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Summary of 2010 Household Game Shipments/Scale of Domestic Market
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Trends in Game Contents Sales through Downloading from Online Sales Sites for Household Games
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Sales of game contents through downloadlng from online sales sites for household games
(Sum of the numbers in the responses to“Research on shipments and market scale”)

R RS
Total number of respondent companies

E) [T — L TSRRRERE ] [CBIBRERY —AEERI IO —ERICKDT — LTV T VB ERE]
(2010F1A~12A)IOVLWTHEMEE Z, EYDVO—RRFEY—ERFIICEMEEE Uc E5HER.

Notel) The above data represents the sums of the responses for each online sales site to a question about "2010 sales of game contents through

downloading (Jan.-Dec.)"

1,671

in “Research on shipments and market scale”
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Reference: Estimated scale of the domestic market for downloading of household game contents from online sales sites for household games
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(2011 CESA—MEFERE] [CKDHEEHE) 10,720 M
2010 domestic market for downloading of household game contents from online sales sites for household games ! million yen
(Values are based on the 2011 CESA research of the general public.)
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(T2010CESA—M4 AE | [CKRDHEEHE) 7,062 5HH
2009 domestic market for downloading of household game contents from online sales sites for household games million yen
(Values are based on the 2010 CESA research of the general public.)
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(T2009CESA—#4E 1ICEBHEEHE) 1,888 B/AHM
2008 domestic market for downloading of household game contents from online sales sites for household games million yen
(Values are based on the 2009 CESA research of the general public.)
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Note2) 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 2010).

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.
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Summary of 2010 Household Game Shipments/Scale of Domestic Market

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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[Reference]l Domestic Market for: Charged Network Games (Online Games)
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Domestic market for charged network games (online games) (household games + PC games)
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Domestic market for charged network games (online games) in 2010 million yen
(household games + PC games)
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Estimation based on the 2010 Research on the General Public
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In an attempt to estimate the overall market scale of charged network games(online games), © o
a questionnaire survey was carried out on relevant producers. However, due to the low resulting response rate to the survey, AR
it was not possible to accurately estimate either the size or the coverage rate of the market. @ g
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Because the profit structure of the charged network games (online games) industry is
such that consumers purchase directly from business enterprises via electronic commerce,
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Usage fees Network game (online games) service
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Total annual sales made by charged-network-games (online games)
providers for general consumers in Japan
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Total annual usage fees from .
charged-network-game (online games) users in Japan
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The above business equation can be deduced.
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Accordingly, the scale of the domestic market of charged network games (online games) was estimated
using data derived from the 2010 Research on the General Public.
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Estimation based on data from the 2011 CESA Research on the General Public
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Rate of users who play in charged network games (online games) in 2010
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2010 General Public/Total (by gender and age)
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Estimated population playing in charged network games (online games) in 2010
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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.
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Population playing in charged network games (online games) in 2010
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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. However, the population figures for those aged three and four years old were derived from the Annual Report on Current Population Estimates.
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Estimated scale of domestic market for charged network games (online games) in 2010
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! The calculation was based on the number of users of charged network games (online games) derived from the 2011 CESA Research on the General Public.
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Breakdown of exported destinations
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2010

Export 960,209 million yen
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million yen
16,5238 75M
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TIFEF
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40,3048 5 Z DAt
million yen 0.0 others
21485H
million yen
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Other Europe
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101,40688/5H
million yen 440,969§EII_\
million yen
— 847 (%)
TSV AEIF Unit (%)
France
101,406E5 /5 AFTalF
million yen Canada
o 4873385
'\/r /Iﬁ][j' million yen
Germany
101,406 5H
million yen ﬁrﬁ_‘(j
UK
108,9845 5
million yen
2008
Export 1,675,383million yen
GNP _
=T 0.0 Central and South America
Oceania 1.7 4495 1HH
million yen
27,7178/5H
million yen
FITEF
Asia 54
89,7661 /5 Z DAt
million yen 0.0 others
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Other Europe

189,5605 5H

million yen
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France

189,5608 5

million yen
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Germany

189,560= M

million yen

4898 HH

million yen
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us

714,832855HH

million yen
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Canada

78,97785H

million yen
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UK

194,47451HH

million yen

Breakdown of hardware exported destinations

2009
Export 1,289,187million yen
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%d‘mﬁ”j’ 0.0 central and South America
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~ 811 (%)

J5RMAEG nit )

France

135,1808 /5 hFSm|iF

million yen Canada
e 65,706E5H
N Y@l million yen
Germany
135,18085/5H
million yen ﬁﬁ”j
UK

©140,584E 5

million yen
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