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Outline of Financial Results Briefing by SQUARE ENIX HOLDINGS held on May 13, 2022

We would now like to begin the Financial Results Briefing
session of SQUARE ENIX HOLDINGS (the “Company”) for the
fiscal year ended March 31, 2022 (“FY2022/3”).

Financial Results
SQUAREENIX. | Byiefing Session Today’s presenters are:

Fiscal Year ended March 31, 2022

Yosuke Matsuda, President and Representative Director, and

Atsushi Matsuda, Chief Accounting Officer.

May 13, 2022
SQUARE ENIX HOLDINGS 00., [TD.
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SQUARL CNIX.

| am Atsushi Matsuda. | will be providing an overview of our
financial results.
Financial Results

Fiscal Year
Ended March 31, 2022

SQUARL CNIX. ——

In FY2022/3, the Company booked net sales of ¥365.2 billion

Consolidated Statement of Income
Fiscal Year ended March 31, 2022

(up ¥32.7 billion YoY), operating income of ¥59.2 billion (up ¥12

Tincal Vanr Ended Wincal Yanr Ended R P . . P .
o e billion), ordinary income of ¥70.7 billion (up ¥20.8 billion), and
E—— o P =] | netincome attributable to parent company shareholders of ¥51
I —— e = 2o
ey reome = = | billion (up ¥24.1 billion).
|Dedinary Income Margin 15.0% 19.8% Adpt|
Profit attributable to 269] 510 241
'D 7.5| 75 0.0
|Capital Expanditure 7.3 81 18
Mumber of Employess. 5,550 5637 &7
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The plans, forecasts, strategies and ideas described in this material are descriptions of forecasts of future results. These descriptions rely on information available as of the date of production of this material and are based
on assumptions and judgment made by the Company’s management. Readers are advised not to rely solely on these forecasts. Readers should also not assume that these forecasts are accurate or valid information, even
after the date of public release. There are many factors that may cause actual results to vary considerably from the forecasts, and in some cases actual results may be inferior to forecasts.

The information on the future forecasts described in this material is current as of May 13, 2022. The company is not obliged to update or correct forecasts concerning the Company’s future results, including forecasts or
outlook, if new information becomes available and/or events occur after May 13, 2022.
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Consolidated Statement of Income | will next break down our results by segment. The Digital

Fiscal Year ended March 31, 2022 by Business Segment

Entertainment segment posted net sales of ¥279.6 billion (up

Fiscal Year Ended Fiscal Year Ended premee
et i - — .
il vesrmowin | roveer e = ¥15.7 billion) and operating income of ¥58.9 billion (up ¥8.4
e = e =
i e P % | billion).
24 4.0 46
e 2.0) 13.3)) {1.3)
e e fes T “ While the HD Games sub-segment released titles such as

“OUTRIDERS,” “Marvel’s Guardians of the Galaxy,” and “NieR

Replicant ver.1.22474487139...,” its net sales were lower than in

SOUAREENIX ] : @l the previous fiscal year, which had seen the release of such titles

as “FINAL FANTASY VIl REMAKE” and “Marvel’s Avengers.”

Consolidated Balance Sheet
as of March 31, 2022

Net sales rose YoY in the MMO sub-segment thanks not only to

e
= e ;: =3 '--ﬂm"::m:“ =3 sharp growth in paying subscriber numbers for “FINAL FANTASY
L e | X1V but also to the release of an expansion pack for that title.
,.:., — u :E‘_:‘::_:‘: :: : The Games for Smart Devices/PC Browser sub-segment saw
. ij? Ty somewhat weak performances from existing titles, but its net
T =" | sales rose YoY due to the application of revised revenue

SOUARE CNIX L recognition standards.

The Amusement segment booked net sales of ¥45.8 billion (up
¥11.5 billion) and operating income of ¥2 billion (an operating
loss of ¥1.5 billion in the previous fiscal year). Net income rose
YoY, and the operating income line turned into the black, unlike
the previous fiscal year, when the segment sustained a significant
impact from the temporary closure of amusement facilities in
Japan, a move undertaken to combat the spread of COVID-19 in
response to the Japanese government’s declaration of a state of
emergency.

The Publication segment booked net sales of ¥29 billion (up
¥2.2 billion) and operating income of ¥12.2 billion (up ¥600
million). The YoY rise in net sales and operating income owed not
only to brisk sales of digital media, but also to solid sales of print
media driven in part by the major success of “My Dress-Up
Darling.”

