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Domestic Market for Household Games

RIS
Retailers
MiHARR

Market

HEE

Consumers

2007FRERY — LENHIZARE

Domestic market for household games in 2007

711,393 B2/5H

million yen

l:| Y hD T 7 ERMHISHRE

Domestic software market

J\— RO T 7ERMSHEE

Domestic hardware market

VI RO IT 4 )\— R PERTISEE EARTHSEE &hMm)
Domestic software + hardware market Entire domestic market
(million yen)
711,
2007 382,343 329,050 393
(92.5%) (123.5%) (104.6%)
2006 413,333 266,530 679,863
(131.6%) (146.1%) (136.9%)
2005 314,127 182,422 436,543
(99.4%) (151.8%) (113.9%)
0 200,000 400,000 600,000 800,000 | () [y HIRIEFLE
2 0) © ear-on-year
%fﬁ (ﬁF‘H) comparison
Unit (million yen)
2007 2006 2005

Entire domestic market
71 1,393 million yen

FEMISRIR
711,393
BAH

8B (%)

Entire domestic market
679,863 million yen

FEMISHRR
679,863
=AM

B (%)

Entire domestic market
496,549 million yen

FEMISHRR
496,549
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M1 (%)

Unit (%) Unit (%) Unit (%)
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Reference: Estimated scale of the domestic market for downloading of household game contents from online sales sites for household games
20075F REMRYT -LHERIOVO— RRFTY—ERICLDT—LTY TV YERMHSERE
([2008CESA—M4FERAE] ICKDHEETHE) 2759 gEFq
2007 domestic market for downloading of household game contents from online sales sites for household games ! million yen
(Values are based on the 2008 CESA research of the general public.)

) T2008CESA—RAEEERA] [CBITD. REAY —AMEFAY U YO—RREY—ERCLDT —LOVT VY (REBT — LV IRBLD
BINYDYO—R7ATL) BA(2007F1B~128) [CDVWTODEEHERK D LIFOFIRIC THE,

1) WFNHLDOFOVO—RRFET —ERCKDBAFTZ—REFEN—R(TIRE,
2) 3~79F D AAF—FICED. LWFNH DY U YO—RERFEY —ERICKDBAANOZH#EET .
3) BAANOXERFHEARREICIDLY VY O—-RRFEY—EROENMSRESEZEH,
Note) The values are calculated according to the procedure shown below, based on the results of the research of the general public
regarding the purchase of downloaded game contents (game software and additional downloaded items) (Jan~Dec 2007).

1) The purchase rate for download sales is converted into the rate for the general public.

2) The number of purchasers of downloaded games is estimated based on population data for 3-79 year-olds.

3) The amount of all the download sales in the domestic game market is calculated based on the value obtained
by multiplying the number of purchasers by the average purchase amount.
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Domestic Market for Charged Network Games

1. 88y NI =05 — LEATSEE sezny—o+vavayr—n)

Domestic market for charged network games (household games + PC games)

2007FAMRYND =00 — LENMISHRR
(RERY —L+/)\VIVAT—L) 23,861 HAM
Domestic market for charged network games in 2007 million yen
(household games + PC games)

2007%F —RAEEERE(ICLDHET

Estimation based on the 2007 Research on the General Pubic 23,861

2006F —fAIEEFAICKDHEST 20790 4
Estimation based on the 2006 Research on the General Pubic ’

2005F —fRAEEEFEICKDIEST K
Estimation based on the 2005 Research on the General Pubic 31,285
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[Reference] The total domestic sales of "network games" from the 2007 | ! ! |

Research on Shipments by Manufacturers = ! ! ! ! ! L\
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! Manufacturers producing or selling Survey forms collected/Valid answers: 6 companies Total value based on valid responses | O]

‘ household games between January Survey forms collected/Invalid answers: 45 companies frog f‘x,cg'q%a;'g.i. | Tl o

: and December, 2007: 123 companies Survey forms addressed/No replies: 18 companies (Tao?asf of flat-raltéoghya?ges ! ]

| Survey forms not addressed (rejected, missing, etc.): 54 companies per-item charges, and other charges) : v ﬁ
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In an attempt to estimate the overall market scale of charged network games, a questionnaire survey was carried out 21 o

on relevant producers. However, due to the low resulting response rate to the survey, it was not possible w®l B

to accurately estimate either the size or the coverage rate of the market. bt g

v o £

UL L—AT BRRYND =05 — AFFmEEN [Business to Consumer (B to C) ] £ 8
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Because the profit structure of the charged network games industry is
such that consumers purchase directly from business enterprises via electronic commerce,

