




EXPANDING OUR REACH

Satoshi Sakamoto
Corporate Officer (in charge of Gaming & System Business)
Representative Director, Konami Gaming, Inc. (U.S.)
Representative Director, Konami Australia Pty Ltd (Australia) 

We will market thrilling, innovative gaming machines 
that enrich the entertainment value of casinos.

The Gaming & System Segment has a global marketing platform covering international casino hubs in 

North America and Australia and has acquired gaming licenses in 27 U.S. states, 8 Canadian provinces, and 

all Australian states and territories.

The North American market may contract temporarily as an economic slump triggered by the subprime 

loans problem curbs investment in casinos. Nevertheless, the region remains an international center for ca-

sinos, and we are convinced it is the market in which we should continue concentrating most of our efforts.

At present, the Gaming & System Segment is carving out a larger share of the North American market  

by tirelessly launching fresh products featuring the outstanding entertainment value that has become 

Konami’s trademark. In Australia, the world’s second largest casino market after North America, we are ex-

panding operations as the first step toward becoming a global supplier trusted in casino markets world-

wide. Also, we will open up new markets through information sharing and operational tie-ups among our 

three operational bases in North America, Australia, and Japan.

Further, we will incorporate the technology and expertise that the Konami Group has accumulated in the 

digital entertainment field in the manufacture of gaming machines and the development of systems to 

bring to market fresh, mould-breaking gaming machines that will magnify casinos’ entertainment value.

Expect significant advances from the Gaming & System Segment.

Gaming & System Segment
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 The Gaming & System Segment’s Growth Strategy
1. Build a Global Platform for Operations

Anticipating the coming globalization of the casino industry, the Gaming & System Segment 

shifted from a regional strategy to a global strategy in fiscal 2006. Making development bases 

borderless and building systems for conducting operations globally that cover all employee ranks 

has invigorated our workforce and enabled the pursuit of earnings as an operating company.

We intend to further strengthen collaboration among operational bases in North America, 

Australia, and Japan to accelerate the development of global operating systems that reliably 

supply high-quality products and services.

2. Develop Mechanical Slot Machines

Konami has marketed ground-breaking video slot machines that exploit to the utmost graphic 

representation, advanced technology, and entertainment value that the Digital Entertainment 

Segment has cultivated. However, in order to heighten our visibility in the slot machine market, 

we must enter the mechanical slot machine market.

With that in mind, from fiscal 2008 the Company began developing highly original products 

for the mechanical slot machine market incorporating technology, expertise, and ideas Konami 

has gathered in the digital entertainment field. The result of those development efforts was the 

Konami Group’s first mechanical slot machine, Advantage 5, which won high praise from 

members of the casino industry. Since sales began, Advantage 5 has become very popular in 

North America, with the number of installations growing.

Going forward, we will develop video slot machines and mechanical slot machines to claim 

bigger shares of markets in North America and Australia.

Mechanical slot machine Advantage 5 at 
the Global Gaming Expo 2007

Konami Gaming, Inc.
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Casino Management System

Management / operationAggregationGaming facilities

Slot machines, etc.

Management decision

Safety control

Customer management

Accounting control

Casino management systems provide a network linking slot machines, table games, other cash-handling areas,  

and computer servers. The Konami Casino Management System with its advanced rapid performance enabling the 

management of slot machine information, customer information, and settlements in real time using a single 

membership card.

Konami Casino Management System

3. Increase Sales of Konami Casino Management System

Stabilize earnings through participation agreements 

The large number of Konami Casino Management System installations concentrated in North 

America testifies to recognition of the product’s convenience and advanced technology. In 

particular, bolstering customer relationship management functions has elevated the system’s 

reputation and visibility. With a track record of installations at major casinos and a recent upturn 

in installation demand from regions other than North America, the outlook for this product is 

becoming brighter and brighter.

