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Game Software Market Overview




F—L) N TIEFREE  Market Size of Console and PC Software
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“Growth of console software to be triggered by new console hardware”
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lf—A‘jj |~T—|—Ti§,—0)7\|] —/ §)b1b Globalization of Game Software Market

35%/72—.&‘/7 Fﬁ%@ﬂﬁ%ﬁgﬁ?ﬁ*@ Sales of major game software markets by year
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“F—LYIrOHEE, B-K-RT2:5:30Y 17"

“Share ratio by each software market; Japan 2 : North America 5 : Europe 3”
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Capcom’s position in Japanese video game market

FERYVIMNEX5 S (2003/38] ERA—H—)

Home Video Game Sales in FY2002(Japanese Game Software Company)

(B4 : §75 M Millions of yen)

BAMGICBITHY— v 7 (20034)

Japanese market share based on actual sales in CY2003

(B AL : B M Millions of yen)

A—h— Sl =) ey

Company Name Sales Share
1. a2 F+ = Konami 90,129 27.75%
2. t vl Sega 85,160| 26.22%
3. AY)17-IZ9HA  Square-Enix 48,397 14.90%
4. A7y Capcom 47,769| 14.71%
5. 7 L O Namco 35,520 10.94%
6. 01— I — Koei 17,785 5.48%
& &t Total 324,760 100.00%

S HiFT [2002/38A JRE %S Source:"Financial Results”

KRIIIT T2V I ADFR LB EHFIORI VT ET =YY AD BT E &5

Net Sales of “Square-Enix” is simply adding ex-Square and ex-Enix.

A—H— BR5E®%E | o7 | ViTiER

Company Name Sales Share Growth Rate

1. A9917-1Zy)A Square-Enix 42,488 13.74%| 4.00%
2. £ X &  Nintendo 39,694 12.83%| 0.88%
3. 10 F+ = Konami 30,400 9.83%| 3.04%
4. N A Bandai 26,172| 8.46%| 0.20%
5. h7ay Capcom 21,250 6.87%| 1.08%
6. + L 1 Namco 19,723| 6.38%| 0.61%
7. T il Sega 16,690 5.40%| 0.91%
8 O—I— Koei 15,162 4.90%| 0.76%
9. S C E SCE 15,081 4.88%| 0.57%
10. R &~ & >  Pokemon 13,596 4.40% 0.01%
F O Others 69,015| 22.32% -

= =t Total 309,271| 100.00% -

¢ Ffr I Annual Console Research Data] Source:"Annual Console Research Data”

“BATBTIE. RBMEISHEL-EERMET. BREL 7Py IR AET"

“Enhancement of Capcom’s share in matured Japanese market through various challenging efforts”
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Capcom’s position in overseas video game markets

ktFIZHITEH5Y—4 vy 7 (2003%)

North American market share based on actual sales in CY2003

(BAHL: FKJL Unit:US$1,000)

BRI TG IZHITH<T— v 7 (20024F)

European market share based on actual sales in CY2002

(B2 : FF)L Unit:US$1,000)

A—H— BR5eE£ZE | 27 | VriTiER A—H— BR5e€EE | 7 | ViTiER
Company Name Sales Share Growth Rate Company Name Sales Share | Growth Rate
1. ILIMAZYIT7-Y EA 1,240,083| 22.66%| 3.30% 1. ILYbEZY7-Y  EA 418,465| 17.98%| 4.30%
2. F X & Nintendo 619,257| 11.32%| 2.55% 2. Y = - Sony 276,487 11.88%| 1.21%
3.T H Q THQ 360,537 6.59%| 0.61% 3.7 147 2 Take2 205,512 8.83%| 4.35%
4. THT4E 3y Activision 338,076 6.18%| A0.67% 4. F X = Nintendo| 187,505/ 8.06%|A10.15%
5.Y = —  Sony 331,335| 6.06%| A1.33% 5. 49749°7L&" Infogrames| 140,210 6.03%| A0.19%
6. AT ARI Atari 283,737 5.19%| 0.42% 6.0 F+ = Konami 134,159 5.77%| 0.97%
7.7 40 2 Take2 266,820 4.88%| A2.01%| |7. 79T4E¥ 3y Activision| 132,013| 5.67%| 0.13%
8.1 7. = Konami 225,109| 4.11%| 0.51% 8T H.Q THQ 106,739 4.59%| A0.97%
14. 5 7 a3 > capcom 109,768| 2.01%| A0.60% 15. 5 7 a3 > Capcom 45,652 1.96%| A0.15%
%z @ b others |1,697,039| 31.01% - < @ fh Others 680,093 29.23% -
& it Total  |5,471,763]100.00% - a it Total |2,326,835|100.00% -