A—7— o

Producers

/A=
General consumers

RYNI =T — AT —EX

Network game service

—fOHEE

General consumers

Business (B)

BRRUND =00 — NEEEED—EEE (BX) [T EBIHT

Total annual sales made by charged-network-games providers for general consumers in Japan

BRRVND =00 — LHAE (BA) OFEHENANE

Total annual usage fees from charged-network-game users in Japan

EVSERIDDII D,

The above business equation can be deduced.
v
CDTENS, 2007 F—REFEREBRNOHEST UCHBICRDE [BRRVND—0 0 — AERNTSEHRR] ZEE U,
Accordingly, the scale of the domestic market of charged network games was estimated
using data derived from the 2007 Research on the General Public.
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Estimation based on data from the 2008 CESA Research on the General Public

(1) 2007FBHRYT—0 5 — LBINE

Rate of users who play in charged network games in 2007

B 2007F—MREEE - 2N —R (BL - Fihhl)

2007 General Public/Total (by gender and age)

2007 5B Age
TAAEN I o
G;E%?Eﬁc R 503 10147 15~197 120~243 125~20 | 30~343 136~397 | 40~40F | 50~50F |60~69F 'T0~T9F
yrs. Yrs. Yrs. yrs. yrs. yrs. yrs. Yrs. yrs. yrs. yrs.

Mallleé 0.8
ZAE 05
. _ £131 (%)
(2) 2007FB/HRY T =05 — LENMAOMET Unit (%)

Estimated population playing in charged network games in 2007

tEaERRy ND—0 5 —LASMEEEL - FRAIAOT—F LR U TCEFEROSHMAOHS ZEH L. TNOSEE
The above rates were multiplied with population figures for each specific age-gender group to obtain each group's estimated population.
These were then added to produce an estimated overall total population.

2007FEBRR Y MO =05 —LASAO
Population playing in charged network games in 2007

98 H A

10,000 persons

2007 |
—fRaEE |

General Public

EEGEN

Total (10000 persons) |

AL (%)

Share (%)

3’\'9? 10~142F ‘15~19:f 20’\'24:1F 25'\/29? 30~342F 35~39:f 40~49:f‘50~593f 60~693f‘70~793f

yrs.
I I I I I I I I

0. 10 | 0. 0 31 36 0. 0. 0! o 10

0.0 10.1 0.0 0.0 32.2 36.8 0.0 0.0 0.0 10.2 10.6

EREION)

Male (persons) 62 0 10 0 0 31 21 0 0 0 0 0
% .

*%ffitf%?) ; 63.4 00 101 0.0 00 322 21.1 0.0 0.0 0.0 0.0 0.0

22 1 (A) 36 0 0 0 0 0 15 0 0 0 10 10

Female (persons)

%
%gib((%‘;) 36.6 0.0 0.0 0.0 0.0 0.0 15.8 0.0 0.0 0.0 10.2 10.6

20072 !
NOF—5 (%) =/

Population data (reference) ! Total

3’\/931F 10~143f ‘15'\'192F 20’\'24:1F 25'\42931F 30~34:f I35~3€):rF 40’\'49:{“50“’592F 60~69:f‘70~793rF

yrs.

2 HHA) 808 | 597 | 624 714, 775 935! 942 1595 | 1857 | 1652, 1,29

Total (10000 persons) \ 11 795

R (%)

chere %) | 100.0 68 5.1 53 6.1 6.6 79 80 135 157 140 110
B (FA)
v 5,868 414 306 320 367 393 473 475 802 924 803 591
RACON
RO ey 35 26 27 31 33 40 40 68 718 6.8 5.0
7 (BN
XD 5,927 394 291 304 348 381 461 467 793 933 849 705
9%
L () 503 33 25 26 29 32 39 40 67 19 7.2 6.0

F) 2005FEZREEZEDE(ICEFR TN T,

Note ) Figures for most population groups were collected from the 2005 census and then "shifted up" the necessary number of years to produce current population level estimations.

(3) 2007FBR R YT =0 5'— LEATISHREHEET

Estimated scale of domestic market for charged network games in 2007

2007%F 2007 20074
BRIy ND—=05—LASMNMAO FHRABERE BRIy N =00 — AEATIBARE
Population playing in charged network games X Average monthly charge| x 1 2 4 B = Scale of domestic market for charged network games
98 A A 2,029/ months 23,861575H
10,000 persons // . ven million yen

,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,

| [2008CESA—fig4E&EHAA ff*%hgj# BRI Y ND—=05 —LABMNEN—XICTEL, !

| The calculation was based on the number of users of charged network games derived from the 2008 CESA Research on the General Public.

