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KONAMI

Cautionary statement with respect to forward-looking statements

Statements made in this presentation with resfg

strategies and beliefs, including forecasts, are forward-looking statements about the future
performance of KONAMI. These statements are b
beliefs in light of information currently available to it and, therefore, you should not place undue
reliance on them. A number of important factors could cause actual results to be materially

different from and worse than those discussed in forward-looking statements. Such factors

include, but are not limited to (1) Changes in economic conditions affecting our operations; (2)
Fluctuations in foreign exchange rates, particularly with respect to the value of the Japanese yen,
the U.S. dollar and the Euro; (3) KONAMI G6s abi
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; (4) KONAMI G6s ability to successf.
game software business, card game business anc

ability to successfully expand the scope of our business and broaden our customer base through
our health & fitness business; (6) Regulatory developments and changes and our ability to
respond and adapt to those changes; (7)) KONAMI
acquisitions and the integration of any companies we may acquire; and (8) the outcome of
contingencies.

- Financial information included herein is not audited by independent public accountants
(1) Numbers included in this presentation material are;
a) in accordance with U.S. GAAP
b) rounded to the nearest one hundred million yen
(2) Revenues of each segment include inter-segment sales
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KONAMI

1. Financial Highlights i Overview / Topics

Overview

A Consolidated net revenues rose by 11.8% from the same period of previous year,
due to brisk sales of Digital Entertainment segment

A Consolidated operating income maintained a favorable result with the rise of
28.9% from the same period of previous year due to the substantial increase in
operating income from Digital Entertainment segment and stable results from
Health & Fitness segment and Gaming & System segment

Topics

A Video game software performed steadily including soccer, baseball, METAL GEAR
series and music games

A Sale of i Y4i-Oh! Trading Card Game" performed steadily due to its world-wide
expansion

AEnjoyed favorable sales of products -IQNG .
FI GHT CLUB 60, fABEMANRANDORQ®SS0O and

A Operating income margin for Health & Fitness segment rose due to its stable
earnings 3/14



KONAMI

1. Financial Highlights i Consolidated Results

Performed steadily with increase in revenues and income

('06/4-9) (07/4-9) ('06/4-'07/3) ('07/4-'08/3)

Net Revenues 119.6 133.7 280.3 295.0
Operating Income 10.1 13.0 28.1 33.0
income before Income Taxes 9.9 13.1 27.6 32.5
Income Taxes 4.5 6.0 10.9 13.3
Minority Interest 0.4 0.9 0.6 0.9
Equity in netincome of affiliates 0.1 0.1 0.1 -

Net Income 5.1 6.3 16.2 18.3

4114



KONAMI

2. Revenues and Operating Income by Business Segment

Performed steadily with large contribution from
Digital Entertainment segment

Net Revenues ('06/4-9) ('07/4-9) ('06/4-'07/3) ('07/4-'08/3)

Digital Entertainment 63.5 74.0 164.9 170.0
Health & Fitness 44.4 43.9 88.5 90.0
Gaming & System 7.7 7.6 16.7 18.0
Other / Elimination 4.0 8.2 10.2 17.0
Net Revenues 119.6 133.7 280.3 295.0

Operating Income

Digital Entertainment 11.4 13.3 31.4 33.0
Health & Fitness 3.4 3.6 7.5 8.0
Gaming & System 1.0 1.0 2.2 3.0
Other / Elimination / Non-allocable -5.7 -4.9 -13.0 -11.0
Operating Income 10.1 13.0 28.1 33.0
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KONAMI

3. Digital Entertainment Segment (1)

E Revenues and Operating Income

Net Revenues

Operating Income

(Yen in Billions) (Yen in Billions)
80 r 74.0 = Net Revenues
63.5 l Operating Income
60 (Operating Margin%o) 20
13.3
(18%)
40
10
20
0 L 0

FY2007 Results ('06/4-9) FY2008 Results ('07/4-9)

E 1H Summary

A Enjoyed brisk sales of games such as soccer, baseball, DDR and METAL GEAR series in Japan and
overseas

~

A Sale of "Yu-Gi-Oh! Trading Card Game" performed steadily due to its world-wide expansion

A Enjoyed favorable sales of standard produlONGFIGHTIr s
CLUB 60, ABEMANI Serieso and AGRANDCROSSO 6/14



KONAMI

3. Digital Entertainment Segment (2)

Revenue breakdown of Digital Entertainment segment

(Yen in Billions)

(06/4-9) (07/4-9) (06/4-'07/3)
Computer & Video Games 26.9 28.3 83.6
Toy & Hobby 11.2 11.6 25.4
Amusement 18.5 26.5 40.1
Online 8.3 9.1 17.9
Multimedia 1.0 1.0 2.1
Other / Elimination -2.4 -2.5 -4.2
Net Revenues 63.5 74.0 164.9
Operating Income 11.4 13.3 31.4
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KONAMI

3. Digital Entertainment Segment (3)

EMeeting the fidiversified preferenc
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E Cross-sectional synergy with Health & Fitness segment

Multifaceted development of content
Make full use of the characteristics of each platform

AChi zu Saeki Styl g Yumemihaoda A BASEBALL HBR

Dream Skincare n D oko d_?_m
n ETTHETTAA.