Higher installations of Konami Casino Management System increase regular revenues from 

related maintenance services. As another strategy to stabilize revenues, we will conclude more 

participation agreements, under which we continuously share revenues from gaming machines 

with casino operators. Konami will grow earnings by increasing sales of hit products that are 

suited to such revenue-sharing agreements.
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Advantage 5
(Vibrant 7's)

 Fiscal 2008 Overview
In fiscal 2008, ended March 31, 2008, the Gaming & System Segment strengthened its operating 

platform and increased and improved its lineup in North America. Thanks to those efforts, the 

segment posted higher revenues and earnings for the second consecutive year, with year-on-

year increases of 10.3% in net revenues, to ¥18.5 billion, and 28.8% in operating income, to ¥2.8 

billion. In particular, operating income was up significantly due to improved profitability resulting 

from completion in the previous fiscal year of a round of upfront investment needed for the 

acquisition of gaming licenses and the development of marketing and manufacturing bases.

In North America, the world’s largest gaming market, the K2V video slot machine series, 

which is becoming a mainstay, and Konami Casino Management System sold steadily. Further, 

we debuted our first 5-reel mechanical slot machine, Advantage 5, at the gaming industry’s 

largest international trade show, Global Gaming Expo 2007, in Las Vegas in November 2008. 

That new offering contributed significantly to revenues. Also, the segment’s earnings structure 

further stabilized due to higher regular revenues stemming from increases in participation 

agreements, under which we share revenues with casino operators, and maintenance services 

provided for Konami Casino Management System.

In the Australian market, faced with the regulation of installation numbers in some states, the 

regulatory establishment of nonsmoking areas in clubs and bars, and revisions to the tax system, 

we improved services for existing customers and continued to bring new products to market.

Advantage+
(Incan Majesty)

Advantage+
(Aztec Kingdom)

31



Noriaki Yamaguchi
Vice President, Director and Chief Financial Officer

Based on stringent corporate governance systems, 
Konami tirelessly ensures rigorous compliance.

Corporate Governance and Compliance

 Corporate Governance

Our fundamental corporate governance policy is to achieve open and transparent 

management. Ahead of many other companies, KONAMI CORPORATION reformed  

its Board of Directors. We have introduced a corporate officer system that clarifies 

roles and enables fast, efficient management by delegating responsibility for decision 

making to the Board of Directors and responsibility for operational implementation 

to corporate officers. Also, we are strengthening management oversight. At present 

the Board of Directors comprises seven directors, three of whom are external  

directors. Further, the Company employs an auditor system based on Japan’s Corpo-

rate Law and heightens management transparency by making all four corporate 

auditors external.

The Konami Group’s Corporate Governance and Compliance
Trust is important in building good relationships with stakeholders. We believe that such trust results from 

a track record of continuous effort. Konami always ensures rigorous compliance based on stringent corpo-

rate governance systems. At the same time, the Company cultivates a corporate culture that discourages 

impropriety by inculcating a strong sense of ethics in each employee.
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Response to the U.S. Sarbanes-Oxley Act (internal control)
In 2002, KONAMI CORPORATION listed on the New York Stock Exchange, which has 

the most exacting listing standards of any securities exchange in the world. Since 

then, we have developed systems in response to the U.S. Sarbanes-Oxley Act, which 

was enacted to strengthen regulation for corporate governance and disclosure. In 

fiscal 2007, we began specific development initiatives by beginning to build Company

wide internal control systems. Through such initiatives, we have strengthened  

systems that prevent improprieties and errors. Moreover, the whole Group will make 

a concerted effort to realize even stronger corporate governance systems.

 Compliance

To promote compliance, we have established the Konami Group Conduct Charter 

and the Konami Group Code of Business and Ethics, and we work toward a common 

awareness of compliance by informing each employee about compliance principles. 

Further, to prevent corporate corruption, we encourage the use of an internal notifi-

cation system and rigorously protect the privacy of informants. Three internal orga-

nizations, the Risk Management Committee, the Compliance Committee, and the 

Disclosure Committee undertake systematic compliance measures that include 

Companywide preventative and educational initiatives.

