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We would now like to begin the Financial Results Briefing
session of SQUARE ENIX HOLDINGS (the “Company”) for the first
half of the fiscal year ending March 31, 2023 (“1H FY2023/3").
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Atsushi Matsuda, Chief Accounting Officer.
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| am Atsushi Matsuda, the Chief Accounting Officer. | will be

providing an overview of our 1H FY2023/3 results.

Financial Results
First Half of Fiscal Year
Ending March 31, 2023

In 1H FY2023/3, the Company booked net sales of ¥163.3

Consolidated Statement of Income
1H, FY2023/3

billion (down ¥5.6 billion YoY), operating income of ¥26.0 billion

[Billions of Yen)

Fiscal Year Ended Fiscal Year Ending . . . -
Ml 2 22 CIED ) (down ¥3.1 billion), ordinary income of ¥45.1 billion (up ¥13.7
H Full Year Resubs 1H Changes
et ssies 1683 652 1623 ss|  billion), and profit attributable to owners of parent of ¥39.4
Operating income: 9.1 59.2] 26.0| (3.1)|
Operating income margin 173%) 16.2%) 15.9%) Lap)| b| | | io n ( u p ¥ 1 6 . 5 b | | | | on ) i
Ordinary income 314 70.7) 45,1 13.7|
Ordinary income margin 18.6%| 19.4% 27.5%| 9.0pt|
Z“’z::;‘::"‘:f “’ 229) 510 334 165,
::]’::::::‘ and 3.4 75 35| 0.1
Capital expenditure 3.5 .1 5.0| 15|
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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
Jjudgment 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 November 7, 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 November 7, 2022.
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Consolidated Statement of Income I will next break down our results by segment.

1H, FY2023/3 by Business Segment

The Digital Entertainment segment posted net sales of ¥117.1

E— S—T
- "'""Lm;a e "" - | billion (down ¥12.3 billion YoY) and operating income of ¥24.5
- % billion (down ¥4.9 billion).
mnmh:: %5 ?;ig 53‘5 Net sales declined YoY in the HD Games sub-segment despite
- E &l the release of such titles as “LIVE A LIVE” and “DRAGON QUEST
. ; % ”: X OFFLINE,” as earnings from new titles were lower than in the

SOUARE CNIX 5 : same period of the previous fiscal year, which had seen the

release of “OUTRIDERS” and “NieR Replicant

Consolidated Balance Sheet
as of September 30, 2022

ver.1.22474487139....”

LA <Liabilites and Not Assetss B
| - | - Net sales rose YoY in the MMO sub-segment thanks to growth
. = = o inmonthly paying subscriber numbers for “FINAL FANTASY XIV.”
e o B BT o —_— While “FULLMETAL ALCHEMIST MOBILE” got off to a strong
Property and equipmant 133 169 {2.5){ Tatal Uabities. LTy 0 15.4)
s | asfeweeemen | w2 sms| start following its August launch in the Games for Smart
T ] ] e ~————1  Devices/PC Browser sub-segment, it was unable to fully offset

SOUARE CNIX s . weakness in existing titles, and the sub-segment’s net sales

therefore declined YoY.

The Amusement segment booked net sales of ¥25.8 billion (up
¥4.8 billion YoY) and operating income of ¥2.5 billion (up ¥1.9
billion). Net sales and operating income rose YoY due to

significant growth in same-store sales.

The Publication segment booked net sales of ¥14.6 billion (up
¥500 million YoY) and operating income of ¥6.0 billion (up ¥100
million). Sales and profits rose YoY thanks to growth in both
digital and print sales, including strong sales of the major hit

comic “My Dress-Up Darling.”
The Merchandising segment posted net sales of ¥7.4 billion (up

¥1.6 billion YoY) and operating income of ¥1.7 billion (down ¥21

million). Sales of new merchandise based on key IP were strong,
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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
Jjudgment 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 November 7, 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 November 7, 2022.
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but the sales mix changed, resulting in higher net sales but
lower operating income than in the previous fiscal year.
This concludes my overview of our 1H FY2023/3 financial

results.

| am Yosuke Matsuda. | will be providing additional details on

how we performed in 1H FY2023/3.

