—73.#8& 1 (CEROZREDT' —LV T bR T DEE)
[CBVTIE [FTUES—LICETHBEDNTESN LD
D] EVSERBICHUTIE 83.3% (301) h' [Hd] &
BRATCVWEULEH. TOABZCTRICECD. BmDMEREP
HEE. BDVEEBICHTDDDOHEL TUES —LADEF
BICHTOHBIFFEALTFEESNTVEEBATLR, THIC
INSDOI0HICHULT, T[L—F 1 VIJICETHHEDHFE
SNfclEpdadn] Z8RECD. [HD] EERCRHE
26.7% (8 #b). [TV EB R fem1tld 70% (21 #). K50
A33% (1 #) TUfce ZLUT. =T 1 VIICET BB
DARBEULTCE BESDD DTV TBEDBLIED]
FELETFENTLE LT,

AE 2 (PIO-NET F—IX—XF&AE) TH. TLEF—LAIC
W DHEBIEFRLODMENCELDRD T U,

PIO-NET [CHES5N/ch S EHIE - #HREH LT 670 75
@O D, TDOIETUVET —LAICEATHBDIF 1143 #T
Lico INS 1143 HD S 5. [TEICETSHDIH
42.9% (4904 . [EHEICBITHDMDIN 18.8% (215 #).

[NEICETHHD]N5.0% (57 #). TDfthh 33.3%

(381 #) TUC. ABICETS 57 HDOEFBD D 5. mIER
BICETDHDIE 15 HHD. TDHE N [EREVPIRGE
BAFEBICREY] EWSBDTU, &Ffee L—F 1« VT
BAI2HDN 7 HHDFLC. UEDKSIT, PIO-NET F—
IR—RAEUNSREE. TLET—LORABPLU—T 12T
[CEATDHEBIEDEDMENEVNZET,

2.3. CERO DRHEHHEL

FE 1. BLUTEE 3 DERNS. CERO DFFHMENZNIZE
SN EDDh D E Uz,

EAR AR (2EDERARKICHT DRBE) TIE.
[CERO D&\ ENDD] EEZTDIE 38.7%
(B5EF) TUE.EHBIC. [CEROD T LES—LDLU—F «

VIOETOTWVWD I EZA > TUVE] EBERTEDIE 35.2%
(50 A1) TUTz.

Fe BB I U — LA —BRUBPEDREEDIIL—
TAVHE1—FE) (CBVWTH. [(L—T a1 D) X—Uh)
SLTHILEEV RO CMTH (L—FT v P7%) 1151
TIFULW ], IRED CERO DU —F « I DFRAEZ E(F DTzt
DIKZELTIFULVWEDENSEHINE LTz,

2.4. {EEHRDERLFANEEND

FAE 1 oBaHEER AEIHKIV 4D UYEI—RE,
BRUHE L DBEZZFOHESRN S, U—F 1 VT DHIEE
BHZARUTIEULVWENDIBREDHSNE Ui,

Je &AL FE 3 DA —PREJEDA V1Tl

[EDRDIBERRDIEHICHEDL—T « VITDHDIFSN=D
WERULTIFLWIL [CERODD T v T A MEETHRNE,
U—F « VIS DOEAMFHRICHNDEIICLTHRULV]
EOERNHDOF U, BE 4 DEHEICHI DA VIE 21—
THEULOIEREND S EARIC. [EEEEDORFEIFER
NBDN. REZSCHREMD DD CLICHEIRIANE] VD
BEEFERDHINTLE U

Meanwhile, for research activity 1), (2) (Questionnaire about
complaints sent to CERO member companies manufacturing
videogame software), 83.3% (30 companies) responded ‘ves” to
the question, “Have you ever received a complaint about a
videogame?" However, the complaints were mostly about the
performance or function of the product or a shortage of supply,
and there were few complaints about the adverse effect of a
videogame. When asked if they had received a complaint about
the rating of a videogame, 26.7% (8 companies) responded ‘yes’,
70% (21 companies) responded ‘no”, and 3.3% (one company)
gave no answer. The complaints about the rating were, “The
standard is difficult to understand”, “The standard is too strict”,
and so on.

Research activity 2) (PIO-NET database research) revealed that
the number of complaints about videogames was smaller than
anticipated.

In total, more than 6.7 million complaints or requests for
consultation had been sent to PIO-NET, and 1,143 cases
concerned videogames. Among them, 42.9% (490 cases) were
about “sale and purchase of videogames”, another 18.8% (215
cases) were about “behavior of videogames”, 5.0% (57 cases)
were about ‘content of videogames”, and 33.3% (381 cases)
were about other matters. Out of 57 complaints about the
content of videogames, 15 were about ethical problems; many of
them were ‘words and images used in the videogames are
inappropriate for children”. Seven complaints were about the
rating of games. On the whole, there were very few complaints
about the contents or rating of videogames in the PIO-NET
database.

2.3 Low recognition of CERO

Research activities 1) and 3) revealed that people’ s awareness
of CERO was not very high.

In research activity 1), (1) (Questionnaire about complaints sent
to relevant organizations), only 38.7% (55 organizations)
responded, ‘I have heard the name CERO’, and 35.2% (50
organizations) responded, ‘I know that CERO organizes the rating
system for videogames”.

In research activity 3) (Group interviews of game users and
parents of juveniles), many people insisted that CERO should take
measures to raise the level of awareness of the rating system,
saying, “The rating symbol is too small to be recognized” and
“The rating should be announced as part of the advertisement of
the product”.

2.4 Disclosure of the reasoning for rating

In research activity 1), in the interviews of research activities 3)
and 4), and in the minutes of the Council for Promoting Sound
Growth of Children, some people requested that the reasons for a
rating should be disclosed.

In research activity 3) (Group interviews of game users and
parents of juveniles), some people said, “The standard for rating
should be clarified,” and “The reason for a rating should be
publicized on the website of CERO or through some other media”.
Similar comments were made in research activity 4) (Interviews of
intellectuals and people concerned), but there were others who
were more cautious, saying ‘In principle, the rating standard
should be disclosed, but it should be done in such a way as to
avoid misunderstanding”.