 Acquisition and Renewal of Gaming Licenses

In 2000, Konami became the first Japanese company to obtain a license from the 

state of Nevada, in the United States, for the manufacture and sale of casino gaming 

machines. As of March 2008, we had obtained licenses in 35 states and provinces in 

North America. Those licenses not only entail thorough investigations of companies 

but also require strict compliance by individual executives. Further, in order to  

maintain licenses for the manufacture and sale of casino gaming machines, we must 

rigorously inform all Group employees about the importance of compliance. Konami 

believes that such strict corporate discipline will further earn stakeholder trust.
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Corporate Officers, KONAMI CORPORATION

Position Name

Representative Director Kagemasa Kozuki

Representative Director Noriaki Yamaguchi

Representative Director Kimihiko Higashio

Director Kagehiko Kozuki

Director (External) Tomokazu Godai Chairman, MAYATEC Co., Ltd.

Director (External) Hiroyuki Mizuno
Director, Hiroshima Prefectural Institute of Industrial Science and Technology 
(Former Vice President, Matsushita Electric Industrial Co., Ltd.)

Director (External) Akira Gemma Senior Advisor, Shiseido Co., Ltd. (Former President, Shiseido Co., Ltd.)

Standing Corporate Auditor 
(External)

Noboru Onuma (Former Director, Sumitomo Mitsui Banking Corporation)

Corporate Auditor (External) Tachio Ohori (Former Superintendent-General of the Metropolitan Police Department)

Corporate Auditor (External) Masaru Mizuno
Senior Advisor, Japan Tobacco Inc. 
(Former Commissioner, National Tax Agency, Former Representative Director and President, 
Japan Tobacco Inc.)

Corporate Auditor (External) Shogo Sasabe
Senior Advisor, BANDO CHEMICAL INDUSTRIES, LTD., 
President, Kobe Pharmaceutical University 
(Former Representative Director and President, BANDO CHEMICAL INDUSTRIES, LTD.)

Position Name

President, Director, CEO Kagemasa Kozuki

Vice President, Director, CFO Noriaki Yamaguchi

Vice President, Director, CAO Kimihiko Higashio

Executive Corporate Officer Fumiaki Tanaka

Executive Corporate Officer Kazumi Kitaue

Executive Corporate Officer Akihiko Nagata

(As of May 15, 2008)

Board of Directors, Corporate Auditors, and Corporate Officers

The 37th Board of Directors and Corporate Auditors, KONAMI CORPORATION
(As of June 27, 2008)

Position Name

Corporate Officer Toshimitsu Oishi

Corporate Officer Satoshi Sakamoto

Corporate Officer Shuji Kido

Corporate Officer Shigeo Niwa

Corporate Officer Akira Tamai

Corporate Officer Mineaki Yoshiba

34



Konami Digital Entertainment Co., Ltd.
Konami Sports & Life Co., Ltd.

Konami Gaming, Inc.

 Konami Digital Entertainment Co., Ltd.

Paid-in Capital: ¥26,000 million

7-2, Akasaka 9-chome, Minato-ku, Tokyo 107-8324, Japan

TEL: 81-3-5771-0573 FAX: 81-3-5412-3310

 Konami Sports & Life Co., Ltd.

Paid-in Capital: ¥11,000 million

7-2, Akasaka 9-chome, Minato-ku, Tokyo 107-8325, Japan

TEL: 81-3-3746-0573 FAX: 81-3-5412-3380

 Konami Manufacturing and Service, Inc.

Paid-in Capital: ¥200 million

1-1, Higashihara 5-chome, Zama City, Kanagawa 

228-0004, Japan

TEL: 81-46-298-0573 FAX: 81-46-256-3404

 Konami Real Estate, Inc.

Paid-in Capital: ¥10,000 million

7-2, Akasaka 9-chome, Minato-ku, Tokyo 107-8326, Japan

TEL: 81-3-5772-0200 FAX: 81-3-5412-3400

 KPE, Inc.

