertible bond issued” of 10 billion yen will be on March 30, 2007.

14




2006 3

Consolidated Statements of Cash Flows
from April 1, 2005 to March 31, 2006

15



2006 3

Summary of Consolidated Statements of Cash Flows from April 1, 2005 to March 31, 2006

Millions of yen

2005/3 200673 Difference
operating actvties 7,977 13,921 5,944
mesngaavies  ~1,099 -1,779 -680
fnancing activiies 6251  -18259  -24510
(D) Cash flows from operating activities
|
Increment in funds by net profit before taxation and other adjustments
due to decrease in Game software products in-progress as well as Accounts receivable
(2) Cash flows from investing activities
N Investments in arcade operation
(3) Cash flows from financing activities
|

Redemption of convertible bonds, repayment for loans and disbursement of dividend

16 CGARCOMY



Contents Market Overview
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4-1. Market Size of Console and PC Software

100 Millions Dollars

i%‘\ |||| “‘\ |

S 1T|

2000 2001 2002 2003

Estimate Source “IDG Report”

2007

2006E

2007E 2008E

“Revitalization of software market to be triggered by new hardware for handheld and console platforms in the year 2007”

18

CABRCOMY



42 .

Globalization of Game Software M ar ket

Sales of mgjor game software markets including PC software by year

100

30

20

10

90

80 |

70 |

60 |

50 |

40 |

Japanese Market North American Market European Market
100 Millions Dollars 100 Millions Dollars 100 Millions Dollars
100 100
90 B 90 L
80 - I 80 -
70 ] ] 70 -
60 | 60 | ]
50 1 — 50 r
407 75| |77 78| (82| 40 | 74| [8°
70 70| |67 63| [66 67
L 30 | 30
49 >
I 35 201 20 *
32 33 27| |31
27 27
. . . . . , , , 0 . . 0
2000 2001 2002 2003 2004 2005 2006E 2007E  2008E 2000 2001 2002 2003 2004 2005 2006E 2007E  2008E 2000 2001 2002 2003 2004 2005 2006E 2007E  2008E

E: Egtimate Source “IDG Report”

“Successful growth in the overseas markets is one important area of Capcom’s expansion plans.”

19 CABRCOMY



4-3.

Capcom’s position in Japanese video game mar ket

2005

Japanese market share based on actual salesin CY 2005 Millions of yen
Company Name Sales Share Growth Rate
Nintendo 46,309 15.20% 1.86%
Bandai 33,776| 11.09%| 3.34%
K onami 31,392| 10.30%| -0.23%
Square-Enix 24,093| 7.91%| -8.18%
SCE 23,896| 7.84%| 4.56%
Namco 18,884 6.20% 1.42%
Capcom 18,482 6.07%| 0.39%
Koei 14,170 4.65%| 0.02%
Sega 13,748 4.51%| 1.76%
10 Banpresto 13,305 4.37%| 0.96%
Others 66,609 21.86% -
Total 304,664 | 100.00% -

f-ism Source: Compiled by us based on data of "f-ism"

“Market share increased slightly while the Monster Hunter series became a hit since the beginning of the next year”

20
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4-4 .

Capcom’s position in over seas video game mar kets

2005
European(UK) market share based on actual salesin CY 2005

Unit:GBP1,000
Company Name Sales Share | Growth Rate
EA 518,330| 21.83%| -3.13%
T H Q THQ 211,321 8.90%| 3.49%
Sony 208,464 8.78%| 1.44%
Activision 187,736 7.91%| 0.55%
Nintendo 165,382 6.97%| 0.52%
UB I Ubisoft 158,360 6.67%| 1.66%
Take2 130,652 5.50%| -4.75%
K onami 127,575 5.37%| 1.08%
11 Capcom 52,203| 2.20%| 0.96%
Others 614,387 25.88% -
Total 2,374,410] 100.00% -

2005

North American market share based on actual salesin CY 2005
Unit:USD1,000
Company Name Sales Share Growth Rate
EA 1,313,028 22.00%| 0.48%
Nintendo 617,326| 10.34%| -0.45%
Activision 555,048 9.30% 0.79%
T H Q THQ 426,576 7.15%| 0.38%
Sony 399,982 6.70%| 2.24%
Take2 348,423 5.84%| -2.86%
UB I Ubisoft 276,151 4.63%| 1.21%
LucasArts 275,785 4.62% 2.68%
1 Capcom 130,554 2.19%| 0.50%
Others | 1,625,437| 27.25% -
Total 5,968,309] 100.00% -

TRSTS Source: TRSTS Report

Chart Track / ELSPA

Topl0

“Capcom grew slightly in both markets, and we will aim for the growth of the UK market share to be within the top 10 positions.”