The Merchandising segment booked net sales of ¥14 billion (up
¥4.6 billion) and operating income of ¥3.9 billion (up ¥1.7 billion).

Brisk sales of new character merchandise based on the Group’s
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The plans, forecasts, strategies and ideas described in this material are descriptions of forecasts of future results. These descriptions rely on information available as of the date of production of this material and are based
on assumptions and judgment made by the Company’s management. Readers are advised not to rely solely on these forecasts. Readers should also not assume that these forecasts are accurate or valid information, even
after the date of public release. There are many factors that may cause actual results to vary considerably from the forecasts, and in some cases actual results may be inferior to forecasts.

The information on the future forecasts described in this material is current as of May 13, 2022. The company is not obliged to update or correct forecasts concerning the Company’s future results, including forecasts or
outlook, if new information becomes available and/or events occur after May 13, 2022.
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owned content contributed to the YoY growth in net sales and
operating income.

This concludes my overview of our FY2022/3 financial results.

| am Yosuke Matsuda. | will be providing an overview of

conditions in FY2022/3.

Consolidated Financial Results and
Progress in
Each Business Segment

SQUARL CNIX. 7 ——

. o In FY2022/3, we set new all-time highs for net sales and all our
Consolidated Financial Results

new full-year records. prOfIt lines.
(Billions of yen) (Billions of yen]
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. . This is a breakdown for the Digital Entertainment segment.
Digital Entertainment

Met sales and operating income rose Yo¥ with a major contribution from the

"FINAL FANTASY XIV" apansion pack launched In Decamber 2021, In the HD Game sub-segment, the performances of some of our
HD Games. Launched multiple new titles, but did not reach level seen last year,
when we relessed major titles. . .
o Relsedsomranpater FRRLFAAS VS BRGEN new titles fell short of our expectations, but we were able to
QUEST X ONLINE” in Q3.
(Garmes for Semart Devices[RC Browser Despit . . . . .
netsales rose Yo, in part due to chang in accounting policies. | bu||d Up our Operatlng income in Q4 thanks to a Solld
[Billiors af yan) (one of yan]

- 7¢ =5 | performance by “FINAL FANTASY XIV” in the MMO sub-segment.
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The plans, forecasts, strategies and ideas described in this material are descriptions of forecasts of future results. These descriptions rely on information available as of the date of production of this material and are based
on assumptions and judgment made by the Company’s management. Readers are advised not to rely solely on these forecasts. Readers should also not assume that these forecasts are accurate or valid information, even
after the date of public release. There are many factors that may cause actual results to vary considerably from the forecasts, and in some cases actual results may be inferior to forecasts.
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These are the HG Games we launched in FY2022/3.

Digital Entertainment -main tities 1-

HD Games: Launched multiple new titles, including some featuring new IP.

O Games: Mesiar Hew tities in FY2022/3
— ”ﬁ

SRS - | ‘

- . In the MMO sub-segment, we released expansion packs in
Digital Entertainment -main tities 2-

MMO: Released expansion packs for “FINAL FANTASY XIV™ and "DRAGON QUEST X ONLINE” in Q3. FY2022/3 fOf‘ ”FINAL FANTASY XIVH and ”DRAGON QUESTX

MO : Msin titlssin sparation

> ONLINE! In particular, we are extremely pleased with the
ENDWAEKER

I performance of “FINAL FANTASY XIV”

£ 3010 20 50AEE X C5, T | g emarved

We are expecting a considerable earnings contribution again in

FY2023/3.

. . These are the main titles in our Games for Smart Devices/PC
Digital Entertainment -main tities 3-

e i nchling some et N womsonauss. | BrOwser sub-segment.
Major Operating Titles (Month and year indicate sach title's launch timing.)
e o Among our new titles, “ECHOES OF MANA,” which launched in
| B w0 i
: = : S = April, got off to a solid start. In the summer of 2022, we are
e [N BA 0 w eeg slated to release “FULLMETAL ALCHEMIST MOBILE,” which has

' turned out very well and received great results on the closed
-

beta test we recently ran. We expect to achieve further growth in

el FY2023/3 thanks to earnings contributions from new titles.