* AT TRSTS L7R—k]  Source:TRSTS Repor * HFFMIDG L7/R—b]  Source:IDG Report

* BE, RV, TS5 ASHEDEET Total of UK, German and French Markets
“BRATIZTOLI7HRXRICAIITTYZ O—N\I)LGEEEH DRk
“Reinforcement of global management for share-increase in the growing markets”
6 GARCOMY
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Management Reforms




SHMNTHENE RAR-BE-I—7T107) DER

Progress on Structural Reforms (R&D/ Management/ Marketing)

2002 10 2003. 3 2003. 6 2003. 12 2004. 04
BH 3% A ] B KR HhiE A
B EDRE EEE RE-x—TT107
Start on structural reforms Reformation of ﬁi ﬂ'ﬂl E*ﬁﬁ
R&D structure Reforms of management and
marketing in U.S.A. and Europe
4 .

______________________________ U N 0 e
ZS?iIkFI FHREEER | FAREFOERANGRE ZIK#iI%( KB ER KT %"’é“ BRI ARER
ﬂ'ﬂ] a) gﬁ"t L(:%$ i ,z'EAG)’F‘ = %ﬂ'ﬂ] 0) EE L, Structural changes on management as well as
Head Office takes the initiative of enhancing Start on review of R&D structure | Head Office takes the initiative of reviewing administrative areas

business management system

 SHEERAHOBI(PE | KT OEEED

1 management structures of U.S.A. and Europe — =
| (FA%E) WA ZE DRE
| Establishment of R&D total coordination room
|
ZAENRYT) T BASEFID 4L
Strengthen title schedule control system (Mid- ' Change on the top management of U.S.A. and ﬁ, I:I- ..
term R&D schedule) ! Europe Business Division of R&D
|
|
|
|

“2002F10A LI, FO0—N\IILTHIGTORLZLIERERET 56
R .BE. I— 45 T1 070N R EETER"

“Implementation of corporate structural reform since October 2002 for growth in the global market”
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é*i E"]@*%*EEQE —1. H *EX%"E"W%U a)gfﬁ" IS Strengthening of Management Structure

HZA Japan
W2 B SEE Ccorporate Structural Reform
HEMEBEEZERLE-RRE - EELIMMZREL-HARISREEZER

Structural reforms of R&D and administrative division toward efficient implementation of business strategy

" jj“// ﬁz—fﬁ“@%%% \o)ﬁ, L, Streamlining non-functioning divisions

F—LHIRAEC LY, BE-REETICHEL

Clear responsibility and accountability by each team structure

BORRTARDAY F@LE Thorough cost management implementation
POR—XATHOEBRELLEE A EHIEH DAL

Review on function from scratch and distinction of important objectives

;"35'& - Ek'J‘l‘l fﬁ,iﬂ’,ﬂiA U.S.A. and Europe subsidiaries
|| ﬁ%ﬁﬂﬂfﬁk'@o) IRTA h%ﬁﬁllféﬁl]%ﬁ Change on top management of U.S.A. and Europe
-7 A—/\JVIEHRER TR IS 9 RRE EZ w5 A% Rl

Change and reinforcements for global business growth

| Ek*,ﬂﬁj“"f,ﬁ‘ﬂrﬁ“ &E [ %% Start on review of sales distribution systems
-deK-BR coORBAFIORELLGE ., BRFEAGERIEA

Review on distribution system in U.S.A. and Europe for increase of sales




é*i E"]U*&*ﬁ&i —2. Fﬂﬁ%ﬁsﬂ'ﬂj a)gfﬁ'“f. Strengthening of R&D

| Zﬁﬁﬂ‘éﬁ(%l:d’sﬁé?ryb#ﬁkﬁﬁd)ﬁmt Tightening checking function by dual approval system
s YROAYDFEBRIC, FHET O R ER MR > AREARLAKICER