1]
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CNICA VI —=RYbZINATHELVDORBHULNEFE A

T—LERVIDTREDIE FSRT 4w IIRERERRND
HBDNSTULD XV HAH VEFPHOERYIELTREITTH
T —=LBPT =54 )WV E LDBEMEDEVHLN
AXTAPTIEDTVKBED DB DD TIFFENTL&DIN

ZFRIEFROIVHAD TSV T+ —ALICDVWT . BHoEH
FUTCHWVWEEZ . 2005F. RFFEHAZ ABRIZEe XU
—ILNDAZZERIEUFLUE, NV IOV ERVNEESTOEE
FIRFTIN. 2009FDI/. IFAENREBICRIITDAER
TEEZERIZL. 4B SIFREAXRZAZ A BR 2R
NDBZEIFUHTVETD,

I CICE8M T, MipCRDEENDE T REFREF LS
DDFFA. TH HDPICIFMO BN DETENZ L EH[N
FTTEEFEKETADDFET TORIBEZVDBIZZZE TRE
IBDDIE.AE. WK DICHESTH [E(E] B ETRERREWVD T &,
TENFSED. IOITELEEREVEEZITVET, 5.
R TELEZED DI —LATYIVDKIICTT, ELVSDIF
T K2R THIZICPythonEWSTOJSZVISEDFE
ZFUDEDE FRERLRAVUVITREUWAEEZESTLD
ETHTY (X)),

In these circumstances, only videogames are making a good
show. The production of Internet products is also very active.
What makes these industries vigorous is dramatic progress and
severe competition. Comics should aim to become a new
entertainment media not only on paper, but also on other devices
such as game consoles, mobile phones and computers.

In 2005, | entered the e-school of the School of Human
Sciences of Waseda University in the hope of studying future
platforms for comics. My studies consisted of a correspondence
course of learning by personal computers and the Internet. |
graduated from the program after four years in March 2009, and
proceeded to the Graduate School of Human Sciences of the
university in April.

| am already 58 vyears old, and my memory has been
deteriorating with age. However, there are still many things that |
don't know and that | should learn. The experience of learning at
college has made me realize that a man is able to make progress
regardless of his age. | would like to make further progress in the
future, just like a game machine that continues to develop. Thus, |
have just started studying the programming language called
Python, and | am still enjoying a thrilling and pleasant life.

THP $D%

NUAR - INEGRR - K RE

1950 £, FEHREFN. INFEDEESHOEVVAZHREF LD, GREFANS5H/
HREARBBKICHISE. 1972 F [RETA 45— (RIE-A/HREKED) TRYARTE
1—#%. FICREYVHDONH CIERZELHFR. 1983 F [/ —LtV5y—H5U]

[CAICBEERERYATOV] O 2T 28 BUNFEEBEESE, 1994 F. AZDBH
FEREC BEOIMUIMZEE] (BRI ZHEL. SRR GIERE LTTE
1—, Dtk FEHE. BEEL—VIHEEZSHFHITD. KFES. REDE
— & —2IR—YNDED D EFED Ufc L— NG TBEDEER] (22—, ThE
HD GPJ (FW) 5, saHIIC [REFKRE —FREDR] ERHR). FRED
HEZEE] (W) H'dd. TE HRAFEE UTCERHAZAZRABREMHRER
[CTEF R,

Mitsuru Sugaya

[T HhH DB Homepage] http://www.m-sugaya.com/
[T hH+ DD blog] http://sugaya.otaden.jp/
(=Lt —550] AT A b http://www.m-sugaya.com/arashi/

Comic writer, novelist and graduate student

Born in Shizuoka Prefecture in 1950. Started writing and drawing comics in
elementary school. Taught by Mr. Shotaro Ishimori since high school. Made his
debut as a comic writer and artist with his first work “Kamen Rider” (original comic
by Shotaro Ishimori), and produced many works in the field of children’ s comics.
Awarded the 28th Shogakukan Comic Award for “Game Center Arashi” and “Hello,
Microcomputers!” in 1983. Made his debut as a writer of fictional war chronicles
with “Independent Black Air Squadron” (by Yuraku Publishing) under his real name in
1994. Wrote a number of war chronicles and motor race novels. His works include
the auto racing novels “The Legend of Dragons” (by News Publishing) and “Grand
Prix of Rising” (by Gakken), based on his long-term experience in motor sports, and
the recent “Parallel-world War - Sword of Dragons” (by Yuraku Publishing) and “The
Air Force of Eagles” (by Gakken). Student of the Graduate School of Human
Sciences of Waseda University.

"Sugaya Mitsuru Homepage" http://www.m-sugaya.com/
"Sugaya Mitsuru Blog" http://sugaya.otaden.jp/

"Game Center Arashi" official website http://www.m-sugaya.com/arashi/
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Manufacturers

>~

ARTTIS
Retailers

¢ =
g 1

Overseas

4.EA - BNRIRERY — L LSRR

Amount of household games shipped for both domestic and overseas markets

H AR

Shipments

ErfEEEa

Gross amount of domestic shipments

BHMR T EER

Gross amount of overseas shipments

] ]

VTR T+ I\ R 1 PR sSESE @50 ‘
Software + Hardware Gross amount of shipments
(million yen)
0 534,268 2,398,398 2,932,666
(90.3%) (102.3%) (99.9%)
007 591,874 2,344,571 2,936,445
00 (107.0%) (217.3%) (179.9%) 2
0
¥
2006 553,324 1,078,980 1,632,304 =
(138.9%) (112.2%) (120.0%) Bz
i
: : : : T
0. 1,000,000 2,000,000 3‘,000,000 | ()P HEIEL, I
84 (BAM) (%): Year-on-year ES H
Unit (million yen) comparison % ﬁ
il
5B
N—FD T VIhoxTr >\
Hardware Software e
2| A
T M
N e ~ ,r =]
BUERE @) mEes @ |2
Gross amount of shipments Gross amount of shipments T e
232,921 (million yen) — 301,347 (million yen) 2 *%
(76.8%) (104.4%) > ‘%
vy
o 1,675,383 1,908,304 T —1— 723,015 1,024,362 % ‘;,
(93.9%) (91.4%) (129.1%) (120.7%) — %
~ 303,271 ~ 288,603 a2
(125.3%) (92.7%) 5| =
200 1,784,525 2,087,795 ” —1 560,047 848650 %l
/ (249.2%) (217.9%) ! (154.3%) (125.9%) ol 8
- 242,049 - 311,275 £ ®
(147.4%) (132.9%) a2
716,080 958,129 1 362,900 674,174 8
AL (101.1%) (109.8%) 2006 (143.5%) (138.4%) 2
)
N £
| | | o | | | L =
0 1000000 2000000 {)PyIEEL 0 1000000 2000000 °J)PINEIFLE 5
o year (%): Year-on-year
%fﬁ (@ﬂ:q) comparison %m_ (EEFED comparison g
Unit  (million yen) Unit (million yen) g
=t
2
E) VIR PHEEREICXbox360 - XboxV T MY L PDEINEANIC LD AR CORFRERFZATOEL, @
) IN\—FRD T 7HEEZEICXbox360 - Xbox/\— I T 7DiBNEANCEDBARTOHEEEFTZATULIEL, o
Note 1) The shipments of software do not include shipments of Xbox360 and Xbox software packages directed to Japan by foreign corporations. o
The shipments of hardware do not include shipments of Xbox360 and Xbox hardware packages directed to Japan by foreign corporations. 8
[a1]
[£Z:Xbox360 - XboxDEINEANICKDHATDH I TEEE] 5
Reference: The amounts of Xbox360 and Xbox shipments to Japan VIO T PHGEE >
by foreign corporations. to Da ©
| | E
- xbox360 NG RrE 9,461 9,353 108 \ @
2008 - T T
%gﬁ (EHFE_‘) Amount (million yen) 1 (o] ! (0] 1 (0] ‘
EEE (B575F) amount (miniion yen) | 9,014 1 6,756 2,258 \
2007 . .
28 B amount amiion yo | s | o | s |
TEE (B H) Amount (million yen) 3 7,484 | 6,064 3 1,420 ‘
2006
HZE (BH/AM) Amount (million ven) 3 (o] | (0] 3 (0] ‘
A2)  [Xbox360] [Xbox] DBBIEANCKDEARATDY T MDITT - J\— KD 7 OHEEZAFCESAIC K DIHEEHE,
Note 2) The amounts of Xbox360 and Xbox software and hardware shipped to Japan by foreign corporations were estimated by CESA.
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Summary ofi 2008 Household Game Shipments/Scale of Domestic Market