- ) This slide shows the breakdown of digital versus physical sales
Digital Entertainment -igital vs. Physical Game Sales—
T— Breakdown of Digial Entertainment sales in the Digital Entertainment segment.
2000 796

263.9

200.0 188.6
1000

o0

FY2020/3 Full Year FY2021/3 Full Year FY2023/3 Full Year
Digital Sales Packaged Sales
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This slide shows units sold by region in FY2022/3. Units sold

Digital Entertainment -units sold by Region-—

nits Sold = isks + Downl

Sold sk Uni sals of packagad softwars sld i th fscal yoar were down YoY as the previous fiscal year had seen the release of
Downloads: Unit sales of downloaded software sold in the fiscal year

. e T multiple major titles, as well as substantial back catalog sales due

Lt Disc Download Total Disc Download Total

Japan 262 367 630  124| 362 4a8g to the pandemic.
NMorth America/

Europe 7.16 31.43 38.59 6.85 23.32 30.17|

Asla, etc. 0.51 451 5.01 0.329 3.72 4.10|

Total 10.29 39.60 49.90 8.47 30.66 39.13
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. . The content production account stood at ¥96.7 billion at the
Digital Entertainment

ote: Coment prodetion scioun Laknce & Dighal Enteralbnt ssies end of FY2022/3. This figure includes multiple major titles, and
(Billiens of yen) (Billions of yen)
100.0 ! :;0.0 . .
we are working to ensure the quality of each release.
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Content production account (left axis) Met Sales: Digital Entertainm ent [right axis)
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A The Amusement segment saw net sales rise YoY, and the
musement
i e oot e ! o bad segment turned into the black at the operating line. We are
(Billions of yen) (Billions of yen) . .
ws = | hoping to see a further recovery in FY2023/3.
e 2. 20
30.0
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0.0
(L0}
o (2.0)
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Publicati Net sales and operating income grew YoY in the Publication
ublication

segment, thanks not only to brisk sales of digital media, but also
(Billicns of yen) (Billions of yen)
30.0 116 2t 15.0

to solid sales of print media driven in part by the major success

20 /”//74- 10.0

10 s0 of “My Dress-Up Darling.” We expect further growth in FY2023/3.

00 00
FY2020/3 Full Year FY2021/3 Full Vear FY2022/3 Full Year
NetSales (leftaxis)  ——Operating Income [ight axis)
[ Major Service, Titles in FY2022/3 |
B % &
U
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Publication -on ) ! This slide shows the split between digital and print sales in the
ublication -pigital vs. Printed Media Sales—

R Breaiutonn af Publcaion tales Publication segment, illustrating that we are achieving balanced
30.0 280

6.8

growth in both.

200

100

FY2020/3 Full Year FY2021/3 Full Yaar FY2022/3 Full Yoar
Digital sales Printed media sales.
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Merchandising The Merchandising segment saw net sales and operating
curbey I, ‘ o snaec mar income grow YoY. We are expecting considerable earnings
(Billions of yen) (Billions of yen)

150 B2 45 . . .

- . | contributionsin FY2023/3 as well.

5.0 o 15
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[ Major Products in F¥2022/3 |

H
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Shareholders Return in FY2022/3 We continue to use a consolidated dividend payout ratio of
Shareholders R Poli H H

oriohine growth nvestmant nd coniderbalance between shareholdarsretum and 30% as our guideline for shareholder return and plan an annual
internal reserve.

+Reward shareholders via dividends, using a idated dividend payout ratio of 30% as

a guide, dividend of ¥129 per share for FY2022/3.

*Minimum annual DPS of 30 yen

(Yen) Dividends Record for 3 years
150 ason
100 0%
7
T
) - . -
0 [
Fraoen/a Franaus

o Dividand Pershare. (rdinsey: It asis) o Disidand Per share. (Spacial  lftasia) —s—Pay-ut raie {igh asis)

| will next provide an update on our medium-term business

strategy.

Medium-term business strategy progress

SQUARL CNIX.
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Medi ' I will first discuss our divestiture of select overseas studios and
edium-term business strategy progress

Business strategies for achieving our medium-term earnings targets 1P (the "Tr‘a nsaction" ) .

1. Strengthening our IP ecosystem
2. Take on new domains

3. Optimize business structure for COVID world

Divestiture of Select Overseas Studios & IP

(announced on May 2, 2022)

SOUARLC CNIX. 22 'BOUARE EMX MOLDINGS GO, LTD.