Distinction between proper R&D process and experiment process

- TRECEOGE., ARMNEEZRENICFIvITHEEHTEE

Enhancement of system to check quality and cost at every process

|| ':F'%H/)-l’f I‘)l/?“}j)a) %E Drawing up of mid-term R&D Schedule
- hEIEE S EICESEhEI A MLy TR

Drawing up of mid-term R&D schedule based on mid-term management strategy

| %EE‘ZE@E&IE R&D total coordination Room
- fRA- T BT 1 —RBERE S I YERLBE D 5 Bt

Segregation of “R&D total coordination” function and “Production” function

- ERRBEZTRR I RBARR I+ )T iR

R&D portfolio management to realize optimization

| Faﬁ%’:’ﬂ} Fﬁ a)ﬁ*i’”: Business Division of R&D
- ¥ﬁ1%$ﬂi°)—‘v‘/)la 7.|_U 9+)b94 F)bd)ﬁll HZ'I Creation of new genre and original titles




é*i E"]U*ﬁ%*ﬁaﬂi —3. 7_/7' 7_'4 = ﬁﬁsﬂ'—i“ gﬁ'f l:. Strengthening of marketing structure

n E *Ek-?_b'ﬁ"f‘/ﬁ‘ﬁsﬂ%“a)*ﬁﬁ Establish marketing structure in Japan, U.S.A., and Europe
- FROI— YN THRR— LG EHIBEDOFHD L E DY

Building of tie-in structure between creative process and sales information in each market

- H ﬂélik%-iﬂié'ili'?—’fv_"f‘/ﬁ‘?ﬂ % %%EEE Marketing staff in each territory
- ZFMFHOERENEEL, LT 2ROz ELEBIELI-Y—7T1T

17-Fﬂ%“ @*ﬁﬁ Coordinate and optimize marketing efforts from each region for enhancement of business results

B Y7742 DEMREFKETIHIEAN TR

Reinforcement of professional marketing staff in U.S.A. and Europe

- bk /NP THIL (COO) usA.: Bari Abdul (COO)
- E‘X'J‘l‘l ﬁ“(’ U—'7_\'\—}l/ (7*—9‘/77_\'4|/79—) Europe: Gary Dale (Managing Director)
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JO0—NIILEREIZAEITT=
LB X RIS

Segment Strategy for growth
In the global market
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1-S l! :D:/J—VFH 1‘%%$% ﬁ"E" E E—E Consumer Business Objective

‘“BEBRZEMT IO, TRESODMAEHKREBEREL.
hEAAC/ MLy TRRL”

“Establishment of R&D three strategies as below and implementations
in Mid-term R&D Map to achieve consumer business objective”

H EF' %Hﬁ"é." E 1‘3,—‘; Mid-term Business Objective
MGRRICHIGLT=5E £ -RIRtERZ B9 CKE: 5. Bk : 3. BHE:2)

Enhancement of sales and profits to each market size(USA:5, Europe:3, Japan:2)

B J5yhTA— LB B U5 F v A XEE B v )UERE
Platform Strategy Franchise Strategy Genre Strategy
- BEREHTEHR/LI-VIMNA - BAITIUFVAREBERTTELR - FAUSFILELRILAD
ﬁﬁﬁ E\:JJEK:&D for most prevailing ﬂ-ﬂj 0) EE:_L To release major franchises every fiscal year ?Qié Investment to original titles
— TILFTSYRITF— LS — DI FAREZAMILDIA) T1HER — it &G DERGE
Multiple Platforms Support Secure the quality of franchise titles Publishing selected titles from others

/ A\ / A\
| qﬂﬁﬂ’)'l'fb)b?‘yj’ Mid-term R&D Schedule

- LEESDDHEBOEKLELUVEZRIVTEFHARMMLTYTIZKYESE

Implementation of R&D strategies and its monitoring process through Mid-term R&D schedule




— 1@ avva YMEGHR RIS comme suies ReD Sy

1. T59b 74— LEBE rplatform Strategy
‘BREHEEGALEVIMNARORAEES XUV TILF ISV T+ — LERE DR

“R&D for most prevailing platform in the market and multi-platform strategy”

- PS2 [INLAINTF—K 7HRTLA]11)—X  “Resident Evil Outbreak” Series
- PS2, GC TEaA—FT47J)L £3—2] “Viewtiful Joe 2"
- PS2, GC T¥FS5—+tT>] “Killer Seven”