& XERY — LERNThGRE

Domestic Market for Household Games
BRFEIE

Retailers

HEE
Consumers
SRR

Market

"

2008FExRERY — LAEAMSRIR

I:| VIO T 7 ENTISARE
Domestic software market

658,022 B/HH

million yen

Domestic market for household games in 2008

|:| J\—RO 7 EANMIGARERE

Domestic hardware market

W

‘ VIRDIT + \—ROTPENTSHEE EPHETISIRE (EAM)
2 Domestic software + hardware market Entire domestic market
8 (million yen)
8
s 2008 398,007 260,015 658,022
= (104.1 %) (79.0%) (925 %)
i
A 2007 382,343 329,050 711,393
H (92.5%) (123.5 %) (104.6 %)
" 12 2006 413,333 266,530 679,863
F (131.6 %) (146.1 %) (136.9 %)
/r
B2 : : : : : .
2|7 0 200,000 400,000 600,000 | 800,000 | ( )P3HRIELL
;E i N (%) : Year-on year
& |7 17 (E5M) comparison
VN z Unit (million yen)
1iAY X
-

Entire domestic market
658,022 million yen

Entire domestic market
711,393 mitlion yen

Entire domestic market
679,853 million yen

Part 3. Statistics

658,022
=l

(11 (%)

unit (%)

711,393
=l

(1 (%)

unit (%)

(8% RERY — LSRRI Y Y O— REGEY—ERICEL DT — L0V T Y ERNTISREHET]

Reference: Estimated scale of the domestic market for downloading of household game contents from online sales sites for household games

2008%F HERY—ABERYOYO— FRFYT—ERICKDT —LATY T VY ERMGHRE
([2009CESA—RERERAE | [C KDIHEEHE)

2008 domestic market for downloading of household game contents from online sales sites for household games
(Values are based on the 2009 CESA research of the general public.)

HEmIZARIR
679,863
BAH

(17 (%)

unit (%)

1,888 B/H

million yen

) [2009CESA—RAEERA] [CBITD. REAY —AMETAYDYO—RREY—ERCEDT —LOVT VY (RERT — LV IRSBLRD
BINYDYO—R7PATL) BA(2008F1B~128) [CDVWTDEEHERK D LIFOFIRIC THE.

1) WFNHDYUVO—RERFET —ERICKDEAEZ—REFTEN—XTHRE,
2) 3~79F DAOF—FICKD. LWFNH DY D YO—RERFEYT—ER(CKDBAANOZH#EE .
3) BAANOXERFHEASREICIDLY DY O—RRFEY—EXOENTSRREEZE .
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 2008).

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.

Summary of 2008 Household Game Shipments/Scale of Domestic Market Of
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Domestic Market for Household Games

= BEAINI=07=L (29540 7=L) ERmGHK

Domestic Market for Charged Network Games (Online Games)

1.BRRYNT=95 =L(F V5405 = L) ENTIEHRIE sezr-10vvmi-1)

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

POOBEBRRYND =05 — I (FY S5V 5— 1) NS
(RERYT —L+/VIAVET—L1L) 57,456 B /HH
Domestic market for charged network games (online games) in 2008 million yen
(household games + PC games)

2008F —AEBEREICKDHEST 57,456

Estimation based on the 2008 Research on the General Public

R

2007F —RAEAEHEICKDHEST 23,861

Estimation based on the 2007 Research on the General Public

2006£|E _EQQE;E%EEEICJ:Z)?EE‘I' 20,790 %
Estimation based on the 2006 Research on the General Public ! }E
[5%] 200865 — Lt ERREEBEIBID i
RYNT=I5 — N (F VS5 — L) BNEREETT LEEHER 23,474 |
[Reference] The total domestic sales of network games (online games)
from the 2008 Research on shipments and market scale / T T T T T T T A
0! 10,000 20,000 30,000 40,000 50,000 60,000 70,000
g1 (BAM)
Unit (million yen) % g
| poosi1 128 Lo - B
1 ~12RCRERY — LY INITPOHE - B ‘ o
| irc%%\;wga’f—f_\ J(g‘zig%&“;h)\ PEDRX - HZRBEROE 11# BHEET 1HDOESHE | é ]
BT — AV T YDFE LR SOl FEE R LD = /5 P = |= I 4

| CESAREG¥BRU2008% | ~12AIC - g oy i SRS MRS ?ig ??J:ggg%é% 7,4/,(7_42?;3 _ T8
| RERY— LY ORI AR R ABX . ESHRSE )7 T LNeRE ! 1| €
| REENR143% EEREN (BBES NEELE) 764t ZODREDEE) | Z 8
: 143 CESA members or other manufacturers Survey forms collected/Valid answers: 11 companies Total value based on valid responses | T o
I ég?(} ﬁg't‘if’oiﬂ (sc?;lt‘vvr\:gge g%g%ugsho\d games or Survey forms collected/Invalid answers: 42 companies from 11 companies I 11 o
I mobile phone game cogntents Survey forms addressed/No replies: 14 companies %ao‘f:‘3 gfsfﬂaz‘rlatt)r!hcohnaryggs ! Vg
I from Jan. through Dec. of 2008 Survey forms not addressed (rejected, missing, etc.): 76 companies per-item charges, and othér charges) : 7 g
| i Al &
i iiiiiiii i i oo —————_—_—_——— ik
‘ N E
BRRVND =0T =L (A0 SA00 — L) TiGHRRIEEZENE U CTRRA—N—(CRHIT o7 VT —hMEARZRRUIZD. e