Consolidated Financial Results and
Progress in
Each Business Segment

SQUARLCCNIX

Consolidated Financial Results In 1H, net sales and operating income declined YoY, but net

Net sales i d Yo¥

income rose mainly because we booked gains from foreign

(Billions of yen) (@illions of yen)
o =« exchange and from the sale of shares in affiliated companies.
: I I M
- Pfﬂ::lt‘ Pﬂ::if' P'E::H‘ -
s b o e
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- ) This is a breakdown of the Digital Entertainment segment’s
Digital Entertainment
Met sales and operating income declined YoY at the HD Game sub-segment, due to
2 YoY decline in earnings from new titles pe rforma nce.
HD Games. reach
of multiple new titles . . . .
e Pusing sobcrarumbersfor VAL ANTASY XV rove o Net sales and operating income declined YoY in the HD Games
Gamas for Smart Devices/PC Browser ::;:‘ i
I ) e SUb-segment due to new titles generating lower earnings than
2000 Y 400
00 cas s (35 m those of the previous year, and although “FULLMETAL
w0 = = ALCHEMIST MOBILE” got off to a strong start in the Games for
o 2021/3 11 20221110 P02 o . .
P T —— Smart Devices/PC Browser sub-segment, it was not enough to
— et Sale D (|ef asis) w Operating menme (right as|

SOUARE CNIX = fully offset weakness in existing titles.
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Digital Entertainment -main tittes 1-

This is our HD Games pipeline. We are planning to release

HD Games: Multiple new launches planned, including titles featuring new IP

HD Games: Msjor Hew ttles In FY2023/3

suTzioEss POWER
'WORLD YE R ) {)WASH

@mmm

e e 4

Digital Entertainment -main tities 2-

multiple new titles in 2H, as well.

In the MMO sub-segment, “FINAL FANTASY XIV” and “Dragon

MMO: No expansion

ck releases planned but will focus on retaining users through

Quest X Online” both delivered solid performances.

Digital Entertainment -main tities 3-

This is a list of the main titles in the Games for Smart

Games for Smart Devices/PCBrowser:

d for 2H and beyond

Devices/PC Browser sub-segment.
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Digital Entertainment -pigital vs. Packaged Game sales--

This shows the split between digital and packaged game sales

Braakdown of Digital Entertainment sales

(Billions of yen)
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in the Digital Entertainment segment.

1

#Ya023/3 1K

Packagd Sales
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. ) This slide shows units sold by region in 1H.
Digital Entertainment —units sold by Region—

Solddisks:_ Uni sles o packaged soffware sod i th fscal yeur Sales volume declined sharply YoY, primarily due to the
Downloads: Unit sales of downloaded software sold in the fiscal year
oo P02/ AR e exclusion of sales from IP sold in the divesture of select overseas
Disc Download Total Disc Download Total
et o054 172 227 o073 137 210 studios and IP, which were included in sales volume figures
North America/
2.14 10.64 12.77 1.16] 5.07] 6.24
Euraps through FY2022/3.
Asia, etc. 0.20 1.98 2.18 0.30 0.77 1.07|
Total 2.88 14.34 17.22 2.20 7.21 9.41
e - ) " -
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. ) This chart shows 12-month moving average data.
Digital Entertainment

Note: Content production account balances &
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Digital Entertainment

Note: Trends on financial performance of Digital Entertainment
(]
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Amusement Net sales and operating income rose YoY in the Amusement

SR A0 SP0INE COME (AL TOL UL QD IoY B St e segment thanks to sharp growth in same-store sales compared

(Billions of yen) {Billions of yen)
to the previous year. 1H sales in the Amusement segment were

above pre-pandemic levels. We look forward to further growth

as the weak yen and the easing of entry restrictions attract more

Pk Fraoazi i Fanes 1k

.,  foreign tourists to Japan.
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Publication -bigital vs. Printed Media Sales-

(Billions of yen) Breakdown of Publication sales
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Merchandising
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Medium-term business strategy progress

The Publication segment saw net sales and operating income

increase YoY due to higher digital and printed media sales.

This shows the split between digital and printed media sales in
the Publication segment. Sales in both categories are on the

rise.

Net sales rose YoY in the Merchandising segment, driven by
brisk sales of new merchandise based on key IP. Operating
income was broadly flat YoY partly due to changes in the sales

mix.

Next, | will discuss our progress in our medium-term business

strategy.
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Medium-term business strategy progress We completed the divestiture of select overseas studios & IP, as

Business strategies for achieving our medium-term earnings targets announced in our August 26, 2022 release entitled “Completion

L stiengthening]ovs IPS oyt of Share Transfer with Change to Subsidiaries.”