Source; "Chart Track / ELSPA"
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Segment Strategy for growth
In the global market
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5-1. Capcom'’s Strategy

Home Video Games Business

Consumer Title-linked Strategy

Retain core fans
Creating a boom phenomena

Development and Sale of Console games and Portable games
R&D of original titles and setting up new |P

Development of Arcade games by actively utilizing |P

Arcade Game Sales Business

Publishing, Movie, Animation Busin

Circulating operations data

Game-related Publishing
Movie, Animation of Game IP
Strong Contents .
Investment in our company’s products

Active development of suitabletitles for mobile platform

Mobile Contents Business ' I l Arcade Operations Business

Online Game Business Pachinko & Pachislo Business

Suitable IP for the development of Online Games is under consideration Utilizing suitable | P for Pachinko and Pachislo Machine

23 CABRCOMY



5-2. Home Video Games Business Objective

“Implementations of R&D strategy based on Mid-term R&D Map”

n Mid-term Business Objective

Enhancement of sales and profits to each market size(USA:5, Europe:3, Japan:2)

m 1l m 2 m 3
Platform Strategy Franchise Strategy Regional Strategy
Swift reaction to next-generation platforms Early set up of new franchises Reorganization of overseas R&D structure

Strengthen game lineup for portable game consoles

Strengthening of licensed titles Strengthening of overseas operations’ structure

/ A\ / A\

[ | Mid-term R&D Schedule

Implementation of R&D strategies and its monitoring process through Mid-term R&D schedule




5—3. Home Video Games Business Strategy

m 1 Platform Strategy

(D Swift reaction to next-generation platforms

Xbox 360 PS3 Wii

Development of titles to match the specifications of the next-generation consoles
and to retain our market share in the region

Xbox360
“Dead Rising”, “Resident Evil 57, “Lost Planet” for Xbox360

PS3
“Devil May Cry 47, “Resident Evil 57, “Monster Hunter 3” for PS3
Wi “Resident Evil Series” for Wii
(2 Strengthen game lineup for portable game consoles

There will be an increased number of titles in our lineup for portable game consoles as we foresee much
growth in the portable games market

DS 10 10 titles have been planned for the Nintendo DS Platform
PSP 21 21 titles have been planned for the PSP Platform
DS PSP

Development of titles corresponding to the various types of Nintendo DS and PSP users are being implemented.




o-4.

Home Video Games Business Strategy

Contents Strategy

(1)

Promotion of multiple usage of original content among several businesses

By raising user-awareness by increasing contact chances between the user and the
title, the brand value will be raised as well.

2
Setting up new franchises for the next generation and the portable game consoles

Xbox360

In the wake of the development of “Dead Rising” and “Lost Planet” for Xbox 360, we will
continue to set up several new franchises based on the distinctive qualities of each platform.

3 Strengthening licensed titles

By obtaining the license & rights to original works of animation and
comics, we are able to enjoy the support of the fans of the original works as well.




5-5. Home Video Games Business Strategy

m 3 Regional Strategy

(D Reorganization of overseas R&D structure

Shift of US/UK title development work to overseas local subsidiaries with plans to strengthen product and lineup

2005
Maintain growth of CY 2005 while raising market share position in UK

(2 Strengthening of overseas operations’ structure
Strengthen direct distribution system

Review of sales representatives in North America

.

Xbox360 LOST PLANET EXTREME CONDITION




o-6.