) ' Our materials provide an overview and details of the
Medium-term business strategy progress

Share transfer agreement with Sweden-based Embracer Group AB Tra nsaction bUt | note that |tS primary purpose was a
concerning the divestiture of select overseasstudios and IP franchises !

o Pl ssets to he divested reorientation of our portfolio. We especially revisited our studio
» North American HD game development studio: Crystal Dynamics
Canadian HD game development studio: Eidos-Montréal

Mobile game development studio: Square Enix Montréal and title portfolios from the perspective of stepping up our
® P franchises

TOMB RAIDER offering of online titles that we develop for the North American
Deus Ex

Thief .
Legacy of Kain, etc. and the European market. We want to focus on creating new
*Includes catalog titles based on the abovementioned IP

(smallertitles and downloadable content also included)

Transter price: USS300millon titles that align with our strategy, including ones that leverage

Y

Y

YOV VY

new IP. The JUST CAUSE franchise will remain our IP, and we are

Medium-term business strategy progress at work developing a new title in the franchise.

Objectives behind divestiture of select overseas studios and IP

1. Achieve sustained growth through selection and concentration of L. ) . ) )
company resources ] In addition to reorienting our portfolio, we will also enhance our
= Inanticipation of changes in the global business environment for game
development, we intend to optimize our resource allocation so that we can

e T torg s oty Stomer needs whie publishing function. We have created new Chief Publishing
2. B ligi blishing fi (l ith organization in Tok . . . ..
2 Rieimie wortduwide revenue iram rature thes munehed by sroup o - | Officer (CPO) roles and will be working to optimize the processes

Japan and abroad by revisiting our existing governance structure and
reporting lines and advancing integrated group management . b | . h . f . d . . d
in our publishing function an ursuing integrate rou
3. Transform group business portfolio P g P g g g P
»  Accelerate launch and monetization of new businesses by moving forward
with investments in focus fields (blockchain, Al, and the cloud)

management.

| will provide a few additional comments on the Transaction.
Firstly, we have included the financial statements for the main
companies to be divested in a May 2, 2022 release entitled
“Execution of Share Transfer Agreement with Change to
Subsidiaries,” but please recognize that these are stand-alone
figures for the individual entities within the consolidated group.
Please also note that the assets to be divested include past

franchise titles, small- and medium-sized titles, and DLC

71710
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) . Rather than using the proceeds from the divestiture in new
Medium-term business strategy progress

Business strategies for achieving our medium-term earnings targets investment domains such as NFT and bIockchain, we intend to

LgsuentheniiuiouyIFlecosysien use them primarily to fund our efforts to foster solid IP and to

2. Take on new domains

enhance our development capabilities in our core Digital
3. Optimize business structure for COVID world

Entertainment Segment.
(1) Reshaping Digital Entertainment portfolio
(2) Strengthening publishing structure

SOUARLC CNIX. 25 'BOUARE EMX MOLDINGS GO, LTD.

Medium-term business strategy progress: 1. Strengthening our IP ecosystem

Pursuing initiatives below to strengthen our IP ecosystem

(1) Reshaping Digital Entertainment portfolio
> Cultivate robust IP (including creation of new IP)
»  Boost game development capabilities by establishing new studios,

ME&A, etc.

(2) Strengthening publishing structure
» Enhance global publishing function by appointing
Chief Publishing Officer (CPO)

» Speed up decision-making through integrated group management

SOUARLC CNIX. 26 'BOUARE EMX MOLDINGS GO, LTD.

) . Our intention is to undertake fund raising efforts for our new
Medium-term business strategy progress

Business strategies for achieving our medium-term earnings targets investment domains Separ‘ate from those for our core business,

1. Strengthening our IP ecosystem

and we are considering various possibilities, including potentially
2. Take on new domains

establishing a CVC.

3. Optimize business structure for COVID world

Investing in focus fields

(1) Initiatives to promote Blockchain Entertail d

(2) Investments in focus themes

Medium-term business strategy progress: 2. Take an new domains

(1) Initiatives to promote Blockchain Entertainment domain
®  (Creation of Blockchain Entertainment Business Division (Feb 2022)

®  Season 1 of Shi-San-Sei Million Arthur completed (Mar 2022)

AN
Doge—zwmAE

e

Encouraged by the results and feedback from our NFT business, we have decided o produce a second
season. Our plan Is to incarporate game content Into our service and 1o leverage the development and
operational expertise we have amassed in our existing businesses to explore the potential of earmings

structures, breadth of play, and NFT ownership experiences in the NFT business. The next page

describes ather projects in the planning or development stages
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Medium-term business strategy progress: 2. Take an new domains