2. 75?/7"('41‘\%&% Franchise Strategy
“BHIOFUFvA X BHARETT AT DHEILS S URAFBRGEEDRREL"

“To release major franchises in every fiscal year and define criteria for title development”

(1) BHIFZF¥4AX Major Franchises

« [INLFA /1 \HF—F] “Residentevil” *TBREFH | “oOnimusha”
s TFEILALDSA] “Devil Maycry” TEAYHI I ] “Megaman”

(2) BAFEMEBTEZE  Criteria for titles as to its continuation
- IRFEARZ20A K, 2/ MILIRIEIR15%

Sales units more than 200,000 and total profit more than 15%




1@ Arva—RABERESR PRI conme suins RaD sy

3. v )LERRE  cenre Strategy
“TIEN v L AU FILAAFILERRR. BRU

“Develop and create new genre and original titles”
(1) BAFRERFID 53 4L4E  Business Division of R&D
- P7O—N—REACAH AL TIHLLMEEDRIE K

To focus on “Creation of New Value” at Clover Studio

(2) BEZEAHT2AMLIETRBZMYREZAMLIDNFTUR

Balance between “New Original Titles” to create new brands, and “Sequel Titles” to produce profits

F1) 7 /L New Original Titles - =4/—X" Sequel Titles= & - 7

(3) st & RmDRFEICEHFE N Publishing selected titles from other software companies
- [GS5KR-Th-F—k-/NAL AT 4] “Grand Theft Auto Vice City”

:E/Zg /\/9_ Monster Hunter 15 x** Okami @mn



2-(1) PSa—XAVNE

QE%E"$% T'Iﬁ%éj‘*ﬁ Arcade Operation Market Analysis

FSa—AANEREET 5 (2003/38)

Arcade Operation Sales in FY2002

(ﬁﬁi . 1%=|IJ Unit : 100Millions Yen)

Abw | vryE | mmas | SEEEE ) mesi
et Sales % of Share Operating Income Income Year-on-year sales
A7 capcom 92.4 1.5% 21.4 23.2% 111.0%
A4 k— Taito 4234 7.0% 50.0 11.8% 107.4%
5 Sega 693.3 11.5% 80.5 11.6% 101.2%
+ /.3 Namco 759.0 12.5% 47.7 6.3% 98.0%
Z D4t Others 4,084.9 67.5% - - -
B & Total 6,053.0 100.0% 102.6%

XHFT: FHREEESLUVHEEH

Source: Financial Results for 2002 by respective company and support documentation

B RGH ERAICKYERA BRI REAFRMEE)—F

SREERANRFZHFLOD. V7R LZRS

“Greater operating profit based on strategy for opening new stores.
Further improvement on operating income”

16




2—(2) TEJ—X}D FBEEQEE"E% ﬁjzlﬂ% Arcade Operation Business Strategy

“HIEHEOMEICKIELLERILK"

Expansion of Business through New Store Opening and improvement on operation

| H:'l J-E ﬁjilﬂ% Strategy for Opening New Store

- ERISEE120fEA LI E . EXEIHS £2,0008 L L) KB A EEHEENICIESHER

Open arcades in large commercial complexes, of which annual sales are more than ¥1.2 billion with parking space
over 2,000 cars

- 29597 &E ILRIZ KB INE R

Pursuing profit increase by implementing scrap-and-build plan

N 75:.—;(“)“/ I‘hﬁ%ﬁﬁ%ﬁﬁ Number of arcade stores

2002/3 | 2003/3 | 2004/3 | 2005/3(Plan)
H J§  New Stores ? ? 4 1

38 J§  Closing Stores 10 0 5 1
E#H o 40 33 32 32

17 CARCOMY



3—(1 ) %?%FH #E%EE% I_'ﬁigjﬁj\*ﬁ' Arcade Games Sales Market Analysis

%?% Fﬁ *%%El_ﬁi%fﬁ*ﬁ Over-all market size of Arcade Sales

(B {i: {&F 100Million Yen)

2002/3 | 2003/3 | ML | B
F54Z  prize 352 472| 35.1%| 34.1%
AL Medal 223 71| 20.1%| 21.5%
ALEY  printing 180 188 14.0%| 4.4%
SEE(  Dedicated 93 134]  10.0%| 44.1%
EIRUTR  video 152 03|  6.9%| -38.8%
F L — L MusicGame 49 34| 2.5%| -30.6%
ZOH  others 151 154| 11.4%| 2.0%
&% Tow 1,200  1,346| 100.0%| 12.2%