Paid-in Capital: ¥1,000 million

1-1, Higashihara 5-chome, Zama City, Kanagawa 

228-0004, Japan

TEL: 81-46-257-0573 FAX: 81-46-298-1573

 Hudson Soft Company, Limited

Paid-in Capital: ¥5,064 million

7-2, Akasaka 9-chome, Minato-ku, Tokyo 107-8446, Japan

TEL: 81-3-6439-4622 FAX: 81-3-6439-4623

 Konami Corporation of America

Paid-in Capital: US$35.5 million

2381 Rosecrans Avenue, Suite 200, 

El Segundo, CA 90245-4922, U.S.A.

TEL:1-310-220-8100 FAX:1-310-220-8200

 Konami Digital Entertainment, Inc.

Paid-in Capital: US$21.5 million

2381 Rosecrans Avenue, Suite 200, 

El Segundo, CA 90245-4922, U.S.A.

TEL:1-310-220-8100 FAX:1-310-220-8200

 Konami Gaming, Inc.

Paid-in Capital: US$25 million

585 Trade Center Drive,  

Las Vegas, NV 89119, U.S.A.

TEL:1-702-367-0573 FAX:1-702-367-0007

 Konami Digital Entertainment B.V.

Paid-in Capital: Euro 9.01 million

389 Chiswick High Road, Chiswick, London, 

W4 4AL UK

TEL:44-20-8987-5733 FAX:44-20-8987-5734

 Konami Digital Entertainment GmbH

Paid-in Capital: Euro 5.11 million

Berner Str. 103-105, 60437 Frankfurt am Main,

Germany

TEL:49-69-985573-0 FAX:49-69-985573-77

 Konami Digital Entertainment Limited

Paid-in Capital: HK$19.5 million

Room Nos. 611B, 612 & 613, 6F, Tsim Sha Tsui Centre,

66 Mody Road, Kowloon, Hong Kong

TEL:852-2956-0573 FAX:852-2956-2300

 Konami Software Shanghai, Inc.

Paid-in Capital: US$2 million

9F, Shanghai Westgate Mall, No.1038  

Nanjing Road (W) Shanghai 200041, P.R. China

TEL:86-21-6267-0573 FAX:86-21-6271-1002

 Konami Australia Pty Ltd

Paid-in Capital: AS$30 million

28 Lord Street, Botany, NSW, Australia 2019

TEL:61-2-9666-5731 FAX:61-2-9666-3695

Group Companies
(As of July 2, 2008)
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Mar. 1969 Kagemasa Kozuki (current Chairman of the Board and Chief Executive Officer) founded a jukebox rental and repair business at  
148 Kozushima, Toyonaka, Osaka.

Mar. 1973 KONAMI INDUSTRY CO., LTD. (Konami) was established at 3-124-1 Meishinguchi, Toyonaka, Osaka, with capital of ¥1 million.

Konami began to manufacture amusement machines for arcades.

Jan. 1978 Konami created and began to market video games using microcomputers.

Jan. 1979 Konami exported products to the U.S. for the first time (marked the first step towards expansion into the U.S.).

May 1980 Headquarters was transferred to the newly constructed office building at 2-11-1 Shonai-Sakaemachi, Toyonaka, Osaka.

Mar. 1981 The Konami logo was established.

Mar. 1982 Konami entered the toy game business.

Konami received an investment from Osaka Small and Medium Business Investment & Consultation Co., Ltd. and increased its capital to 
120 million yen.

Headquarters was transferred to Osaka Ekimae Daiyon Building at 1-11-4 Umeda, Kita-ku, Osaka.

Jun. 1982 President Kagemasa Kozuki contributed his own Konami shares to establish the Kozuki Foundation for Higher Education (approved by 
Hyogo Prefecture) to which he was inaugurated as the Executive Director (began social contribution activities).

Oct. 1982 Konami entered the PC game business.

Nov. 1982 Konami of America, Inc. (currently Konami Digital Entertainment, Inc.) was established in the U.S.

Dec. 1983 Konami entered the MSX game business.