“ N - — =1y 0| =

BET Y TIVHMEL FICHEOEE LA/ —FEMER TEEVNCENS TGHHRIEST Y CTELED,. gz

In an attempt to estimate the overall market scale of charged network games(online games), g o

a questionnaire survey was carried out on relevant producers. However, due to the low resulting response rate to the survey, © | =

it was not possible to accurately estimate either the size or the coverage rate of the market. o g

v | E

N <~ = g~ [N . o

UHhU—ATCT BRRYNDT =00 — L (F 254420 — L) [FM&E#EED [Business to Consumer (B to C) | £| o

Wbk [EEE—MEEER CER/L CIThNSBFAmMS | BiECHlcalens., a

Because the profit structure of the charged network games (online games) industry is
such that consumers purchase directly from business enterprises via electronic commerce,

Manufacturers

RHEE

General consumers

KINT=TT =N (AT —L) T—ER

Network game (online games) service

—AOHEE

General consumers

Business (B)
BRRYND =05 — I\ (VS — 1)
EERED—UHES (BA) QI FERT E

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

EWSBRIUDADII D,

The above business equation can be deduced.

v
DT ENS. 2008F—REEEFE-RD OHET U BIEICEDE [BHRVND =00 — L (T 54000 — L) BENfSHRE] ZEEU.

Accordingly, the scale of the domestic market of charged network games (online games) was estimated
using data derived from the 2008 Research on the General Public.

BRRYND =I5 =N (A SA T — 1)
FRE (BF) OFEHHERE

Total annual usage fees from ;
charged-network-game (online games) users in Japan
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Estimation based on data from the 2009 CESA Research on the General Public

(1) 2008FEHRYNT =I5 —L (A V514V 5 —L) SBhIE

Rate of users who play in charged network games (online games) in 2008

B 2008F—Mi4EEE - 2N —2 (5% - Finhl)

2008 General Public/Total (by gender and age)

2008%F ! E#F Age
LA I @
G;@%ﬁﬁc R 395 10~143 15~195 120~247 125~297 |30~34 ' 35~39F | 40~49F | 50~59F '60~69 'T0~T9F
Vrs. Vrs. Vrs. Vrs. Vrs. yrs. yrs. Vrs. Vrs. yrs. yrs.

% 1t 18
S | . . . . . . : . . . 0 | 00
. _ . _ B4 (%)
(2) 2008FEERZYNT— 5 — I\ (A VSV — 1) BIACHS s

Estimated population playing in charged network games (online games) in 2008

TEBERRY NDO—00—L (FVSA05—0) SFEEBR - FRAANOT—Y([CRUTCEFROSMALES 281 L. TNS5ZA5 .
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.

2008FERRY NI—=O5 =L (V5S40 —L) SMAO
Population playing in charged network games (online games) in 2008

M2 1A

10,000 persons

2008 |
SEEEE L R R 014 15~197 120~24 | 25~29% |30~34 | 35~39F | 40~49F | 50~59 '60~69F ‘T0~T9F
yrs. yrs. yrs. yrs yrs. yrs. yrs. yrs. yrs yrs. yrs.

il Age

2HERGEAN)

Tmﬁffoémsgns); 112 0 8 0/ 6. 26! 29 7 13l 22 0. 0
% .

RAEEEE 1 1000 00 74 00 56 229 262 65 119 195 00 00
TN

S1E 112 0 8 0 6 26 29 713 2 0 0
% .

RAE 1000 00 74 00 56 229 262 65 119 195 00 00
Z (A

Ey O 0 0 0 0 0 0 0 0 0 0 0 0
%

BRI o 000 00 00 00 00 00 00 00 00 00 00
20084 | BRI A

é.}ﬁi;ﬁ@fc;‘ £ 397 110~143 |15~197 |20~247 | 25~29 |30~347 |36~397 | 40~49:5 | 50~59F |60~697 |70~79F

AN |
Toj(ffoéﬁjgmi 11,795 794, 598, 611, 698, 757, 899, 962, 1622 1,782 . 1,735 . 1,338

% .

R 1000 67 51 52 59 64 76 82 138 151 147 113
I (BA

W BN 5876 407 306 313 358 385 455 486 816 887 847 616
9% .

oY 34 26 27 30 33 39 41 69 15 12 52

7 (A

LSZEGN 5919 387 292 298 339 372 444 476 806 894 888 722
9%

RALECe 5oz 33 25 25 29 32 38 40 68 716 15 61

) 2005FEZFEZOEICEMFRT TN THET.
Note) Figures for the population groups were taken from the 2005 census, and then "shifted up" the necessary number of years
to produce current population level estimations.

(3) 2008FBRRYNT =I5 — L (X V545 — L) EATIGRIRHEE

Estimated scale of domestic market for charged network games (online games) in 2008

2008% 20084 2008
BRRY NI—05—L (FV54V—1) $MA0 T H RS BRRy ND—-08—L (4054 V7—1) BNTERE
Population playing in Average monthly charge Scale of domestic market for
charged network games (online games) X 4275M 1 ?n’ofn{ﬁ: charged network games (online games)
1112(),ggojéersons - yen 57,456ﬁ|§]|3y:_|en

| [2009CESA—fRAEERE ] BRICEDE, ﬁﬂ*/ hNO—05 =L (FVSAVT—L) SMEN—XICTEE, !

, The calculation was based on the number of users of charged network games (online games) derived from the 2009 CESA Research on the General Public.

(22 2008FEHRY D=5 —L (FZ54 5 —L) ERNRMTHEGREH S

Domestic RMT market for charged network games (online games) in 2008

2008FFHRY NI—=05 =L (FVS54 25— L) ERRMTiSHRRHS

( [2009CESA—REFERE] IC&LDHEHE) 1,386 =5M
Domestic RMT market for charged network games (online games) in 2008 million yen
(Estimation based on the 2009 CESA Research on the General Public)
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Hardware the respondents wish to purchase

BREX: SBEAUCVWEESRERS —LARZEETHRALLEEN, ¥PC-#HEEFREET .

Question : What household game machines do you want to buy? 3 Excluding PCs and mobile phones.