b e ‘
W [} | |
BoOnFNIoss oS |

-

e D

E

Pi l

NINTENDO[)G,

BoEONIOS |
PN | @Ey'@g A
|
L e e e L50

© Chizu Corporation

(C)2005 2007 Konami Digital Entertainment Co., Ltd. 8 / 14



KONAMI

3. Digital Entertainment Segment (4)

A Unit sales in geographic areas and genre/series A Unit sales ratio of consoles/handheld

FY2007 1H
FY2007 1H Results || FY2008 1H Results 2600
1 1 0
. ('06/4-9) ('07/4-9) 4%
Geographic Areas (Units in Million)
Japan 4.31 4.57
North America 1.41 1.16 FY2008 1H :For Za"dhle'd >
For Consoles

Europe 1.85 2.06

psia 0.11 0.05 52%o48%
7.68 7.84

Total
A Unit sales ratio of platforms
FY 2007 1H

Genre/Series (Units in Million)
2%5% 4%3% 13%

Sport Games: Soccer 2.39 1.74 3%
Sport Games: Baseball 1.09 0.84 ® m DS
TV Animated 0.82 0.91 ® PSP

60%

. OPS2
Music / Rhythm 0.55 0.62 FY 2008 1H owil
METAL GEAR 0.33 0.51 8% 1%1%%%  30% opPs3

Other titles 2.50 3.22 :z:‘%‘
Total 768 784 39% EPC

18% mothers | 9/ 14




KONAMI
4. Health & Fitness Segment (1)

E Revenue Breakdown of Health & Fitness Segment

<Reference> (Yen in Billions)
FY2007 1H Results || FY2008 1H Results ||FY2007 Results |FY2008 Forecasts
('06/4-9) (‘07/4-9) ("06/4-'07/3) ('07/4-'08/3)
Directly Operated Facilities 36.8 36.8 73.1
Contract-based Facilities (*) 2.7 2.9 5.2
Health Products Sales 4.9 4.2 10.2
Net Revenues 44.4 43.9 88.5 90.0
Operating Income 34 3.6 7.5 8.0

(*) Contract-based facility: Outsourcing the operations of sports facilities run by regional public bodies

and private-sectors to KONAMI
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KONAMI

4. Health & Fitness Segment (2)

7

E Revenues and Operating Income

Net Revenues Operating Income
(Yenin Billié)ons) (Yen in Billions)
44 4 43.9 15

M Net Revenues

M Operating Income

40 +
(Operating Margin%)

30 | 10

20 |
3.6 5

(8.2%)

3.4
(7.6%)
10 +

O |

FY2007 Results ('06/4-9) FY2008 Results ('07/4-9)

AOperating income margin rose due to stable earnings

E Number of facilities and members

A Total 319, 208 directly operated and 111 contract-based facilities
(as of September 30, 2007)

A Members of directly operated facilities 993,240 up 0.1% on a year-over-year basis
(as of September 30, 2007) 11/ 14



KONAMI
4. Health & Fithess Segment (3)

E Fu t ure OU tI 9]0 k Development of new products / proposals of services utilizing health data

Efforts to establish new facilities for FY2009

April 2008 AKonami-n&gat ase
Earl y s ummkonani Sp0or8s Cfub Musashikosugio
Fall 2008 AKonami Sports

Mandatory-medical checkup and
Club Shi nhealthcare guidance
Konami Sports & Life and RESORT SOLUTION to provide
C | umackrgesfar garporaie fealth insurance societies

In full operation start

Y seonts cuus ,‘_‘L

Insurer

| Lessons at offices ; o - |
Healthcare ‘ > 5 S |

. " Q4
guidance lessons ‘ - : \L_’ ﬁ {
| Lessons at facilites | &___ %7 e ® i

Original service utilizing health data
Forming cultures with KONAMI by utilizing health data
Utilizing the database for further development of business

Second & Third Steps

Collaborations with Universities

Academic-industrial alliances with Kagawa Nutrition
University (July) and Osaka Electro-Communication
University (September)




KONAMI

5. Gaming & System Segment (1)

E Net Revenues and Operating Income

Net Revenues
Operating Income

Net Revenues

(Yen in Billions) 10

<Reference>
FY2007 1H Results FY2008 1H Results FY2007 Results
('06/4-9) ('07/4-9) ("06/4-'07/3)
7.7 7.6 16.7
1.0 1.0 2.2
7.7 7.6 ¥ Net Revenues

1.0
(13%)

FY2007 Results ('06/4-9)

(13%)

l Operating Income
(Operating Margin%)

1.0

FY2008 Results ('07/4-9)

(Yen in Billions)

FY2008 Forecasts

('07/4-'08/3)
18.0

3.0

Operating Income
(Yen in Billions)
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KONAMI
5. Gaming & System Segment (2)

E 1H Summary

AStrengthened the basis in North America where the market is expanding,
Enjoyed favorable salesofnow-st andard AK2V0 series ir

E Future Outlook

AFurther integrate synergies between operating bases in North America and Australia in
response to globalization

AAdvance development of network-based products to cater to prevalence of IT by promoting
cooperation among bases in U.S., Australia and Japan

ARel ease of new products in the fAGl|Iobal Gaming Expo
held in November

TOPIC: Exhibition in Australasian Gaming Expo August 19 - 21 in Sydney
Jointly exhibited by Konami Gaming Inc. (Las Vegas and Konami Australia Pty Ltd. (Sydney)
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