[(5%Z  2007F88R Y D=0 — LENRMTHGHRENS]

Domestic RMT market for charged network games in 2007

2007FFHR Y hD =04 — A\EARMT iSRS

( [2008CESA—fREFEERE] [CKDIEEHE) 120 58 FM
Domestic RMT market for charged network games in 2007 million yen
(Estimation based on the 2008 CESA Research on the General Public)




l'g‘ﬁmk AN b Date of release
an Title q#antitvof Manufacturer Platform F
shipments
(10,000 units) gar
FAF— IV IL—IUIDS 1 X () ' =25 R—DS 1 i b
277 Diddy Kong Racing DS ! 130 ' Nintendo Co..Ltd. ' Nintendo DS ' 2007 ' 2 '
TrAFIN TP TSI — i I () RTITP - IZwIR ' 77=0V/NES | i 1
2L FINAL FANTASY : 1291 SQUARE ENIX CO.LTD. | Famicom/NES e 2
&% ! L HERE (%K) | T —LIR—A | | [
2 v akuman ! 128 | Nintendo Co. Ltd. ! Game Boy | 1989, 4,
. . | () AP IFIINTYITAVIIN | PR A7 RINVZ | | |
Yu-Gi-Oh! Eternal Duelist Soul 1 128 1 Konami Digital Entertaniment, Ca.,Ltd. 1 Game Boy Advance 1 2002 1 10 1 15
R—HYZTP A i | ERE (%) | J7=3V/NES i : .o
RN |iogan's Alley ! 1271 Nintendo Co..Ltd. | Famicom/NES R
YAIOVFA7 ! 1271 BORIOTP IZuoR L IUART—Y3 Y ' 1997) 7 ! 11
SaGa Frontier ! ! SQUARE ENIX CO. LTD. ! PlayStation ! ! !
RUATILT TrEU—YTF— | 127 ERE (KR | ZYFYR=—LFa—T | 20031 7 G
Mario Golf: Toadstool Tour | ' Nintendo Co..Ltd. ' Nintendo GameCube | | |
SPRY T AT ! ) A I IUARF—v3ve ! !
ZELN Shadow the Hedgehog ; 126 SEGA CORPORATION ! PlayStation 2 12005, 11 5 15
JIRAFN\T—R 0 | = | ZYFYUR—F—LF1—T | |
PEVS Resident Evil O } 125} CAPCOM CO..LTD. | Nintendo GameCube | 2002} 11 1 21
FTRURT vy | | ERE (%) | = LiR—A | | L
288 | ! 124 Nintendo Co. Ltd. ! Game Boy (19937 12
JO0a0h—E+ | VEEE (8 L — LR—o | | b
ZEER by Tiltn Tumble 123 Nintendo Co.Ltd. | Game Boy 2000} 8
J—LR—AFr3U—2 | L ERE (%) | = R—A | | G
2 Game & Watch Gallery 2 ! 122 Nintendo Co. Ltd. ! Game Boy 1997, 9,
5~ LR—(Fv5—3 ! 12y EXE () N 1999 4 | —
Game & Watch Gallery 3 ! ' Nintendo Co..Ltd. ' Game Boy ! ! !
SYF—DIINITRRYF 17— | () ATV i A—/t=J7337/2—J8-NES | 1 1
2P \iagical Quest Starring Mickey : 121 GAPCOM CO..LTD. | Super Famicom/Super NES | 19921 11+ 20
BEHTEFITIVEYRY—X2 #WEINURE ! 1271 BITIFIILIVETAIAIN | TUARF—Y 372 2003, 2 ' 16
Yu-Gi-Oh! Duelists of the Roses ! ' Konami Digital Entertaniment, Co.Ltd. | PlayStation 2 | | |
RIEV I NULRU1—3y ! ERE () - ! | v
Pokemon Battle Revolution 1 121 1 Nintendo Co.,Ltd. 1 Wii 1 20063 12 1
V—5—2ARSAH— | | ERE (%) = LR—A 1 1 C_
= 295 Solar Striker i 120  Nintendo Co.,Ltd. | Game Boy i 1990} ! i
6 FuTEF—ILDAES ! 120! DTV ' J7=7V/NES e
B Chip'n Dale Rescue Rangers ; ' CAPCOM CO..LTD. ' Famicom/NES ; ; ;
= JAFI\F =R FALoF—Zhvh FaT7byaviVer. | 1201 W HTIY | IUA AT =3y l1008' 8! 6