- BRI —LY392008 TOKYO GAME SHOW 2008 (N=1.116A persons)
BRI —LY392007  TOKYO GAME SHOW 2007 (N=1,094 A persons)
BRI —LY392006 TOKYO GAME SHOW 2006 (N=1,087A persons)

TUARF—23>3 L
PLAYSTATION 3 64 4
- 2o 8
Wii 33.5
48.9
— 9.3
Xbox360 20.4
13.6
ey R 22 & 27
PSP[IUARF—Y3Y H—~5 ] 225 5 )
PSP(PlayStation Portable) ' PN
19.0 c|a
19.8 el
e — e . ——o. \
—VFUR—DSilkEH] O a1
Nintendo DSi [not yet released] _ < 0)
) |B
. e 7| @
—FVR—DS (Litez®) 9.2 %
Nintendo DS (Lite included) ‘ |2
19.1 | 8
EAE
S
TARF a2 W25 5|
PlayStation 2 : ©
3.4 — E
o| O
—— LY N y 1.2 -]
—VFUk——b¥a—T ) 3|2
Nintendo GameCube : ?:D =
2.9 =
)

. . — loo <
F—R—=50 0 g
Game Boy Micro : <

2.1 %)
w
|o.4 2
T—=LR=ATRI\VA(SPED) | z
Game Boy Advance (SP included) . E
1.7 &
0.9
Z Ot I
I Others 0.3
0.4
) RIS R 15
Invalid/No answers 4.6 '
0 20 40 60 80 100
817 (%)
Unit (%)
)RR — L23020085E KD GEREL [ Z2 T /R—DSi [R35E] 728Ul (RRY—A2a02008 RS [FRFT. REIFHTEH) o
Note) Nintendo DSi was added to the TGS 2008 survey. (It was released after Tokyo Game Show 2008.)
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AL

Rank

279

pr

287

288

293

314

317

bl=
FSw T — s Date of release

(A%)
9/”\)[/% Accumulated
Title quantity of Manufacturer Platform
shipments
(10,000 units)

Z2—)\—=XhOAR ! 142 ERE () | Z=N=JP2IV/A=/I=NES | 19941 3 | —
Super Metroid 0 " Nintendo Co.,Ltd. ' Super Famicom/Super NES ! i i
YZIyse—O0—X | 14p | A IZVUFUR=S—hF1—T 50001 1 1 5
Sonic Heroes | | SEGA CORPORATION i Nintendo GameCube | | |
RTEVXD RBOER 5—2-)LF7 | 142 | ERE (%) | ZYTYUR=Y—LFa1-T | 2005 | 8 [—
Pokemon XD: Gale of Darkness ! i Nintendo Co.,Ltd. i Nintendo GameCube 1 1
VRN 1 L) e 1 ! ! !
Sonic The Hedgehog | 142} SEGA CORPORATION ; Xbox360  2006) 12 . 1
D— VRS wH—oAZ2 541722008 | 1421 () IFETFITWIVITAVAIN | TUA AT =233 12007 10 ! 25
WORLD SOCCER Winning Eleven 2008 (Pro Evolution Soccer 2008) , . Konami Digital Entertaniment, Co. Ltd. | PlayStation 3 | | |
TrAFI TPV II—T 3 140 () ROYTF T=woR ' J»=0/NES cesnl 4 o
FINAL FANTASY I ! ' SQUARE ENIX CO..LTD. ' Famicom/NES ! ! !
JAA N\ —R T—RROZH ZLHR | 1401 (#) HT3 | JUAAF -y 32 L2001 3 22
Resident Evil-CODE:Veronica X | . CAPCOM CO..LTD. | PlayStation 2 | | |
H—Ta FT FIbNOR - T7AFIIT7Y Y-V : 1401WH179:VI:w71 AVE O SR D 120060 1 ' 26
DIRGE OF CERBERUS - FINAL FANTASY VI ! ' SQUARE ENIX CO..LTD. ' PlayStation 2 ' ' '
AROARTSA L3 ! ERE (1) o 1 1 b
Metroid Prime 3 Corruption 1 138 1 Nintendo Co.,Ltd. 1 Wi 1 2007 1 8 1
RTEVREIT L5 (GB) Sy B 1 137 EXRE () | ZYFRYB4 19098 g | —
(Pokemon Stadium) [Japan & Asia Only] | i Nintendo Co.,Ltd. : Nintendo 64 | | |
TUFAR—— } LR (1) IV RDe4 i i b
Paper Mario ! 137 ! Nintendo Co.,Ltd. ! Nintendo 64 ! 2000 ! 2 !
RTEVEVR—IL IWE—&YT7A7 | 1371 ERE GO i S S I O
Pokemon Pinball: Ruby & Sapphire | i Nintendo Co.,Ltd. | Game Boy Advance | | |
TUAVS.RyF—Tv5 ! 137 EXZ () | P—LR—A TRV | o00a! 5 | —
Mario vs. Donkey Kong ! ' Nintendo Co.,Ltd. ' Game Boy Advance ! ! !
BIENEFEANDDSI—=> Y BoEANTHET L 137 EREG | =7V R-DS 2007 3 —
Practice English! | i Nintendo Co.,Ltd. i Nintendo DS | | |
RSIVOT AN ZU TR 0 136 L () ROV IZWOR  A=I{=7723/Z—J{=NES | 1996: 12 | 6
DRAGON QUEST I i 1 SQUARE ENIX CO..LTD. 1 Super Famicom/Super NES | i i
JAF NG —R } () hTaY VYT UR—S—LF1—T } }
Resident Evil 1 1351 cAPCOM CO.LTD. | Nintendo Gamecube | 2002} 3 1 22
A—E«DIT7 AR | 135 | FERE (#R) | ZYFYR=F—LF2—T 50031 5 1
Kirby Air Ride i ' Nintendo Co.,Ltd. i Nintendo GameCube | |
OvoRY T84 ! 15;(ﬁ)b737 VI LIR=ATRIYZ 50030 12 1 12
Mega Man Battle Network 4 ! ' CAPCOM CO..LTD. ' Game Boy Advance ! ! !
JpRY ARy | 135 | WA I IUARF—Y322 5000t 15 1 15
Shadow the Hedgehog | | SEGA CORPORATION | PlayStation 2 | | |
JrA(Otvh | 1321E¥§KH> | J7=0V/NES 19851 8 | —
Gyromite ! ' Nintendo Co.,Ltd. ' Famicom/NES ! ! !
TPAF TP II—-HURSILIO=I L g3y BOAIDIP IZuoR | SYFUR—F—LFA—T L0000 1 g
FINAL FANTASY CRYSTAL CHRONICLES ! ' SQUARE ENIX CO..LTD. ' Nintendo GameCube | ! !
BEEN | L () Od—I— | ILARF=v3ve | | |
Samurai Warriors } 132 KOEI Co..Ltd. , PlayStation 2 } 2004} 2 } 1
Owoo—T 593 30! BDRIDIFIZwoR [ ATEIVANNES | 100t 11 1 1
Romancing SaGa 3 ! ' SQUARE ENIX CO..LTD. 1 Super Famicom/Super NES ! !
FEIAAISA 3 | Bolwmbjjy | TUARAF =232 150050 2 ' 7
Devil May Cry 3 | | CAPCOM CO.,LTD. | PlayStation 2 | | |
TPATIVIPIEI— i 129 V(R RTDIT - IZVOR » J7=32/NES i 1987 i 12 i 18
FINAL FANTASY ! ' SQUARE ENIX CO. LTD. ' Famicom/NES ! ! !
e 1 ERE (5) |G — I TR— A 1 1 b
Yakuman | 128 | Nintendo Co..Ltd. | Game Boy [ 1989, 4