2. Take on new domains

3. Optimize business structure for COVID world

Divestiture of Select Overseas Studios & IP

(Completed on Aug 26, 2022)

Medium-term business strategy progress As part of our efforts to strengthen our IP ecosystem, we are

Business strategies for achieving our medium-term earnings targets moving forward with the reshaping of our portfolio in the Digital

1. strengthening our [P ecosystem Entertainment segment and the strengthening of our publishing

2. Take on new domains

L . structure.

3. Optimize business structure for COVID world

(1) haping Digital Entertai portfolio

(2) Strengthening publishing structure
Medium-term business strategy progress: 1. Strengthening our IP ecosystem We will focus resources into developing attractive titles for the
(1) Reshaping Digital Entertainment portfolio global market and work on bolstering our internal development

# Further bolster competitive prowess of Group development

studios function. Rather than limiting ourselves to full ownership, we will

®  strengthen internal development capabilities (ind. viaM&A})  jnvest in development studios using a range of capital structures,

®  Focus resources on titles that pursue the global market

thereby enriching our portfolio and achieving sustained growth,
® Develop global content in the mobile business

while diversifying our investment risk.

®  Further advance multi-platform strategy

Medium-term business strategy progress: 1. Strengthening our IP ecosystem As part Of plans to bOISter our pUbI|Sh|ng StrUCturel we are

{2) Strengthening publishing structure working on enhancing our global publishing function through the
» Enhance global publishing function by appointing Chief
Publishing Officers (CPO) appointment of Chief Publishing Officers (CPOs).
® Optimize organization to support more digital sales
® Expand opportunities to provide content (i.e., sales
channels), including via PC
® Step up collaboration with development studios in Japan
and overseas

® Speed up decision-making through integrated group

management
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Medium-term business strategy progress Our work in taking on new domains is largely focused on

Business strategies for achieving our medium-term earnings targets  blockchain entertainment. Despite volatility in the value of
1. Strengthening our IP ecosystem cryptocurrencies, we view our efforts in the blockchain
2, Take on new domains . . . o

entertainment domain as very important initiatives from a long-

3. Optimize business structure for COVID world

- ) term perspective.
Investing in focus fields

(1) Initiatives to p Blockchain Entertai domai

(2) Investments in focus themes

Medium-term business strategy progress: 2. Take on new domains In the fleld Of b|0CkChain game/entertainment developmentr

(1) Initiatives to promote Blockchain Entertainment domain

we are engaged in projects such as “Shi-San-Sei Million
4 Blockchain game/entertainment development efforts:

Multiple projects underway Arthur” and “SYMBIOGENESIS.”

*  Explore business structure/earnings potential of NFT business

Shi-san-Sei Million Arthur
* Fourth round of sales (Aug-Sep 2022) [
G
+ Sales of Million Arthur 10% anniversary set 3\')2"//?"_
(et 2022) -+ Sold out
* Issued a total of 100,000 NFTs

+ Game contentin development (Slated for release this winter)

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

(1) Initiatives to promote Blockchain Entertainment domain

4 Blockchain game/entertainment development efforts:
Multiple projects underway

+  Explore businesses leveraging public blockchains

SYMBIOGENESIS (In development)

¥

+ Entertainment contentwhere the story unfolds

based on players’ strategic moves

* Qurfirst sales of NFT collectible art featuring new IP

+ Collected digital art with various functions and a dedicated community

Medium-term business strategy progress: . Take on new domains We are working on several initiatives involving investment in the

(1) Initiatives to promote Blockchain Entertainment domain blockchain entertainment domain, as we believe it important to

4  Investment selection policy

Prioritize strategic returns to the entire business and select companies capable of

collaborate with a variety of business partners.

providinga stronger commitment as a business partner

Minimize dewnside risk by taking minority stakes; primarily select start-ups, placing

focus on gaining insight into/exploring the domain

4 Diversification of Investment Vehicle

Considering establishing a Corporate Venture Capital (€V€) unit

#  Establishing an overseas entity [under review)
*  Crestes Web3.0 business

+  Game & service publishing business toward countries with wide cryptocurrency

adoption: Explore token economy operations, user community with FT issued
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Medium-term business strategy progress: 2. Take on new domains