Home Video Games Business: Titles Results Released in Fiscal Year ended M arch 31, 2006

m 200673 Sales Performance of main titles released in fiscal year ended March 31, 2006
000 copies
Title Region Released Date Result
Japan 12/1 490
PS2 e s 4 Nortnamica| 10725 610
Europe 1174 710
Japan 1/26 340
PS2 North America 3/14 160

Onimusha -Dawn of Dreams-

Europe 3/17 140
PSP Monster Hunter Freedom Japan 12/1 610
GBA Megaman Battle Network 6 Japan 11/23 610
PS2 Monster Hunter 2 Japan 2/16 540
Japan 7/21 190
PS2 BASARA pei kings North America 10/11 80
Japan 2/6 40
PS2 Dark Watch North America 8/16 340
Megamen Series Worldwide - 1,700

28




o-7.

Home Video Games Business: Titles Projection Releasing in Fiscal Year ending March 31, 2007

m 2007/3 Scheduled releasing date of main titles coming up in fiscal year 2007
000 copies
Title Region Releasing Datg Plan
Jgpan 4/20
PS2 OKAMI NorthAmerica [ O september 390
Japan 2nd Half
PS2 BASARA 2 peil Kings 2 Japan 7127 250
Japan summer
Xbox )
360 DEADRISING Morth America 8 augs 660
Europe 8 August
Japan Winter
Xbox )
360  LosT PLANET Morth America 4 ahquare 740
Europe 4 4th quarter
NDS 4 proeix Wright 4 Japan Winter 200
Megaman Series Worldwide - 910

PS2 BASARA 2
“Devil Kings2”

CABRCOMY



o-8.

Home Video Games Business: Unit Sales

Home Video Games Business

Millionsof en

2005/ 3 2006/ 3 2007/ 3P| an Difference

Net Sales 39,985 42,718| 31,500| -11,218

opedingMagn  9.8%|  6.8%| 65%| -0.3%
‘000 copies

Titles /1 38 [/ -11
Japan 4,100 5400 4,100| -1,300
North America 5,600 4,700 3,700 -1,000
Europe 3,550 3,120 2,000] -1,120
Asia 250 180 200 20

Total 13,500{ 13,400 10,000 -3,400
Breakdown ‘000 copies

Distribution Titles 1 ’400 1 ,400 1, 200 - 200

O Tis 2,250 2,000 1,800 -200

30




9-9.

2006/3

Arcade Operations: Market Analysis

Arcade Operations Business Sales in FY 2005

Million of Yen

cooom |__11568 | 4.6%]| 2438] 21.1%]| 105.8%
wze | 16011 |  6.3%| 1,927| 120w 99.0%
vamomma | 78,792 |  31.1%| 2,506 3.2%| 96.3%
swmernx | 41,060 | 1620 -1170|  -2.8%| 97.2%
smsmy | 106,245 | 41.9%| 9244 8.7%| 127.7%
o 253,685 | 100.0% : : :

0673

Source: Financial Results for 2005 by respective company and support documentation

Taito sales: No segment sales at Taito is broken up.

“Aim to expand business scale while maintaining high operating profitability”

31




9-10.

Arcade Operations Business Strategy

Arcade Operations Business Strategy

GMS 7

Continue opening arcades in large commercial complexes

Increase rate of opening roadside arcades

Pursuing profit increase by implementing scrap and build plan

Number of arcade stores

2005/3 2006/3 | 2007/3Plan
New Stores 1 2 6
Closing Stores 3 2 3
Total 30 30 33
Arcade Operations Business
Million of yen

2005/3 2006/3 | 2007/3Plan Difference

Net Sales 10,934 11,568 14,300 2,132

Operating Margin 210% 2 1 1% 20 3% _ O 8% Plaza Capcom Chiba Naganuma

Y ear-to-year ratio of

existing atores 93% 100% 103% 3.0%

32 CABRCOMY



5-11.

Arcade Games Sales. Market Analysis

| Over-all market size of Arcade Game Sales
100Million Yen
200473 | 2005/3 | comporent | crowth Rete

Prize 574 489 29.2% -14.8%
Medal 374 370 22.1% -1.1%
Dedicated 232) 258 15.4% 11.2%
Game Card - 99| 3.3% -
Printing 185 195 11.6% 5.4%
Video 119 138 8.2% 16.0%
Music Game 34 33 2.0% -2.9%
Others 123 140 8.3% 13.8%
Total 1,640 1,677] 100.0% 2.3%

Source:"Report in Amusement | ndustry”

“Medal games and prize-winning games maintains the top sales in arcade game sales, while card games are growing rapidly”

33

CGARCOMY



5-12. Arcade Games Sales Business Strategy

n Arcade Games Sales Business Strategy

Focus on developing prize-winning and medal games

Promoting the development of large-scale arcade machines in conjunction with the expanding size of the arcade facilities

n Main Titles coming up in FY 2006
130 3,500
Prize-winning Game: 130 units Medal Game: 3,500 units

Card Arcade Games for children “Megaman Battle Network” in addition 2 machines
5,500 Video Game: 5,500 units
SEED DESTINY vs. ZAF.T.