Mar. 1984 Construction was completed on the new building for the Technology Development Center in Toyonaka, Osaka.

May 1984 Konami Ltd. (currently Konami Digital Entertainment B.V.) was established in the U.K.

Oct. 1984 Konami was listed on the Second Section of the Osaka Securities Exchange (specially designated stocks in the second section) and 
increased capital to ¥2.94 billion.

Dec. 1984 Konami GmbH (currently Konami Digital Entertainment GmbH) was established in Germany.

Apr. 1985 Konami entered the Nintendo ENTERTAINMENT SYSTEM (called “FAMILY COMPUTER” in Japan) game business.

Aug. 1986 CI was introduced on the occasion of the 17th anniversary of its founding. Konami’s logo went through a transformation.

Headquarters was transferred to the newly constructed Konami Software Development Building at 7-3-2 Minatojima-Nakamachi,  
Chuo-ku, Kobe, Hyogo.

Oct. 1986 Construction was completed on the new building for the production control department and distribution center in Toyonaka, Osaka.

Dec. 1987 Konami Kosan Co., Ltd. (currently Konami Real Estate, Inc.) was established.

Feb. 1988 Konami was listed on the Second Section of the Tokyo Stock Exchange.

Aug. 1988 Konami was listed on the First Section of the Tokyo Stock Exchange and the Osaka Securities Exchange.

May 1991 Construction was completed on the Konami Technology Development Center (currently Kobe Office) in Nishi-ku, Kobe, Hyogo.

Jun. 1991 KONAMI INDUSTRY CO., LTD. changed its trade name to KONAMI CO., LTD.

Nov. 1991 Konami entered the PC Engine game business.

Jun. 1992 The Tokyo Headquarters was set up at 4-3-1 Toranomon, Minato-ku, Tokyo.

Dec. 1992 Konami entered the MEGADRIVE (called “GENESIS” in North America) game business.

Aug. 1994 Construction was completed on the Tokyo Technical Center (currently Zama Office) in Zama, Kanagawa.

Sep. 1994 Konami (Hong Kong) Limited (currently Konami Digital Entertainment Limited) was established in Hong Kong.

Dec. 1994 Konami entered the PlayStation game business.

Jan. 1995 The Kobe Building in Minatojima, Chuo-ku, Kobe, received some damage due to the Great Hanshin-Awaji Earthquake.

Nov. 1996 U.S. holding company, Konami Corporation of America was established in the U.S.

Konami Australia Pty Ltd was established in Australia.

Jan. 1997 Konami Gaming, Inc. was established in the U.S.

Mar. 1997 Construction was completed on the Amusement Machine Division Plant (merged with current Kobe Office) in Kobe, Hyogo.

Oct. 1997 Konami entered a gaming machines market in Australia.

Nov. 1997 Konami was listed on the Singapore Exchange.

European holding company, Konami Europe B.V. (currently Konami Digital Entertainment B.V.) was established in the Netherlands.

Konami Milestones
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Oct. 1998 Konami’s logo was changed from italics to plain text.

Feb. 1999 Konami entered the card game business and released the Yu-Gi-Oh! Trading Card Game.

Jun. 1999 Konami began to create, manufacture, and market LCD games for pachinko manufacturers.

Sep. 1999 Konami was listed on the London Stock Exchange.

Dec. 1999 The registered office of Konami was transferred to “4-3-1 Toranomon, Minato-ku, Tokyo”, from “Kobe, Hyogo”.

Jan. 2000 Konami became the first Japanese company to enter the world’s largest gaming machines market in the U.S.

Mar. 2000 The Kozuki Foundation for Higher Education established the Kozuki Foundation for Advanced Information Technology (approved by the 
Ministry of Education, Culture, Sports, Science and Technology) to which Kagemasa Kozuki was inaugurated as Executive Director (the 
social contribution activities were expanded on a nationwide scale).

Jun. 2000 Konami Software Shanghai, Inc. was established in China.

Jul. 2000 The corporate name was changed from KONAMI CO., LTD. to KONAMI CORPORATION.