(1) Initiatives to promote Blockchain Entertainment domain

4 Blockchain game/entertail

lopment - Project missions
Initiative to establish regulatory clarity and guidelines for blockchain games

Tackling scalability in NFT economic zones and experiences

Issuing exclusive fungible tokens and designing earnings structures/communities (UGC,
governance, guilds, etc.)

world-building, story-focused creatives x launching a new NFT brand and P

4 Establishing an overseas entity
Issuing, managing, and investing our own tokens

Game & service publishing business (establish in countries with wide cryptocurrency adoption)

# Financing

Considering Corparate Venture Capital (CVC) unit

Medium-term business strategy progress: 2. Take an new domains Our materials describe the status of our investment in key
(2) Investments in Key areas areas, but we are also exploring the possibility of undertaking
() Blockchain
“ Animoca Brands [Australia) i i
a_n_lim,ﬁ.cﬁ Game development and operation focused on mU|t|p|e Other InveStmentS'
W blockchain games, an investment business in
THE Web 3.0 space
it THE SANDBOX (H K
SANDBOR prmantand opraionl th decntalzed
metaverse “The SANDBOX"
@ Cloud

Ubitus (Japan)

2 s H H Provides cloud gaming solutions and

S Ubl b us media content streaming solutions to gaming and
telecommunications companies

Considering multiple potential global investments other than those above

I will lastly discuss our financial forecasts for FY2023/3.

As we mentioned in our May 2, 2022 release entitled

Consolidated Financial Forecasts . .
Fiscal Year “Execution of Share Transfer Agreement with Change to
ending March 31, 2023

Subsidiaries,” we are in the process of carefully assessing the
earnings impact of the aforementioned Transaction. This makes

formulating reasonable forecasts difficult at present, so we are

| refraining from providing financial forecasts for FY2023/3 at this

Consolidated Financial Forecasts: time. We will release forecasts as soon as we are able to
Fiscal Year ending March 31, 2023

formulate them.
We are currently assessing the earnings impact of the transaction

described in our May 2, 2022 release entitled “Execution of Share In FY2023/3’ we intend to underta ke ava riety Of initiatives to
Transfer Agreement with Change to Subsidiaries.”

As such, devising reasonable estimates is difficult at present, and pave the Way fOF our aChievement Of the mediu m-term ea rnings
our financial forecasts for the fiscal year ending March 31, 2023

therefore remain pending. targets we have set for FY2024/3, the final year of our medium-
We will disclose our forecasts as soon as we can formulate

reasonable estimates. term plan-

SQOUARLCLCNIX
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SQUARE ENIX HOLDINGS CO., LTD.
FY2022/3 Financial Results Briefing Session Q&A

Date/Time: May 13, 2022 (Fri.) 6:30-7:30 p.m. (JST)

Main speaker: Yosuke Matsuda, President and Representative Director

Q&A

Q: Several of the new HD game titles you have released in the past few years have struggled in terms of
profitability. Could you reflect on that? Could you also describe your thinking on your forthcoming pipeline, as
represented by your growing content production account?

A: We have to admit that multiple HD game titles released in the past two years have struggled in terms of their
performance. Meanwhile, our content production account includes multiple new titles leveraging major existing
IPs, and we are developing them to a very high level of quality. We plan to release information on each of those

titles going forward as developments warrant.

Q: In the past, you had said that you wanted to focus on development efforts that leveraged the strengths of
your individual studios. Does the sale of the multiple overseas studios that you announced on May 2 mean
that you will be focusing exclusively on developing online titles for overseas markets?

A: We will not necessarily be focusing exclusively on online titles, but they do represent a key area of interest for

us going forward, and we intend to develop titles that offer greater scalability and flexibility.
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The plans, forecasts, strategies and ideas described in this material are descriptions of forecasts of future results. These descriptions rely on information available as of the date of production of this material and are based
on assumptions and judgment made by the Company’s management. Readers are advised not to rely solely on these forecasts. Readers should also not assume that these forecasts are accurate or valid information, even
after the date of public release. There are many factors that may cause actual results to vary considerably from the forecasts, and in some cases actual results may be inferior to forecasts.

The information on the future forecasts described in this material is current as of May 13, 2022. The company is not obliged to update or correct forecasts concerning the Company’s future results, including forecasts or
outlook, if new information becomes available and/or events occur after May 13, 2022.