MR 7I1-A AN EERDOEREFAEIRSEE | Source:"Report in Amusement Industry”

MBHE=——ADTENAFTIWT — L T34 XT— L4l

SHRENOEVEREEA

~ R

“The key to increase sales on arcade games is to put high competitive
products into medal games and prize-winning games*

18
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3—(2) %?% Fﬁ 1‘%%%5% ﬁj’(’,ﬂ]ﬁ Arcade Games Sales Business Strategy

“MH=—XDBNTFA R —LROAT T —LORARBIZEN

“Focus on developing prize-winning and medal games”

H Igfiﬁ’f‘/d“‘/j Main Titles coming up in FY2004
(1) 7’54?&"7—A Prize-winning Games
- [AFEL 3] “Mecha-Tore3”
(2) AR LG —L Medal Games
+ [R——7Yt FRBDOr>OrS5UR]

“Super Mario Jan-Jan Wonder Land”

(38) ETA 4 —.L video Games

- THgEt+zH AL IT9—3 VS, T43—2 X DX
“Mobile Suite Z Gundam A.E.U.G. vs. Tittans DX”

N %?%Fﬁ*%%ﬁ,ﬂﬁ%;% Arcade Game Sales
(BA{I : {2 100Million Yen)
2002/3 | 2003/3 | 2004/3 |2005/3(Plan)

= L NetSales 36 10 44 62
waRzE TP 15 805|-55.7%]| 32.1%| 22.1%

Profit

19 CARCOMY



4. X503 —S5A( VB E BRBEE Licensing-Out Business Strategy

“DP—RIILR—F o EAOT DEE”
(=L, T=A BRE., HiR. T332 —FLOHBEFERE)

“Establishment of Total Merchandise” (Expansion of business opportunities
with synergy of games, animations, movies, publication and characters etc...)

H Hjﬂ'ﬁ$¥’\ﬁﬂj (2004/1 ~) Step up into the Publication Business from 2004/1

- E *i H Hﬁ':J:é”ngo) rﬁ_] s Improvement of profit by own publication
- K%*M%’C@ Hﬂﬂﬁ$%o)*ff\j§ Expansion of Publication Business

H 54‘&‘/7(%%0)%@‘“: Strengthen Licensing-Out Business
- REITODXFVI03—S14 O ABEDILK

Maximization of characters and contents by region

- B TUY0O7 = AE| BREE

Collaboration with animations and movies of our original contents

— TVF7=AAyovy T5E 128K, XE. B TEH

TV animation “Megaman NT Warriors” in Japan, U.S.A. and Europe

—>TIN(AINHF—F 7HRA)TRX] 2004F98 AKX TAEFE

“Resident Evil Apocalypse” to be released in October 2004 (plan)




5. €/ <4)L: ‘/7‘.‘/“}5% ﬁjﬁﬂ]ﬁ Mobile Contents Business Strategy

“BHATBEFRMADHIGICKEERIEK”

“Expand Business Opportunities in Overseas and explore new products “

N ﬁ%ﬁ%“*ﬁ*@ﬂ"] ':EEﬁ Business Exploitation of Mobile contents in Overseas markets

- BrKkZEh 'D(:ﬂi%fﬁ*ﬁli?ff\j{ Mobile contents distribution are growing in Europe and U.S.A. markets
- 20029 A M@ I TOEREBASE  Mobile contents have been delivered since September 2002
- 153/ MILEBRK, 7OTHE1THEICEE+

Distribution of 15 titles in 17 countries among U.S.A., Europe and Asian regions

—Mayo<o | TERM L. TEIZDIR, 19421, 119431 [HURE—V 1%
“Megaman”, “Ghost’n Goblin, “Commando”, “1942”, “1943”, “Gun Smoke”etc.