. . | () DFIFIINIVITAUAIN | = LiR—A T RNV | 1 |
Yu-Gi-On! Eternal Duelist Soul ! 128 ' Konami Digital Entertaniment, Co.Ltd. | Game Boy Advance ! 2002 ! 10 ! 15
R—HYZPLA ! 197 | ERE () ' I7=3Y/NES e g —
Hogan's Alley ! ' Nintendo Co.,Ltd. ' Famicom/NES ] ] ]
YA oO0VFAT | 1271 (#R) RODLTF - TZwoA | IUARF—y 3y 119970 7 ' 11
SaGa Frontier | | SQUARE ENIX CO.,LTD. | PlayStation | | |
RUATLT IrEU—YT— ! 1971 ERE W) | ZYTFYR=S—hFa=T 1 5q00t 5
Mario Golf: Toadstool Tour ! ' Nintendo Co.,Ltd. ' Nintendo GameCube ! ! !
IAANTF—R 0 | ¢ SPalwmb | ZYFYR——LFa—T | | 1
Resident Evil O ! 125 CAPCOM CO.,LTD. | Nintendo GameCube | 2002} 11 1 21
FRIRTSwya | | HERE () | = LR—A 1 | R
Tetris 2 ! 124 ' Nintendo Co.,Ltd. ' Game Boy i 1993 i 12 i
J000A—Ex 1 RS (5) RN ! 1 b
Kirby Tiltn Tumble i 123! Nintendo Co.Ltd. | Game Boy 2000, 8 .
T —LiR—AFr3U—2 l 122 L ERE (%) = LR—A l 1997 l 9 L
Game & Watch Gallery 2 i i Nintendo Co.,Ltd. | Game Boy i i i
F— LR~ Fv5U—3 i,y EXEM) Lo 1999 4 | —
Game & Watch Gallery 3 ! ' Nintendo Co.,Ltd. ' Game Boy ! ! !
SYF—DIIATRNYFr— | 1211 ATV | A=/=T7SIVA=N=NES 1 19951 11 1 20
Magical Quest Starring Mickey i | CAPCOM CO.,LTD. 1 Super Famicom/Super NES | | |
WEHFETITIVEYAY—X2 fERSNUERE ! 121" (W) DFZTIFWIVITAVAUS | TUART— 302 12003' 2 ' 16
Yu-Gi-Oh! Duelists of the Roses ! ' Konami Digital Entertaniment, Co.Ltd. | PlayStation 2 ! ! !
2~/ —RUFREIF I TpZU—_R—2K—)b | LR (H) o 1 1 b
Mario Super Sluggers | 121} Nintendo Co.,Ltd. 1 Wi 12008 6
V—=5—2ASAH— | | FERE (%) | = LR—A | | R
Solar Striker ! 120 Njintendo Co..Ltd. ! Game Boy 11990, 1
FuTEF— L DORIE, 3 | () h 73> | Z7=I2/NES 119900 6 ! 8

Chip'n Dale Rescue Rangers

120!

CAPCOM CO..LTD.

Famicom/NES
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FENIR Title quantity of Manufacturer
sh\pmems

TovbTx— I
Platform

Date of release

317 I R i A ! 120} AT 97wz? DED 1908 8 | 6
Resident Evil Director's Cut Dual Shock ! ' CAPCOM CO.LTD. | PlayStation } } }
DAY | L) A PRU—LF v R | | |
Shenmue | 120 5EGA CORPORATION | Dreamcast (2000, 12 . 19

1 | TUE () 1 1 1 R
NINJA GAIDEN 1 120: Tecmo.inc. 1 Xbox : 20041 3 1

} | FOE (1) } } } b
DEAD OR ALIVE 4 1 1201 Teomo.inc. 1 Xbox360 1 20051 12 1
EVRY—)\VF—K=5T)L | 120! W HTIY | PSPIIUAAT=Vav =5T) 1 99051 12 ' 1
MONSTER HUNTER PORTABLE 1 | CAPCOM CO. LTD. | PSP (PlayStation Portable) | 1 |

i RS () ' I»=3>/NES ! ! v

324 | MECYIO SIUIMER BRI ! ”9; Nintendo Co.,Ltd. ' Famicom/NES ! 1991 ! 12 !
NBAJ—RY AR | 119 | FEXE () | ZYFURYE4 ‘1998 4 | —
Kobe Bryant in NBA Courtside | . Nintendo Co.,Ltd. ' Nintendo 64 | | |
TASISAV A2 | L (B ATV | TUART— 3y | | |
Dino Crisis 2 ; 119 cAPCOM CO. LTD. ! PlayStation 120001 91 13
<UAF=2GB | R (#) L — I TR—A | | b

Sl Viario Tennis (GBC) | 118 Nintendo co.Ltd. | Gamo Boy 120000 11|
TPAFI TP II—=F T AT AT RN R | 1181 FERE (%) VI LIR—A PRIV Z 190031 9 1 —
Final Fantasy Tactics Advance i i Nintendo Co.,Ltd.  Game Boy Advance | | |
[N s D7 ! 118 FXRE G0 | ZYTYR=T=LF2=T | 50031 12 | —
Donkey Konga ! ' Nintendo Co..Ltd. ' Nintendo GameCube ; ! !
axvyvy 542 1 (B RTITF - IZyIR | A= \=T730V/12—/(— NES\ 1 1

2L Romancing SaGa 2 : 117 SQUARE ENIX CO.LTD. ! Siper Famicam/SugsiNES | 10008 1210
OvoN X | 1171 DT | A=/(=T730V/2=IT-NES | 19931 12 | 17
Mega Man X ! ' CAPCOM CO..LTD. ' Super Famicom/Super NES | ! !

. . . | V() IFIFIINTIVIFAVIUN | TUARF—Y 3y | | |
Yu-Gl-Oh! Forbidden Memories | M7 onami Digital Entertaniment, Co.Ltd. | PlayStation 12002, 3,19
AF—YAVX 1 L ERE (%) | ZYFVRYB4 | | R

EEEN ot Force Gemini ! 116 1 Nintendo Co..Ltd. ' Nintendo 64 1 1999 10 4
NUZFT Z2GC : 116 | ERE ) | ZYFUR—F—bF31-7 | 5004! 10 | —
Mario Power Tennis ! ' Nintendo Co.,Ltd. ' Nintendo GameCube ! !
AV | RS (BR) = IR— | | L

335 Qix | 115 ' Nintendo Co..Ltd. | Game Boy | 1990} 4 |
RSIVOTIZNT - T | 1151 BRIV TZwoR | 2=/(=TJ73V/2—)=NES | 1993 12 | 18
DRAGON QUEST I &I ! ' SQUARE ENIX CO. LTD. ' Super Famicom/Super NES ! ! !
J\AFN\F—R PYIUS-o0=5)LX | L () ATV 1 | | |
Resident Evil: The Umbrella Chronicles ! 115 cAPCOM cO. LTD.  wii ;20071115
HISODIR i () ATV \ J7=02/NES | | |

