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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. FY2007*  FirstFY2007*  First--Half PeriodHalf Period
Financial ResultsFinancial Results

*FY2007 = Fiscal Year Ending March 31, 2008
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FY2007 FirstFY2007 First--Half Period Results Half Period Results -- ConsolidatedConsolidated
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FY2007 FirstFY2007 First--Half Period Results by Segment Half Period Results by Segment 
-- ConsolidatedConsolidated
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FY2007 FirstFY2007 First--Half Period Results Half Period Results –– Unit SalesUnit Sales
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FY2007 FirstFY2007 First--Half Period Results Half Period Results –– Sales by RegionSales by Region
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DRAGON QUEST MONSTER BATTLEROADDRAGON QUEST MONSTER BATTLEROAD

・ Launched full-service in July 2007
　(pre-launched on June 20, 2007)

・ Aprx 3,500 installation base
as of July 31, 2007

・ Aprx 10,000 yen of average daily
revenue per unit
(average figure from June 20, 2007 through Sep. 30, 2007)

・ Aprx 31.7 million copies of cards
shipped as of Sep. 30, 2007

(C)2007 ARMOR PROJECT/BIRD STUDIO/SQUARE ENIX All Rights Reserved.
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Average daily revenue in yen

Kids Card Games OperationKids Card Games Operation

TOP 10 average daily revenue (Apr. 2007 through Sep. 2007)

Average daily revenue in yenOther kids card games

Average rate of the first-month after launch for machine “A”
(DQMB’s first-month average rate was 19,000+ yen)
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*Average daily revenue of other kids card games (Apr. 2007 through Sep. 2007)
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TAITOTAITO’’s Game Arcade Operations Game Arcade Operation
Ratio of Revenues from Existing Outlets Ratio of Revenues from Existing Outlets 

(in comparison to the same month of previous year)(in comparison to the same month of previous year)

Source: Square Enix
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2. 2. FY2007* ProjectionsFY2007* Projections

*FY2007 = Fiscal Year Ending March 31, 2008
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FY2007 Projections FY2007 Projections –– ConsolidatedConsolidated
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FY2007 Projections by Segment FY2007 Projections by Segment –– ConsolidatedConsolidated
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FY2007 Projections FY2007 Projections –– Unit SalesUnit Sales
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The financial statements in this material have been reflected the changes disclosed on December 14, 2007,
which were due to a subsequent event occurred after the disclosure of financial results as of November 19, 2007.