(2) Investments in Key areas
The following are newly disclosed projects
@) Blockchain
# ZEBEDEE (UsA)
A next-gen FinTech platform built on Bitcoin. Lets games integrate ZEBEDEE

new dels with fully-p instant
# Blocklords (Estonia)
Medieval online strategy game powered by users. BLOCKLORDS
# CrossThe Ages (France)
Collectible NET Trading Card Game based on 7 fantasy and T]‘[( CROSS THE AGES
scifi novels, e o
@ Cloud

# Blacknut (France)
Cloud gaming service dedicated to the general public, -
distributed both directly to consumers and B28 through ISPs, {Blacknut
device manufacturers, OTT services & Media companies.

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

(2) Investments in Key areas
The following are already disclosed investment project

@ Blockchain

# Animoca Brands (Australia)
Game pment and operation focused on
games, an investment business in THE Web 3.0 space

4 THE SANDBOX (Heng Kong) ni
Development and operation of the SANDBOH
decentralized metaverse “The SANDBOX”

@ cloud

# Ubitus [lapan)
Provides cloud gaming solutions and j i’ UblbUS
media content streaming solutions to gaming and
telecommunications companies

Investment portfolio on new domains

BLOCKLORDS

oM+
{estonin) 5.« Ubibus
%5 Blacknut

{apan]
IFrance)

| ZEBEDEE
SANDBOK =
{Heng Keng)

A1 TGS

{France)

imeca
a:nlﬂ'l“: %

[Auseralis)

Consolidated Financial Forecasts
Fiscal Year
ending March 31, 2023

Multiple other global investments underway in addition to the above

This slide shows some of the new investments we are making in

the blockchain and cloud domains.

Here we show previously announced investment projects.

This chart shows our investment portfolio in new domains.

Lastly, | would like to discuss our forecasts for FY2023/3.
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Consolidated Financial Forecasts: Our FY2023/3 financial forecasts remain pending.
Fiscal Year ending March 31, 2023
Not disclosing as reasonable caleulations difficult due to: We are refraining from providing financial forecasts due to our
@ MNeedto carefully assess cost of transferring IT systems, etc. in conjunction ongoing assessment of the Costs Of transferring Contro| Of
with divestiture of overseas studios, which by its nature, has ramifications

beyond the point of sale

divested overseas studios, the impact of global supply chain

@ Impact to sales of new titles (including AAA) due to disruptions in the global
Iy chail . . . .

SUpRIy chain disruptions on sales of major new titles and other products, the

3) Impact to ordinary and net income lines from forex volatility

impact of foreign currency swings on ordinary and net income,

@ Potential for macroeconomic uncertainty to result in changes of
consumption trend

and the difficulty in forecasting changes in consumption owing

TSOUAREENIX. > T e to macroeconomic uncertainty.

We designated FY2023/3 as a year in which to lay the
foundations that will enable us to achieve our medium-term

earnings objectives, but we still intend to pursue YoY growth in

Financial Results
SOUAREENDX. | Briefing Session

Six-Manth Period Ended September 30, 2022

sales and profits.

November 7, 2022
SQUARE ENIX HOLDINGS 0O, LTD.
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SQUARE ENIX HOLDINGS CO., LTD.
1H FY2023/3 Financial Results Briefing Session Q&A

Date/Time: November 7, 2022 (Mon); 6:30-7:30 pm (JST)

Main Speaker: Yosuke Matsuda, President and Representative Director

Q&A
Q: What was the reason for the QoQ decline in the operating income margin in Q2 in the Digital Entertainment segment?
A: This was mainly due to development cost amortization and advertising costs associated with new titles released at the

end of Q2 outweighing the sales that they had generated at that point in time.

Q: You said you were aiming for profit growth in FY2023/3. How do you intend to catch up in 2H?
A: In 2H, we plan to release a variety of new titles, including FORSPOKEN. In addition, based on market trends in 1H, we

will also strive to recognize growth in other segments.

Q: My understanding had been that FY2023/3 was to be a year of advancing structural reforms designed to improve
profitability. However, you said you are targeting profit growth this year as well. How do you intend to deliver both
structural reform and profit growth at the same time?

A: We do not dispute that the implementation of the structural reforms will have an impact on our earnings, but we

nonetheless intend to pursue growth by releasing multiple new titles in the HD Games sub-segment in 2H.
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