338 [ ! 1141 GAPCOM CO.LTD. ' Famicom/NES p 2Dy & 2
S ATV TR 112 EREGH) | 2=1=773I/A=NES | 1990! 13 | —
Pilotwings ! ' Nintendo Co.,Ltd. 1 Super Famicom/Super NES ! !
2—/\—R.C.TO7 L 1 114 ERE () =L | 1991 g | —
Super R.C. Pro-Am | 1 Nintendo Co.,Ltd. | Game Boy 1 1 1
FIOROANEHLES D3> ! 14! () ZUDIT7 - TZwoR VUM RT—=Y3Y 119971 12 | 23
CHOCOBO NO FUSHIGINA DUNJEON ! ' SQUARE ENIX CO.LTD. ' PlayStation ! ! !
JAF)\F—R O—RROZH 1 114} BOHTIY PRU—LFp RS 150000 2 | 3
Resident Evil CODE:Veronica | | CAPCOM CO.,LTD. 1 Dreamcast 1 | |
rF—0v0 | | ERE (%) 1 J7=12/NES 1 | H—

S258 Donkey Kong ! 1131 Nintendo Co..Ltd. | Famicom/NES 1983, 7
JAAINT—K FALo5— TR L g3 N7 [ IUAZF—Y3Y 9971 o | 25
Resident Evil Director's Cut I  CAPCOM CO.,LTD. 1 PlayStation I I I
FvI—DovEF— ; | ERE (%) | J7=3V/NES ; ; ) —

EESl \oshi's Cookie ! 12 Nintendo Co..Ltd. ' Famicom/NES 1992, 11
I\ AOvbD12I264 ! 112 ERE R ' ZYTURDB4 '1996. 6 | —
PilotWings 64 ! ' Nintendo Co.,Ltd. ' Nintendo 64 ! ! !
BEEOAB~KONUE{~ 1 112 VHERE (B VP BR—A T RIVR 1 gg051 6 1 —
Golden Sun: The Lost Age 1 . Nintendo Co.,Ltd. | Game Boy Advance 1 1 |
vo=ve ! CERE (%) ' ZYFYR=S—LFa-T | ! o
Pikmin2 ! 112 ' Nintendo Co.,Ltd. ' Nintendo GameCube | 2004; 4 !
RyE—T250r | | ERE (#) | J7=TV/NES | | —

349 Donkey Kong Jr. i 117 Nintendo Co..Ltd. i Famicom/NES jUSER 7
FvUEL 57 and RU— ~DSTIL o3y~ | 111 @R A | ZYF Y R-DS 12006 11 ' 22
Oshare Majo Love and Berry - DS Collection i | SEGA CORPORATION 1 Nintendo DS i i i
I LERE () ' I7=3V/NES b

351 Popeye ! ”01 Nintendo Co.,Ltd. ' Famicom/NES ! 19831 Y !
EFRIELY A l 110: (#R) RO T7-TZwIR l’f—LvTi‘—/r l 1989: 12 l 15
Makaitoushi SaGa 1 | SQUARE ENIX CO..LTD. | Game Boy : : :

! CERE () ' ZUTVRY64 ! ! R
F-ZEROX ' 110} Nintendo Co. Ltd. | Nintendo 64 (1998, 7
HAR A DUF ! 110 | EXE (B VP—LIR—ATRINVZ 0030 30—
WarioWare, Inc.: Mega Microgame$ I i Nintendo Co.,Ltd.  Game Boy Advance I I I
ANOARTSA L2 F—0TI—X ! 1101 ERE @) | ZYFUR—S—LF1—T 00l 11 | —
Metroid Prime2 ECHOES |  Nintendo Co.,Ltd. ' Nintendo GameCube ‘ | |
IPAFIIFIII—K LIrF U oA ! 110! BORIDTP IZuH2 | =25 R—DS } 5007! 4 | 26
FINAL FANTASY XI REVENANT WINGS | ' SQUARE ENIX CO..LTD. ' Nintendo DS | | |
TrAFIVIFIEI—N 1 ”01 () RI9T7 - TZvoR | =5V R-DS 12007' 12 ' 20
FINAL FANTASY IV ! ' SQUARE ENIX CO..LTD. ' Nintendo DS ! ! :

! LFOE () 1 ! ! b
NINJA GAIDEN 2 1103 Teomo.ne. Xbox360 20083 6




;./ ;a
Aﬁmk 9/{}\)[/% Accméwd FSwhk T4 — I Date of release
&l Title quantity of Manufacturer Platform
shipments
(10,000 units)
FBEESEAT | L () AT | 2—/t—7733/2—)(—NES | | |
Super Ghoulen Ghosts 109 % capcom co..LTD. | Super Famicom/Super NES | ekl 1 &
OvoxR>3 | L () HT3Y | J7=0V/NES i | |
U \ioga Man 3 ! 108 CAPCOM CO..LTD. ! Famicom/NES 11990, 9, 28
EHET 1 TIVEY AT~ AV I—FS3F U~ D= JURTAR T F 4T3~ | 108 | BITSFIIVIVEFAUIN | F—LR—AFRIVA {0031 4| g
Yu-Gi-Oh! WORLD WIDE EDITION 2003 ! ! Konami Digital Entertaniment, Co.,Ltd. ! Game Boy Advance ! ! !
D= LR v H—DA4=Z2 54TV 10 | 108 | W IFITIGVIVITAIAIN | TUARF—Y 32 19006 4| 27
WORLD SOCCER Winning Eleven 10 (Pro Evolution Soccer 8) | 1 Konami Digital Entertaniment, Co. Ltd. 1 PlayStation 2 | | |
AROARTSALIN\VI—Z ! ERE ($R) | ZYFYR-DS ! ! o
SEER \ietroid Prime Hunters ! 106 ' Nintendo Co.,Ltd. . Nintendo DS i 2006} 3 i
I F-ZERO FOR GAME BOY ADVANGE | 105 R (1) VLR AT R 0010 30 —
F-Zero: Maximum Velocity 1 1 Nintendo Co..Ltd. 1 Game Boy Advance 1 1 1
2=N=RUFRIIT L ZSUN=RK=)b | 105 | FERE #0) VZYTYR=F—LF2—T L5005t 70
Mario Superstar Baseball i i Nintendo Co.,Ltd. . Nintendo GameCube | |
EVRI—Tr7—1 } ' FOE (1) L ILUAAF—Y 5 } } L
MONSTER RANCHER 194 Tecmalne. | PlayStation 19971 7
TPAFILTPAR2 i L () T3V ' A—/{=TPZTV/A—I\—NES | i 1
367 EEn ) : 103 ' cAPCOM CO. LTD. | Super Famicom/Super NES | 19031 3 1 22
RY*—2295UK3 | q03 ) EREGD | 7 L 119971 10 1 —
Donkey Kong Land 3 ! ' Nintendo Co.,Ltd. ' Game Boy ! ! !
B|ETGO! | V() FAR— | IUART Y3y | | |
SN Densya de GO! ! 102 | TAITO CORPORATION ! PlayStation (1997, 12 18
JUFA—=TIIT | | FERE () | 7=V /NES | | [
370 NES Open Tournament Golf i 100 i Nintendo Co.,Ltd.  Famicom/NES i [ i g i
5= F 51— L 00 AREGR) |y —Lai—o 19970 21 —
Game & Watch Gallery ! ! Nintendo Co.,Ltd. ! Game Boy ! ! !
ANJ—KT7A5—ZERO3 1 L () hT3YV | IUA AT =3 1 1 1
Street fighter Alpha 3 ! 100 : cApcoM co..LTD. ! PlayStation (1998, 12, 23
EURI—TP—12 ! 100 | Z2E ) L ILA AT Y3y ! 1099! 2| —
MONSTER RANCHER 2 ! ' Tecmo,Inc. ' PlayStation ! ! !
VWO FRRYFo—2) WML | 100 () B IZVFYR=F—hF21=T 1 50001 151 o,
Sonic Adventure 2 Battle | | SEGA CORPORATION ' Nintendo GameCube | | |
VOILFPIN—T ! 100 | R/ IAF LT~ L2 | ZUTUR=S—LFa=T | 50031 31 o7
Soul CaliburII ! " NAMCO BANDAI Games Inc. | Nintendo GameCube ! ! ! =
R4/ G AOBBAE IHOE | qo0! P30 TUAZT—Y32 | o00a' 5| 27 6
Jissen Pachi-Slot Hisshouhou! Hokuto no Ken ! ' Sammy Corpolation ' PlayStation 2 ! ! ! B
B i oNEY R 5—U— 5 | | XS (5) | T LR~ Li9060 20 — s
Pokemon red/blue(green)/Pikachu/gold/silver/crystal . #7,600 1 Nintendo Co.,Ltd.  Game Boy 1 1 1 =
VZyobk—0—X ! R 3 o 3 3 3 =
= Sonic Heroes ! 142 | SEGA CORPORATION ! 12003 121 30 Bt

