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Disclaimer

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.

These statements include pro-forma for historical data that reflect the aggregation of former
two companies' operating results (former ENIX and former SQUARE).
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第1部　2004年3月期中間決算実績

1.1.　　FY2003* First Half ResultsFY2003* First Half Results

*FY2003 = Fiscal Year Ended March 31, 2004
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中間決算実績（連結）

FY2003 First Half Results FY2003 First Half Results -- ConsolidatedConsolidated
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中間決算実績（連結）－事業別セグメント

FY2003 First Half Results FY2003 First Half Results –– Consolidated SegmentsConsolidated Segments
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中間決算実績（連結）－パッケージ販売本数

FY2003 First Half Results FY2003 First Half Results –– Unit SalesUnit Sales
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中間決算実績（単体）

FY2003 First Half Results FY2003 First Half Results –– Parent CompanyParent Company
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中間決算実績（連結）－連結子会社

FY2003 First Half Results FY2003 First Half Results –– SQEX and Consolidated SubsidiariesSQEX and Consolidated Subsidiaries
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第2部　2004年3月期通期事業計画

2.2.　　FY2003* ProjectionsFY2003* Projections

*FY2003 = Fiscal Year Ended March 31, 2004
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通期事業計画（連結/単独）

FY2003 Projections FY2003 Projections –– Consolidated / Parent CompanyConsolidated / Parent Company
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通期事業計画（連結）－事業別セグメント

FY2003 Projections FY2003 Projections –– Consolidated SegmentsConsolidated Segments



12

ゲーム事業

FY2003 Projection FY2003 Projection –– Unit Sales Unit Sales 
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オンラインゲーム事業

Game (onGame (on--line) Segment line) Segment -- Expanding steadilyExpanding steadily

PlayOnlinePlayOnline Registered SubscribersRegistered Subscribers CROSS GATECROSS GATE SubscribersSubscribers
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May 2002
FINAL FANTASY XI (PS2)
released in Japan

Nov. 2002
FINAL FANTASY XI (PC)
released in Japan

Apr. 2003
“Rise pf the Zilart”
expansion (PS2/PC)
release in Japan

Oct. 2003
FINAL FANTASY XI (PC)
released in North America

Mar. 2004 (scheduled)
FINAL FANTASY XI (PS2)
to be released in North America

China

Taiwan

Japan
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モバイル・コンテンツ事業

Mobilephone Mobilephone Content Segment Content Segment –– Growing rapidlyGrowing rapidly

FY2000 FY2001 FY2002 FY2003
1st half 　2nd half 1st half   　2nd half 1st half   　2nd half 1st half  　2nd half(E)

(Billions of Yen)
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Growth of Revenue from Growth of Revenue from MobilephoneMobilephone ContentContent
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出版事業

Publishing Segment Publishing Segment –– ““FULLMETAL ALCHEMISTFULLMETAL ALCHEMIST””, an enhanced exploitation of content, an enhanced exploitation of content

Feb. 2002 Aug. 2002 Feb. 2003 Aug. 2003

(Thousand copies)
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Cumulatibe Cumulatibe Sales Volume of the Comic Books Sales Volume of the Comic Books ““FULLMETAL ALCHEMISTFULLMETAL ALCHEMIST”” SeriesSeries

Jun. 2003
TV cartoon series of “FULLMETAL ALCHEMIST” announced in July issue
of Monthly GANGAN magazine / Volume 5 of the comic book released

Oct. 2003
TV cartoon series of “FULLMETAL ALCHEMIST” started / 
Volume 6 of the comic book released
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第3部　中期経営戦略

3.3.　　Midterm StrategyMidterm Strategy
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スクウェア・エニックスの経営戦略

Continue to exploit Continue to exploit 
current franchisecurrent franchise

Enhance global businessEnhance global business

Expand into online game Expand into online game 
and and mobilephonemobilephone content content 

businessesbusinesses
Create new entertainmentCreate new entertainment

SQUARE SQUARE ENIXENIX’’ss Business StrategyBusiness Strategy
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ネットワークによる事業構造変化

Online Game MarketOnline Game Market MobilephoneMobilephone Game MarketGame Market
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Online game and Online game and mobilephonemobilephone content markets are growing rapidlycontent markets are growing rapidly

Research firms expect rapid growth in both markets

（Source:INFORMA MEDIA GROUP “The Dynamics of Games” 3rd edition, August 2003 )

• Market size doubles in each area within 
2 years

• More than quadruple growth in North 
America, Europe, and Asia

• U.S. market will be as large as current 
Japanese market
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地域別マーケット予測

Network brings fundamental change of business modelNetwork brings fundamental change of business model

… …

NowNow FutureFuture

Content

Network

Terminal

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

– Product out oriented mindset

– Open network will break the vertical 
integration.Terminal specification adapt open 
standards. Close relationship with many of 
platform technology holders become important.

– Relevance of terminal and network differences 
diminish. Customer ownership shifts to content 
provider

– Community management to capture customers’
needs and reflect them to the service become key 
factor for success
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PlayOnline

Alliances to 
broaden business 

domain

Full-line business 
in all regions

Creation of new 
entertainment

This and Next YearThis and Next Year MidtermMidterm

• U.S.: Started self publishing
Started online game business
Will start mobile phone content

• Europe: Will start mobile phone content
• Asia: Started mobile phone content in Taiwan

Will start mobile phone content in China 
and Korea

• Establish full-line business in 
all regions

• Collaboration with Intel in games for PC and 
mobile devices
・
・

• Close relationship with 
platform technology players

• Alliances with other players to 
seek best business structure

• Collaboration with other 
content providers

• Creation of new 
entertainment utilizing cross 
media

• “Kenshin (God of Sword) DRAGON QUEST”: 
New way of controlling game using “sword”

• “Final Fantasy VII Advent Children”: Video 
footage

• Enhancement of PlayOnline (3 Multi: platform, 
country, and content)

Action plan to realize strategic goalsAction plan to realize strategic goals
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