Nov. 2000 Konami announced a new type of financial product called “Game Fund Tokimeki Memorial”.

Feb. 2001 PEOPLE CO., LTD. became a subsidiary through a friendly TOB (Take Over Bid) (currently Konami Sports & Life Co., Ltd.) and Konami 
entered the Health & Fitness business.

Aug. 2001 Konami invested in HUDSON SOFT CO., LTD. and made it an affiliated company.

Sep. 2001 Konami donated the Konami Multimedia Hall to Osaka Electro-Communication University (Neyagawa, Osaka).

Oct. 2001 Konami entered the toy candy business.

Feb. 2002 Konami entered the Xbox game business.

Mar. 2002 Konami launched e-AMUSEMENT (online service for arcade machines).

Apr. 2002 The names of Konami sports facilities were changed to Konami Sports Club.

Aug. 2002 Headquarters was transferred to 2-4-1 Marunouchi, Chiyoda-ku, Tokyo.

Sep. 2002 Konami was listed on the New York Stock Exchange.

Mar. 2003 Kozuki Foundation for Education established Kozuki Foundation for Sports and Athletes (approved by the Ministry of Education, Culture, 
Sports, Science and Technology) to which Kagemasa Kozuki was inaugurated as Executive Director (supported athletes and expanded 
social contribution activities focused on the promotion of sports).

Apr. 2003 Konami introduced a new logo on the occasion of the 30th anniversary since the establishment of the company.

The newly developed EZ training machine series was installed at Konami Sports Clubs nationwide.

Oct. 2003 Konami was added to the Nikkei Stock Average (Nikkei 225).

Sep. 2004 AEDs (Automated External Defibrillator) were installed at every Konami Sports Club.

Mar. 2005 Kozuki Foundation for Education, Kozuki Foundation for Advanced Information Technology and Kozuki Foundation for Sports  
were merged under Kozuki Foundation for Sports and Education (approved by the Ministry of Education, Culture, Sports, Science  
and Technology).

Apr. 2005 Konami accepted new third-party shares issued by HUDSON SOFT CO., LTD. and made it a consolidated subsidiary.

Jun. 2005 Construction was completed on the new offices and production facility for casino machines in Las Vegas, Nevada, U.S.

Jul. 2005 Konami Sports Club received authorization by the Japanese Olympic Committee to become Japan’s first “JOC Athlete Support Center”.

Oct. 2005 Konami Logistics and Service, Inc. (currently Konami Manufacturing and Service, Inc.) was established.

Feb. 2006 Internet Revolution, Inc. was established as a joint venture company with Internet Initiative Japan Inc.

Mar. 2006 Konami acquired capital in Resort Solution Co., Ltd. (equity method affiliate) and business alliance.

Konami Digital Entertainment Co., Ltd. was newly established to take over Konami’s digital entertainment business and Konami shifted to 
a pure holding company.

May 2006 Konami acquired entire stake in Combi Wellness Corporation and made it a subsidiary.

Aug. 2006 Konami entered a pachinko slot machines market.

Apr. 2007 Headquarters was transferred to Midtown East, 9-7-2, Akasaka, Minato-ku, Tokyo.  
The offices of Konami group in Tokyo moved together to “Tokyo Midtown”.

Mar. 2008 Konami transformed Sportsplex Japan Co., Ltd. into a consolidated subsidiary through a share purchase.
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Investor Information
(As of March 31, 2008)

Principal Shareholders

 Authorized:	 450,000,000 shares

 Outstanding:	 143,500,000 shares

	 (including 6,178,443 treasury shares)

