
1

FY2004 ResultsFY2004 Results
Briefing SessionBriefing Session

May 24, 2005May 24, 2005



2

Statements made in this document with respect to SQUARE ENIX CO., LTD. and consolidated 
subsidiaries' (together, "SQUARE ENIX") plans, estimates, strategies and beliefs, including any 
forecasts or projections, are forward-looking statements about the future performance of SQUARE 
ENIX. 

These statements are based on management's assumptions and beliefs in light of information 
available to it at the time these material were drafted and, therefore, the reader should not place 
undue reliance on them. Also, the reader should not assume that statements made in this document 
will remain accurate or operative at a later time. 

A number of factors could cause actual results to be materially different from and worse than 
those discussed in forward-looking statements. Such factors include, but not limited to: 
　1.  changes in economic conditions affecting our operations; 
　2.  fluctuations in currency exchange rates, particularly with respect to the value of the Japanese 
yen, the U.S. dollar and the Euro; 
　3.  our ability to continue to win acceptance of our products and services, which are offered in 
highly competitive markets characterized by the continuous introduction of new products and 
services, rapid developments in technology, and subjective and changing consumer preferences; 
　4.  our ability to expand internationally successfully with a focus on our digital content business, 
online game business and mobilephone content business; and
　5.  regulatory developments and changes and our ability to respond and adapt to those changes.

The forward-looking statements regarding earnings contained in these materials were valid at 
the time these materials were drafted. SQUARE ENIX assumes no obligation to update or revise any 
forward-looking statements, including forecasts or projections, whether as a result of new 
information, subsequent events or otherwise.
　　　　The financial information presented in this document is prepared according to generally 
accepted accounting principles in Japan.
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1. 1. FY2004* Financial ResultsFY2004* Financial Results

*FY2004 = Fiscal Year Ended March 31, 2005
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FY2004 Results FY2004 Results –– ConsolidatedConsolidated

Depreciation and amortization for FY2004 includes amortization of goodwill associated with the acquisition of UIEvolution, Inc.
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FY2004 Results by Segment FY2004 Results by Segment –– ConsolidatedConsolidated
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FY2004 Results FY2004 Results –– Sales by RegionSales by Region
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FY2004 Results FY2004 Results –– Unit SalesUnit Sales
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FY2004 Results FY2004 Results –– NonNon--ConsolidatedConsolidated
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*FY2005 = Fiscal Year Ended March 31, 2006

2. 2. FY2005* ProjectionsFY2005* Projections
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FY2005 Projections FY2005 Projections –– Consolidated/NonConsolidated/Non--ConsolidatedConsolidated
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FY2005 Projections by Segment (Consolidated)FY2005 Projections by Segment (Consolidated)
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FY2005 Interim ProjectionsFY2005 Interim Projections –– Consolidated/NonConsolidated/Non--ConsolidatedConsolidated
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FY2005 Interim Projections by SegmentFY2005 Interim Projections by Segment
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FY2005 Projections FY2005 Projections –– Unit SalesUnit Sales



15

Basic Policy on Basic Policy on 
Profit Appropriation Profit Appropriation 

Reserving Retained Earnings for Reserving Retained Earnings for 
Investment in Future Growth Investment in Future Growth 

Continuous and StableContinuous and Stable
Dividend Payout Dividend Payout 

Return to ShareholdersReturn to Shareholders including Dividendincluding Dividend
Increase and Stock BuybackIncrease and Stock Buyback
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3. 3. Our VisionOur Vision
–– CrossCross--Platform Strategy Platform Strategy ––
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　　Progress of TerminalsProgress of Terminals
～～Taking CPU Power as an ExampleTaking CPU Power as an Example～～

Set Top BoxSet Top Box

Mobile PhoneMobile Phone

Handheld Game ConsoleHandheld Game Console

PCPC（（MiddleMiddle--Range)Range)

Car Navigation SystemCar Navigation System

Video Game ConsoleVideo Game Console

Arcade GameArcade Game

Created by SQUARE ENIX from various sourcesCreated by SQUARE ENIX from various sources
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05`05`PC=dual core / XBOX360=three corePC=dual core / XBOX360=three core
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Everything plays Games: Advanced Everything plays Games: Advanced 
terminal technology changes the way terminal technology changes the way 
users access contentusers access content

Terminals Content

Access from anywhereAccess from anywhere

Access to everythingAccess to everything
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PS/PS2 X-box

…

NowNow FutureFuture

Content

Network

Terminal

New entertainment will transformNew entertainment will transform
the industry architecturethe industry architecture

– Vertically integrated by terminal type
– Close relationship with console maker is 

important
– Product out oriented mindset

– Open network will break the vertical integration. Close 
relationship with platform technology holders become 
important

– Terminal and network differences will become less 
important. Customer ownership shifts to content 
provider

– Community management conforming to customers’
needs become key factor for success
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““Polymorphic ContentPolymorphic Content””
Traditional Model of 
Secondary Use of Content　　　　　　　　　　　　

・Original concept created at higher abstract level
can be a “polymorphic” content.

・Content makers with interactive design capabilities,
which is the most scalable but difficult, 
have competitive advantage.

・The secondary content is a mere porting of 
the original to a different format
・Number of customers decreases as the content

is deployed in different formats sequentially

Game

Movie
DVD Others

Novel

Game

Movie
DVD Others

Novel

Original
Concept

Deploy Deploy ““Polymorphic ContentPolymorphic Content””
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