¥ 1 [ESRR DAANDDSc—Z—2 T | DIERES A NILURIFE.

[ERAEKZF KRB 2R T 5 —) || SR ABUIREE HZHA 2 AXADDSA—22T ],
%2 [BoEMEIBRADAADDSA—Z2 T | DIERES AN,

[ERAERZFRR 2B T 5 — /| SR ABUREEE oM E BRI D2 RKADDSAN—=22T ],
%3 HANTOSK ESBDDFR] DHIEFWIRE—U B EE.

#1:"Brain Age: Train Your Brain in Minutes a Day! (Nou wo Kitaeru Otona no DS Training)" is published officially under the name
"Nou wo Kitaeru Otona no DS Training supervised by Professor Ryuta Kawashima at the New Industry Creation Hatchery Center. Tohoku University".

%2:"Brain Age 2: More Training in Minutes a Day (Motto Nou wo Kitaeru Otona no DS Training)" is published officially under the name
"Motto Nou wo Kitaeru Otona no DS Training supervised by Professor Ryuta Kawashima at the New Industry Creation Hatchery Center, Tohoku University".

#%3: The figure for "Animal Crossing: City Folk" includs the version with Wii Speake attached.

E) U= LHTE MSREEERECHIOABRNDRENH OB DZUA VHES A NS LURIEMFIDOEREECHSFDABENDRENGH T NLD—E,
F2) 1983FLEDHE YA ERREU,
E3) FEROHRREHEASIF20085F 12831 HIREDHIE.,
E4) V=X THESNEBDICDVTIF, VU—X2 B TlFEL ZNEFNZ 1 9A/MNLELTHDV MU,
fereUl [T whEY RS =V U—X | [F R whEY RS —GR) (1) (B) (EADF2D) (&) (ER) (I URF L) DEEHE.
HH. [RTYNEYRY— JWE—- Y T7A7 | FRTYNEVAY— JbE—] [IRTYNEVRSY— TT74A47 ] DEEHE.
[RTYNEYRI— TPAT7LYR-U—=T0U=V G [RTYNEY RS — TrAT7LwR] [ROvwhNEVRS— U—=DJJU—2 | DEEHE.
[RTYNEYREI— FATEIRII=IVE[RIVNEVRY— FAVEVR] [RTVNEYAS— =)Ll DEFHEE L.
[RTVRNEVRAT— IXTIUR] [IRTVNEVRY— TSFF|EEBICTRIVNEY RS —VU—X] EFRIRVEUTE.
JED) BYANVZERLSD TSN T4 — LATHESNIBDIC DV TIFRIEWE LT,
ezl [V Zwob—0—X ] FTUART =3V 2[R Z V7V R—5— LAF 21— TR XboxiRDEFHE.
E6) BEICEENMR T U TV I3 — A (TJ7Z0V/NES. A—/)\—=T7=02/A—)\—NES) DFZANVICDWVWTI(F REFHEEIAMDEELcBbDELT
NI CTRUTC,
E7) ERE (#K) DYANVDFEFTHICDWVTIE —EBEEFANZEN TS,
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Note 1) The list of million shipment titles was drawn up based on the data of 6 companies which responded to
the "Research on shipments and market scale” survey this year as well as the data from last year's survey and earlier.
Note 2) The survey was conducted to the titles which have been released since 1983.
Note 3) All of the accumulated guantities of international shipments are the data as of December 31, 2008.
Note 4) Titles which have been shipped in a series were counted individually. Regarding the "Pokemon Series”,
however, figures for Pocket Monster '‘Red’, 'Green’, ‘Blue', 'Pikachu’, 'Gold', 'Silver',and 'Crystal' were all summed up.
The figures for "Pokemon Ruby/Sapphire" is the sum total of "Pokemon Ruby" and "Pokemon Sapphire”,
and that for "Pokemon Firered/Leafgreen’ is the sum total of "Pokemon Firered" and "Pokemon Leafgreen”.
"Pokemon Diamond/Pearl" is the sum total of "Pokemon Diamond” and "Pokemon Pearl",
and they were treated separately from the "Pokemon Series" like "Pokemon Emerald " and "Pokemon Platinum".
Note 5) Although identical titles which have been shipped for different platforms were treated separately,
the figure for Sonic Heroes totals PlayStation 2, Nintendo GameCube and Xbox versions.
Note 6) Game titles whose platform (Famicom/NES and Super Famicom/Super NES) has ceased its production are shown in shade
with the assumption that the figure as the accumulated number of shipments is conclusive.
Note 7) Some of Nintendo's titles show a date of shipment instead of date of release.
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