 Number of Shareholders:	 42,122

Shareholder’s Name Shares (Thousands) % of Total

Kozuki Foundation For Sports and Education 14,330 9.99

Kozuki Holding B.V. 13,530 9.43

THE MASTER TRUST BANK OF JAPAN, LTD. (TRUST ACCOUNT) 11,840 8.25

JAPAN TRUSTEE SERVICES BANK, LTD. (TRUST ACCOUNT) 11,058 7.71

Kozuki Capital Corporation 7,036 4.90

KONAMI CORPORATION 6,178 4.31

DEUTSCHE SECURITIES INC. 4,259 2.97

SUMITOMO MITSUI BANKING CORPORATION 4,135 2.88

JPMORGAN CHASE BANK 380055 3,869 2.70

BNP PARIBAS SECURITIES (JAPAN) LTD. 2,770 1.93

SOCIETE GENERALE SECURITIES (NORTH PACIFIC) LTD. TOKYO BRANCH 2,378 1.66

STATE STREET BANK AND TRUST COMPANY 2,061 1.44

TRUST & CUSTODY SERVICES BANK, LTD. (TRUST ACCOUNT Y) 2,006 1.40

TRUST & CUSTODY SERVICES BANK, LTD. (INVESTMENT TRUST ACCOUNT) 1,997 1.39

NOMURA SECURITIES CO., LTD. 1,754 1.22

KONAMI SHAIN MOCHIKABUKAI 1,332 0.93

MOXLEY AND COMPANY 1,281 0.89

MORGAN WHITEFRIARS EQUITY DERIVATIVES 1,170 0.82

NIKKOCITI TRUST AND BANKING CORPORATION (INVESTMENT TRUST ACCOUNT) 1,115 0.78

JAPAN TRUSTEE SERVICES BANK, LTD. (TRUST ACCOUNT 4) 1,079 0.75

Common Stock
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Statements made in this report with respect to our current plans, estimates, strategies and 
beliefs, including any forecasts, are forward-looking statements about our future performance. 
These statements are based on management’s assumptions and beliefs in light of information 
that is currently available to it, and, therefore, you should not place undue reliance on such 
statements. A number of important factors could cause actual results to be materially different 
from, and possibly worse than, those discussed in forward-looking statements. Such factors 
include, but are not limited to: (i) changes in economic conditions affecting our operations; (ii) 
fluctuations in currency exchange rates, particularly with respect to the value of the Japanese 
yen, the U.S. dollar and the Euro; (iii) our ability to continue to win acceptance of our products, 

which are offered in highly competitive markets characterized by the continuous introduction of 
new products, rapid developments in technology and subjective and changing consumer 
preferences; (iv) our ability to expand internationally, mainly in our video game software 
business, card game business, and gaming machine business; (v) our ability to successfully 
expand the scope of our business and broaden our customer base through our health and 
fitness business; (vi) regulatory developments and changes, and our ability to respond and 
adapt to those changes; (vii) our expectations with regard to further acquisitions and the 
integration of any companies we may acquire; and (viii) the outcome of contingencies.
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Cautionary Statements with Respect to Forward-Looking Statements

Konami Group: Our Corporate Goal Company Name KONAMI CORPORATION

Founded March 21, 1969

Incorporated March 19, 1973

Paid-in Capital ¥47,399 million

Representative Kagemasa Kozuki, Chairman of the Board and Chief Executive Officer

Headquarters 7-2, Akasaka 9-chome, Minato-ku, Tokyo 107-8323, Japan
TEL: 81-3-5770-0573 FAX: 81-3-5412-3300

Employees Consolidated: 5,472

Principal Businesses  Digital Entertainment Segment
Planning, production, manufacture, and sale of digital content for  
computer and video games, amusement arcade machines, card games, online games,  
and related products

 Health & Fitness Segment
Operation of fitness clubs
Planning, manufacture, and sale of fitness machines and health-related products

 Gaming & System Segment
Development, manufacture, sale, and service of gaming machines for casinos and 
casino management systems

Home Page URL: www.konami.co.jp/en
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Our corporate goal is to be a business group 
that is always highly-expected by all the people 
around the globe, through creating and providing 
them with “Valuable Time”.

The Annual Report 2008 Operational Review outlines Konami’s business achievements in fiscal 2008.

We will also issue the Financial Review detailing financial results.

Corporate Data
(As of March 31, 2008)
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