= Resident Evil Director's Cut Dual Shock | | CAPCOM CO..LTD. | PlayStation | | |
& YTV L— ! ¢ IRePs] CRU—AF v K ! ! !
Bl Shenmue ' 120} 5EGA CORPORATION ' Dreamcast 12000, 12 4 19
NINJA GAIDEN | 120 ?;Eé*ﬁc i Xbox 120041 3 . —
Clw i = i V i i
el | | TUE (%) | | | [
g 5 DEAD OR ALIVE 4 1 1201 To6mo.in. 1 Xbox360 12005, 12 |
© T T T T T T
s 0 ' TOE (#5) ' J7=0V/NES ; ; D
g > el TECMO SUPER BOWL | 119: Teomoihc. | Famicom/NES | 1991 | 12 |
| |8 NBAJ—RH AR : ”9: ERE (#k) | ZYFURDE4 ‘1908 4 | —
N E Kobe Bryant in NBA Courtside | ' Nintendo Co.,Ltd. ' Nintendo 64 | | |
5% — et ; ; - ; S VI
7|2 FASTTAIAL ! L () AT ' ILA AT -3y ! ! !
|l Dino Crisis 2 . 1191 cAPCOM CO..LTD. | PlayStation } 2000, 91 13
sl YUAF=2GB 1 EXE () =L UUUR R
A E B \ario Tennis (GBC) | 118 ! Nintendo Co.,Ltd. | Game Boy 1 2000; 11
J TPAFIVITIII=FTT 4D AT RN R | 1181 EXRE (¥F) V= LR—A T RNV 20031 9 N
A Final Fantasy Tactics Advance | i Nintendo Co.,Ltd. i Game Boy Advance | | |
RyF—D27 | ERE () L =YFUR—F—LFa—T | | v
8 Donkey Konga . 118 Nintendo Co..Ltd. | Nintendo GameCube ! 20031 12 |
= ox>vy>yg -2 1 L () RIDTT-IZwoR i A=){=T733Y/Z—I8-NES | 1 1
g EWA Romancing SaGa 2 ! 117 1 SQUARE ENIX CO.LTD. ! Super Famicom/Super NEg | 19931 12 110
o w7 X i 117 BTV | 2—/=TPZIVA-SNES | 190" 13 | 17
% Mega Man X ; ' CAPCOM CO.,LTD. ' Super Famicom/Super NES ! 0 0
o . . . | ) DFSFISWIVITAVAIN | TUALRTF—V 3y | 1 1
g Yu-Gi-On! Forbidden Memories | 1171 K onami Digital Entertaniment, Co.Ltd. | PlayStation | 2002 | 3 | 19
w R5—IAUZX : | ERE (1) | =UFUROB4 1999 10 | —
© SN et Force Gemini | ”6; Nintendo Co..Ltd. ' Nintendo 64 | 1999; 10 |
YUAF=26C L el EREGR SVFUR—S—hFa—T 0000 10 | —
Mario Power Tennis ! ! Nintendo Co.,Ltd. ! Nintendo GameCube ! ! !
HAVIR | RS () | — LR— | | N
312 ! 115 Nintendo Co..Ltd. ! Game Boy 11990, 4
RSTVOTANT T ! 151 BAIDIP T=us2 [ A—N=TPSIVA—NNES | 10021 15 | 1g
DRAGON QUEST I &I ; ; SQUARE ENIX CO.LTD. ; Super Famicom/Super NES ; ; ;
EVRI—I\VI—R—F T | 115 L () hT3Y | PSP [FUART=y3Y - R=57) 1 0051 12 | 1
Monster Hunter Freedom | | CAPCOM CO..LTD. | PSP (PlayStation Portable) | | |
J\A7)\F—R4 Wii edition ! 1 L) ATV | SYFUR—F—LF1=T 5000t s | g
Resident Evil 4 Wii Edition ! 5 ' CAPCOM CO..LTD. ' Nintendo GameCube ! ! !
WIBDR 1 ) ATy | J7=0/NES ! ! !
SN Commando ! 114} CAPCOM CO.,LTD. | Famicom/NES (1986, 9 1 27
JCAOYREA TR 0 ”41 EXRE () | A=N=T7RTVIA-INES |y gont 1y 1
Pilotwings ! i Nintendo Co.,Ltd. 1 Super Famicom/Super NES | ! !
2—)\—R.C.707 L ”43 EXRE (#) | —Li—o 1991 8 D
2] 2 Super R.C. Pro-Am ! ! Nintendo Co.,Ltd. ! Game Boy ! ! !