“Mobile Suit Gundam Seed Destiny: Federationvs. ZA.F.T. ©

[ | Arcade Game Sales Business

Mi I I lon Of ym (C) 2004 Nintendo DONKEY KONG JUNGLE BEAT
C) CAPCOM CO., LTD. 2006

2005/3 | 2006/3 [2007/3Pian Difference ALL RIGHTS RESERVED:
Net Sales 7,411 6,956 12,100 5,144
O&iﬁf;‘g 26.2%| 16.0%| 18.4% 2.4%

24 CABCOMY



5-13. Contents Expansion Business Strategy

L Contents Expansion Business Strategy

“Active expansion of the contents business to strengthen the profitability base”

[ | Pachinko and Pachislo Machine Business

While receiving software development outsourcing jobs, the sales of higher revenue
LCD panels devices is targeted as well

N = -
R 2005 3 ] 4= ‘@ ik
Pachislo Machine “Onimusha 3” (2005/3 R&D and Sale of LCD Panel) '

> 1 2006 3
Pachinco Machine (2006/3 Outsourcing job of software development received)

Titles Planned for the Coming Y ear

1 Sale of hardware — 1 machine type

2 R&D of software — 2 machine types »Onimushad”

©CAPCOM 2004/ ©Sammy ©RODEO




5-14. Contents Expansion Business Strategy

[ | Mobile Contents Business

Maximaization of existing property into mobile phone business
N [ NTT “FOMA90X™
"Monster Hunter i* for NTT Docomo's FOMA 90X seriesin service

Business expansion in US and Europe

> A
Establishment of mobile business officein LA

Acquisition of Overseas Mobile Contents Companies k

“Monster Hunter i”

—

Strengthen partnership with North American carriers

—

Acquire rights to the popular title targeted at light users

L Contents Expansion Business

Million of yen

2005/3 | 2006/3 [2007/3P an Difference
Netsdes | 4,207 5,742 6,200 458

Operating

Margin 414% 411% 271% -140%

36 CABRCOMY



5-15. Licensing-Out Business Strategy

[ Licensing-Out Business Strategy

“Multiple usage of original content to fully expend business opportunities”

| Character Contents Business

Strengthening of the Movie, Animation Business

Develop a full-scale movie business than remaining in the licensing out business

Develop the business in conjunction with game titles, to harness the
full collaboration effects

Strengthen the Toy Business

BEAST+

(C) CAPCOM ShoPro
%) CAPCOM, Shogakukan, ShoPro, TV Tokyo
02, 2006 All Rights Reserved.

Specific personnel for the management of the toy business will be assigned

Promote the toy business unique to Capcom by collaborating home video games business and arcade game
sales business.

Continue to collaborate with toy makers to promote our licensed products further (Megaman goods €tc)




2007 3 Business Forecast of Fiscal Year 2006

Millionsof Yen

2006/3  2007/3Plan Difference
Net Sales 70,253 68,400 -1,853
Operating Income 6,580 7,000 420
Ordinary Income 7,016 7,000 -16
Net Income 6,941 3,900 -3,041
| 70 95

Expected Net Income Per Share of Common Stock for year ending March 31, 2007 70.95 yen

u 10 10 20

An annual dividend will be ¥20 per share (Mid-Term ¥10, End of Period ¥10)

