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Statements made in this document with respect to SQUARE ENIX CO LTD and consolidatedStatements 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. , , p
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     

hi hl titi k t h t i d b th ti i t d ti f d t dhighly 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; andonline 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 g p j q
otherwise.

The financial information presented in this document is prepared according to generally accepted 
accounting principles in Japan.
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1 FY2007* Financial Results1 FY2007* Financial Results1. FY2007   Financial Results1. FY2007   Financial Results
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*FY2007 = Fiscal Year Ended March 31, 2008



FY2007 Results FY2007 Results –– ConsolidatedConsolidated
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FY2007 Results by Segment FY2007 Results by Segment –– ConsolidatedConsolidated
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FY2007 Results FY2007 Results –– Sales by RegionSales by Region
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FY2007 Results FY2007 Results –– Unit SalesUnit Sales
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2 FY2008* Projections2 FY2008* Projections2. FY2008  Projections2. FY2008  Projections
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*FY2008 = Fiscal Year Ending March 31, 2009



FY2008 Projections FY2008 Projections -- ConsolidatedConsolidated
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FY2008 FullFY2008 Full--Year Projections by Segment Year Projections by Segment 
C lid t dC lid t d–– ConsolidatedConsolidated
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FY2008 Projections FY2008 Projections –– Unit SalesUnit Sales
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SixSix--Months Projections by Segment Months Projections by Segment 
C lid t dC lid t d–– ConsolidatedConsolidated
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3 Overview of Taito3 Overview of Taito3. Overview of Taito3. Overview of Taito
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Strategic Intent of theStrategic Intent of thegg
Taito Acquisition Taito Acquisition 

• Revenue streams from amusement businesses

• Synergy with console game business
– Game design
– User interface
– Physical point of contact with customers

• Financial stabilizer
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Operating Income Operating Income 
by Business Segment of Taitoby Business Segment of Taito

(Billions of yen)

Mobile Content

Amusement Operation

Arcade Machine

Others
Consumer Game
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* Figures excluding TAI TO’s subsidiaries before amortization of goodwill
* FY: fiscal year ends March 31 in the following calendar year



Game Arcade OperationGame Arcade Operation
YearYear--toto--year Comparison of Monthly Revenuesyear Comparison of Monthly Revenues

from Existing Outlets from Existing Outlets 

acquisition

100% owned subsidiary

2004/4 2005/4 2006/4 2007/4
TAITO
Company A
Company B
Company C
Company DThrough March, 2008
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p y
Company E
Company F
Company G

Source: Square Enix



4. Challenges and Progress4. Challenges and Progress
toward FY2010* and beyondtoward FY2010* and beyond
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*FY2010 = Fiscal Year Ending March 31, 2011



Development of theDevelopment of theDevelopment of theDevelopment of the
Video Game IndustryVideo Game Industry

Phase 1 1975 ~ 2000
M li ti V ti ll I t t dMonopolistic, Vertically Integrated

Phase 2 2000 ~ 2010
Multi-polarized, Networked

Phase 3 2010 ~
Convergence of Media and 
Content Markets
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*With an accuracy of ± 5 year



(Billions of yen)
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* Figures before 2004 are the total figures of former ENIX and former SQUARE. Figures for former SQUARE from 1991 through 1993, and for   
former ENIX for 1991 and 1996 through 2001 are non-consolidated basis.

* FY: fiscal year ends March 31 in the following calendar year



Challenges to Address for FY2010Challenges to Address for FY2010Challenges to Address for FY2010Challenges to Address for FY2010
(Outset of Phase 3) and Beyond(Outset of Phase 3) and Beyond

- Enhance Content Creation Capabilities

Promote Global Presence

Enhance Content Creation Capabilities

- Promote Global Presence

Foster Strong and Flexible Corporate Culture- Foster Strong and Flexible Corporate Culture

Exceed the Critical Mass- Exceed the Critical Mass
(Recurring Income ¥50±10 billion at minimum)
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MidMid--term Financial Targetterm Financial Target
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* Operating income of TAITO before acquisition
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