L AN TSwh 74— 1 [D3te Of release
an Title quantity of Manufacturer Platform
shipments
(10,000 units)
316 [N L 14 BORODTPIZWoR | LA RF—3Y i 1907! 12 | 23
CHOCOBO NO FUSHIGINA DUNJEON ! ' SQUARE ENIX CO.LTD. ! PlayStation ! ! !
JHUF\F—R O—RRO= 7 14! B DT | FU—bFp2 b 120000 21 3
Resident Evil CODE:Veronica ! ! CAPCOM CO.,LTD. ! Dreamcast ! ! !
ANOARTSAL3 | | ERE () - | | N
Metroid Prime 3 Corruption . 114 1 Nintendo Co..Ltd. . Wii . 2007 . 8 .
Y ! ERE () ' J»=7V/NES } ! P
Sl Donkey Kong | 113! Nintendo Co. Ltd. | Famicom/NES 1983 7
JAFIN\F—R FoLo5—ZThvk | ”31 () hFT3v | TUART =3y '1997' 9 ! 25
Resident Evil Director's Cut | | CAPCOM CO..LTD. | PlayStation | | |
Ayy—DovF— : | ERE (BF) ' J»=0/NES : : -
S8l Voshi's Cookie ! 112 Nintendo Co. Ltd. | Famicom/NES 11992, 11
JATRD1 264 L g AREG | ZYFURD64 1996 6 | —
PilotWings 64 I 1 Nintendo Co.,Ltd. ! Nintendo 64 ! ! !
BEDAB~EDNUBE K~ 1 115 ERE ) VO—LR—AT RV 4 50020 6 1 —
Golden Sun: The Lost Age | 1 Nintendo Co.,Ltd.  Game Boy Advance | | |
e 3 LR (1) L =YFUR—5—hFa1—T | ! D
Pikmin2 . 112 Nintendo Co.,Ltd. | Nintsndo GameCube | 0% 4 |
Ry#=—T>2Jr. i | FERE (#R) .\ J7=3V/NES ; ; C_
328 Donkey Kong Jr. 0 11 i Nintendo Co.,Ltd. | Famicom/NES 0 19831 7 0
R ! IR () ' J7=0/NES ; ! P
S22 Popeye ' 110! Nintendo Co. Ltd. | Famicom/NES ;1983 7
RFETY 7 ! 10| BOZIDIP TZwH2 i 10890 12 | 15
Makaitoushi SaGa 1 | SQUARE ENIX CO..LTD. | Game Boy 1 1 1
| | FERE (%) | ZYFVRUB4 | | N
F-ZERO X ; 110 Nintendo Co..Ltd. ' Nintendo 64 11998, 71
AR A DUF } 110 | FERZ () VLR AT RIVR on03t 3 1 —
WarioWare, Inc.: Mega Microgame$ I ! Nintendo Co.,Ltd. ! Game Boy Advance ! ! !
ANOARTSAL2 I—HTI—X | 110 | EXE () VIVFUR—S—hF1=T 50041 17 1 —
Metroid Prime2 ECHOES | i Nintendo Co.,Ltd. i Nintendo GameCube | |
RSIYOTAN BHNLERS 190 WZIDIZ IZuoR | =27 R—DS L 2007! 11 | 22
DRAGON QUEST vV ! ' SQUARE ENIX CO..LTD. ' Nintendo DS ! ! !
TBESA | NG Pabmb | A=){=T733Y/2—/{=NES | ; 1
SN S per Ghoulen Ghosts : 109} CAPCOM CO..LTD. ' Super Famicom/Super NES | 1201 10+ 4 .
FUvUBE 57 and NJ— ~DSOL oYy~ ! 109 (0O EH ' ZUFYR-DS ' 20060 11 ¢ 22 6
Oshare Majo Love and Berry - DS Collection ! ' SEGA CORPORATION . Nintendo DS i i i B
Ovov3 | | () hTav | 77=3Y/NES | | | =
S50 Mega Man 3 i 1081 5APCOM CO..LTD. | Famicom/NES (1990, 9, 28 =
BHET 1 TIVEY R~ A V5 —F V3 F o~D—URDART FAV3~ | 108 WIFSFYTNIVITAUAIN | H—LIR—ATFRIVZ 15031 4 1 g =)