38 CGARCOMY
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Profit and Loss Sheet

Consolidated Financial Review on FY 2004, 2005 and Projection for FY 2006

Millions of yen

2005/3 | 200673 2007/3
Net Sales 65.895| 70.253 106.6%| 68,400
Gross Profit 22,744 22,315 98.1%| 23,100
% of Gross Profit 34.5% 31.8% - 33.8%
Selesand G&A Expenses| 14991 15,735 105.0%f 16,100
Operating Income 7.752 6.580 84.9% 7,000
% of Operating Income 11.8% 9.4% - 10.2%
Ordinary Income 7.399 7.016 94.8% 7,000
% of Ordinary Income 11.2% 10.0% - 10.2%
Net Income 3,622 6.941 191.6% 3.900
% of Net Income 5.5% 9.9% - 57%

Sales by Business segments

Millions of yen

2005/3 | 2006/3 2007/3

Home Video Games 39,985 42,718 106.8% 31,500

Arcade Operation 10,934] 11568| 105.8%| 14,300

Arcade Game Sales 7411 6.956 93.9%| 12,100

CE Contents Expansion 4207 5,742 136.5% 6,200

Others 3.356 3.268 97.4% 4,300

Totd 65,895 70,253] 106.6%| 68,400

° Sales by Geographic Area Millions of yen
2005/3 | 2006/3 2007/3

Japan 42.358| 48,683] 114.9%| 53,100

North America 14721 11748 79.8% 9,700

Europe 8.389 9,105| 108.5% 5,200

Other territories 426 717 168.3% 400

Totd 65.895] 70.253] 106.6%| 68.400

° Promotional Expense Millions of yen
2005/3 | 2006/3 2007/3

Capcom_Japan 2584 2933[ 11354 2900

Consolidadted 6.316] 5602  88.7% 4,600

o AM Number of Arcades Unit locations
2004/3 | 2005/3 | 2006/3 | 2007/3

Consolidadated 32 30 30 33

40

Capital Expenditure

Millions of yen

2005/3 | 2006/3 2007/3
Capcom Japan 1.320 1,422 107.7% 3174
Consolidadated 1,586 1512 95.3% 3.274
° Depreciation Millions of yen
2005/3 | 2006/3 2007/3
Capcom Japan 1467 1438 98.0% 1.700
Consolidadated 2,101 1,936 92.1% 2,200
° Number of Employees Unit Persons
2005/3 | 2006/3 2007/3
Capcom_Japan 971 1028] 105.9% 1,070
Consolidadated 1,175 1212] 103.1% 1,250
° R&D Investment Cost Millions of Yen
2005/3 | 2006/3 2007/3
R&D Investment Cost | 11,286| 12,288 108.9%f 14500
Technical R&D Cost 1,323 1864 140.9% 2,300
° Sales Units Shipped ( ‘000 copies)
2004/3 | 2005/3 | 2006/3 | 2007/3(Pian)
Playstation 2 Total Titles 27 40 51 33
Sub Total 5,700 7,300 7,930 3,400
Playstation 3 Total Titles 3
Sub Total 150
PSP Total Titles 1 15 21
Sub Total 150 1,600 2,500
Game Cube Total Titles 7 5 2 0
Sub Total 1,170 2,000 800 0
Game Boy Total Titles 10 7 2 2
Sub Total 3,600 3,400 1,500 300
NintendoDS Total Titles 4 10
Sub Total 950 1,600
Xbox Total Titles 6 7 12 1
Sub Total 350 250 580 100
Xbox360 Total Titles 1 6
Sub Total 5 1,850
PC Total Titles 41 11 1 1
PC & Others Sub Total 780 400 35 100
Total Titles o1 71 88 7
Total Sub Total 11,600 13,500 13,400 10,000




Disclaimer Regarding Forward-looking Statements

Management strategies, plans, projections and other statements excluding historical facts in these presentation materials are forecast purpose.
Please note that the above business projections are based on the information that is available at the time of this announcement and certain
assumptions that serve as the basis of rational judgments. Actual performance may vary substantially from these projections due to various
contributing factorsto the future.

Additionally, changes in market environments, such as the diversification of user needs, may drastically affect the performance of this
industry in which our company operates.

Factors contributing to performance fluctuations include but are not limited to: (1) the presence or absence of strong-selling titles and the
number of units sold in the home video game software business which accounts for not less than 50% of our total sales; (2) the progress of
home video game software development; (3) the proliferation of home video game consoles; (4) sales in overseas markets; (5) trends in stock
prices and foreign exchange; (6) cooperation with other companies in development, sales, and operations; and (7) changes in market
environments.
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