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§Always on

§Anywhere

§Anytime

§Anyway

§Customized

§Personalized
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VALOR  UVN :VALOR  UVN :VALOR  UVN :

The UVN's "Value" is "Value" to the Customer

COO Kunitake  Ando:
The Ubiquitous Value Network - or UVN - is an environment where PC and consumer electronic devices are

connected seamlessly to each other - and to the network, giving users easy access to rich content or service, from
anywhere... Imagine a world where all our devices are seamlessly connected. You will be able to listen to music,
watch movies and do countless other things the way you want. You will also be able to share your own creations,

experiences and memories with friends and family. 



MUITO OBRIGADO !MUITO OBRIGADO !MUITO OBRIGADO !

Carlos Goya Out/2003
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