H ;k'lﬂ'f%:E/ i"f)blt*?ﬂit'fs LT::‘/%‘/“JEﬁ% Development of game contents for 3G mobile phone
- %31’&1‘&;?'?%%?&*%_1’:’7—.&0) Faﬁ% Development of game contents for 3G market

- F—LPHND T Y DHERME Distribute the new contents besides games
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EE gﬁﬁ?ﬁﬁ% Consolidated Financial Review on FY 2002, 2003 and Projection for FY 2004

QTR Profit and Toss Sheet (i3 & R Ml ol Yent L RSy Capital Bapenciture SO AP Plllaons o Vet
2003/3 | 2004/3 | 2005/3 b 2003/3 | 2004/3 | 2005/3 b
i L& Mes Sales 62 036)] 52668 65500 12449% m % Capcom Japan 1,404 1,552 1,860 1198%
2= it Gross Profit 92 B38 15305 21,9800 1431% &+ s Consolidadated 1,811 4 h60 2160, 474%
FHREE %o ol Gross Profit 36 8% 201% 33.4%
IR Sules wd Gin Egenses 'I EL'I EB ‘] 3.902 'I 4.300 1065 5% O EERE Dieprecualion L[S B R Millmne of Yen)
EEETT" Operanng Income 6,680 1,402 7100 505.4% 2003/3 | 2004/3 | 2005/3 i
FllfE % of Operating Income 10.8% 2.7% 10.8% mo* Caprom Japan 1,724 1,462 1,780 121.8%
LR Ordinary Income 6,797 791 6,800 85074 & i Consolidadated 2202 2081 2410 1158%
FHREE %o ol Ondmimry Incorms 11.0% 1.5% 10.4%
L ElE el Income P 19 5498 A 9158 3.900 A% 6% SEF AT Menber of Employees L[ A Uil Pecmna)
FpmER % of Net Income -31.6% -174% 6.0% 2003/3 | 2004/3 | 2005/3 b
m * Capcom Japan 1,162 1,061 1,013 95.5%
§ =7 R < BRETE R 2 Sales by Business segments (Wi B Millions of Yen) # 5 Consohdadated 1.305 1.206 1.163 96 4%
200373 | 200473 | 200573 %4
R Comeaumer 48080 33948 41,700 129 2% WS RER BAD Tvestment Cost S T Millons of Yes)
AbAREE Areade Operaton 8,242 8830 11,200 11349% 2003/3 | 2004/3 | 2005/3 b
FroH RS Cain-Op 959 4 440 6,200 139.0% [a] St B8R R Investment Cost 13,785] 11.836) 11650 S24%
tORWE Others 3.743| 4447|6400 1430% PRTESME  Techeical RAD Cos 1151 1.124]  1.430/ 1272%
5 M Tutid 62.036) 52668) 65500) 1244% £t Tatal 14936] 129600 130800 1009%
O R < ERTLHR > Sales by Geographic Area {485 £ TR Mfillicra of aen} & R AR Sales Units Shpped (M5 S 0000 i)
2003/3 | 2004/3 | 2005/3 o 200273 200303 20043 [20053Flan)
g8 = Japan 37.191 35,150 44400 1154% Playstation 2 | %4 k&0 | Total Titles o 33 27 50
Tt North America 16417 7.861] 13,800 1756% B [swTed | 7200|680 |  s00| 10850
B i Fuzuge 71818 5,098 6,300 133.9% Flaystation B4 FILEE | Total Tutles 11 B 7 0
i Other territories 607 558 500[  B9A% 5t | SubTotd 1.400 840 570 400
g Toral 62,036| 52,668 65500 1244%|  [GameCube |BfRIEY | Total Titles L B 7 3
L) Sub Totd 100 3,230 L.17% 00
O 5T Promotion:l Expense (Ii5: & R Mo of Yent Came Boy g'“‘”";i Total Titles 13 o 10 4
20033 2004,/3 | 2005,/3 0s =t Sub Totd 4850 4,800 2600 1480
E B — 3629 2992 2900 osgn| o [Xbex al [_‘r'f‘?? e s }3:} w , E 1;
- i $ Sub Tot 2 28 5 2
bl Conzobdadated 7272 5,464 6,250 114.4% = 74 L2 | Toral Tules 12 3 34 3
O AWTESERRT Manber of Ascadss (HLER: TR Ut locabions) PC & Chers E—f Sub Totd 870 220 =10 sl
2003/3 | 2004/3 | 2005/3 &l 34 | Total Titles o0 9% 91 69
s Consobdadated 13 a7 39 Tt : | Taotal L5 00 Ly, 3HD L1 0 13,500
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