Yu-Gi-Oh! WORLD WIDE EDITION 2003 . 1 Konami Digital Entertaniment, Co.Ltd. | Game Boy Advance | | | 1
D—URYwH—94 =25 TV10 } 108! BIFSFISUIVEFANAI | TUARF =322 o006t 4 1 o7
WORLD SOCCER WINNING ELEVEN 10 (PRO EVOLUTION SOCCER 6) ! ! Konami Digital Entertaniment, Co.Ltd. ! PlayStation 2 ; ; ; 2
eV Link's Crossbow Trainin : 107 | ERE () : Wii : 2007 : 1 D — © (E:
g ! ! Nintendo Co.,Ltd. ! ! ! ! 2 S
IRl WiFi ERORNTE VRS ! 106 | EXRE () | =27 R=DS 120060 9 | — = A
Clubhouse Games (42 ALL-TIME CLASSICS) ! ' Nintendo Co.,Ltd. ' Nintendo DS ! ! ! 2 i
IRl F-ZERO FOR GAME BOY ADVANGE 1 105 EXE () VI BR—A P RINVR 1 yg00t 0 el
F-Zero: Maximum Velocity | ' Nintendo Co..Ltd. | Game Boy Advance | | | 3|
2——RUFRIIT L S59)A—AK—I L 05 EREGR) | SVFUR—S—LF1—T 005t 7 | — €| 7
Mario Superstar Baseball | i Nintendo Co.,Ltd.  Nintendo GameCube | | <l |
o ! LR () Do } } D £ 7
Wii Fit 1 105 ' Nintendo Co..Ltd. ' Wi ' 2007; 12 ! a ’f‘
EYRI—Tr—1s 1 | FOE () | IUARF—3Y ! 1 L 7
SE8N |\ IONSTER RANCHER ! 104 Tecmo.lne. ! PlayStation 11997, 7 2
TrAF I TARR L) h Ty | Z—)(—77=2V/2—/{-NES | "
S8l Final Fight 2 . 103} cAPCOM CO..LTD. | Super Famicom/Super NES | 19051 5 1 22 o
Ry+—0050R3 ! 103 ! &%ﬁ (#) ! ' —LR—A '1997! 10 | — 6
Donkey Kong Land 3 I  Nintendo Co.,Ltd.  Game Boy I I I ‘&
B/ETGO! ! () A — L IUART =3 ! ! ! o
5888 Densya de GO! ! 102} TAITO CORPORATION ! PlayStation (19971 121 18 E
ARNOARTSA LN F—X ! 102 | FERE () ' =YFY R—DS 12006 3 | — ©
Metroid Prime Hunters I i Nintendo Co.,Ltd. i Nintendo DS I I I a<')
RUAA—TVIT : | ERE (#R) | JP=IV/NES : : - 5]
2L NES Open Tournament Golf ! 100 Nintendo Co..Ltd. ' Famicom/NES (1991 9
B LR AF S U— o0 EREGR L — IR 997! o2 | —
Game & Watch Gallery ! ' Nintendo Co..Ltd. ' Game Boy ! ! !
ZNU—h TP A4 —ZERO3 | L ()BT | IUARTF— 3y | | 1
Street fighter Alpha 3 ! 100} cAPCOM CO. LTD. ! PlayStation (1998 12, 23
EVRY—T7—12 1 100 ZZE UK UL ATV 3y '19990 2 | —
MONSTER RANCHER 2 ! ' Tecmo.Inc. | PlayStation ! ! !
VYO PRRYF 0 —2) (ML ! 100 W EH VZYFUR—F—LF1-T 150010 12 | 24
Sonic Adventure 2 Battle I 1 SEGA CORPORATION i Nintendo GameCube I I
VOILFPIN—T 1 100! R IFAF LY —LR | ZVFYR=S—hFa—T | 50031 3 1 57
Soul Caliburl . . NAMCO BANDAI Games Inc. | Nintendo GameCube . .
S8 (FROBBE! JoSHD%E } 100! T 08 | TUAZF—v3v2 004l s | 9y
Jissen Pachi-Slot Hisshouhou! Hokuto no Ken ! ! Sammy Corpalation ! PlayStation 2 ! ! !
213
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