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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 
business and mobile 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 this material were valid at the time this 
material was 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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１１. . Who is SQUARE ENIX?Who is SQUARE ENIX?

2. 2. Our VisionOur Vision

３３. . Our Business StrategyOur Business Strategy
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Sold over 60 million units worldwide.Sold over 60 million units worldwide. Sold over 35 million units worldwide.Sold over 35 million units worldwide.

(Million units)(Million units)

Japan

US & Europe

(as of March 31, 2004)

SQUARE ENIX: Holder of two of the most SQUARE ENIX: Holder of two of the most 
successful game seriessuccessful game series
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SQUARE ENIX: One of tSQUARE ENIX: One of the largest digital he largest digital 
content companies in the worldcontent companies in the world

Market Capitalization Market Capitalization (as of June 18, 2004)(as of June 18, 2004)
(Millions of USD)

(Source: Bloomberg Data compiled by SQUARE ENIX.)
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CAPCOM

THQ
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(USD1=JPY110, USD1=EUR1.17, USD1=KRW1,170) (SCE’s data is as of November 28, 2003 according to a Nikkei article.)
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FY2003 Results FY2003 Results ＆＆ FY2004 ProjectionsFY2004 Projections
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FY2004 Projections by Segments 
(Consolidated)
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Historical Consolidated Operating Incomes

FY1994-1999: Former ENIX results
FY2000-2001: Total figures of former ENIX and former SQUARE

(Billions of Yen)

Operating Income Operating Margin

12.8

16.2
17.1 17.1

21.5

19.3

17.4

8.3

11.6

5.3

9.4

21%
26%

9%
14%

17%

9%
14%

21%

28%

31% 28%

FY2004
projections

FY2003FY2002FY2001FY2000FY1999FY1998FY1997FY1996FY1995FY1994
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North AmericaTitle lineup Platform JAPAN

FINAL FANTASY I･II ADVANCE

FINAL FANTASY VII ADVENT CHILDREN

FINAL FANTASY XI Chains of Promathia

FINAL FANTASY XII

DRAGON QUEST VIII

TORUNEKO NO DAIBOUKEN 3 ADVANCE 

KINGDOM HEARTS II

KINGDOM HEARTS - CHAIN OF MEMORIES

FRONT MISSION 4

FRONT MISSION ONLINE

FULLMETAL ALCHEMIST and the Broken Angel

FULLMETAL ALCHEMIST 2

STAR OCEAN: Till the End of Time

MUSASHI  - SAMURAI LEGEND

EVERQUEST II

EGG MONSTER HEROES (provisional title)
・
・
・

FINAL FANTASY

DRAGON QUEST

OTHER UPCOMING TITLES

TBDGBA 2004/07/29

TBDDVD・PSP 2004

2004 autumnPS2・PC 2004 autumn

2005PS2 2004 winter-2005 spring

TBDPS2 Ｗinter

TBDGBA 2004/06/24

TBDPS2

GBA

PS2

PS2・PC

PS2

PS2

PS2

PS2

PC

DS
・
・
・

TBD

2004 autumn2004 autumn

Now on saleNow on sale

TBD2005

2005 springNow on sale

TBDTBD

2004/8Now on sale

WinterTBD

N.A.2005

TBDTBD
・
・
・

・
・
・
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(Thousand)

SQUARE ENIX: Already the top player 
in online gaming

FFXI

Cross Gate

Title Provider Main Service Regions

SQUARE ENIX

SQUARE ENIX

Launch 

2002/05  

2001/07  

Users  

500***

100 ** 

(2004/03)  

(2004/03)  

Japan,US 

China 

SOE 1999/03  Ever Quest 430 *** (2003/12)  US 

WEMADE 1999/06  (2004)The Legend of Mir3 350 ** China 

Ragnarok Online 325 **

300 * (2003/12) 

(2004/02) Gravity 2001/11 Taiwan

US SOE 2003/06  Star Wars Galaxies

EA 1997/10 (article)Ultima Online 250 *** US 

NC SOFT 1998/09Linege 138 ** (2004/03) Korea

* Registered Users 　*** Active Users
** Concurrent Users (Source:SQUARE ENIX)
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Final Fantasy and Dragon Quest are the key 
content of NTT DoCoMo’s new 3G phone

• NTT DoCoMo has chosen 
Final Fantasy and Dragon 
Quest as the key content for 
the new 3G phone 900i 
series. Aim is to highlight 
the phone`s advanced 
capabilities.

• Pre-installed in handsets by 
Panasonic and NEC

• Featured heavily on TV 
advertisements: 2 out of 3 
featured games were Square 
Enix products
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Publication Segment :
Enhanced Exploitation of Content

12 million copies

・Vol. 7 of the comic recorded #1 sales during the first week 
of its  release (2004/3/22) in the comics category

・Winner of the 49th Shougakukan Manga Award

Comics, Novels, etc.
｢ FULLMETAL ALCHEMIST｣

・Novels ranked among top 10 for 4 months running 
in the novel category.

Game Strategy Guide
　｢ FINAL FANTASY X｣ 3,950K copies

・
・

(Ref.) Domestic Game Sales of 
“FINAL FANTASY X”: 2,670K units
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１１. . Who is SQUARE ENIX?Who is SQUARE ENIX?

２２. . OurOur　　VisionVision

３３. . Our Business StrategyOur Business Strategy



14

Network will fundamentally change 
the entertainment

Network is the Game

Everything plays Games
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Network is the Game: Communications 
among users are vital to network content

Software
•Communications 
among users

•Content generated by
users

・
・

・
・

• Sophisticated 
Scenarios

• Advanced graphics 
with technologies 
such as 3D

• High-quality Music

Community

・
・
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Everything plays Games: Advanced 
terminal technology changes the way 
users access content

Terminals Content

Access from anywhere

Access to everything
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New entertainment will transform
the industry architecture

NowNow FutureFuture

PS/PS2 X-box

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. Close 
relationship with platform technology holders become 
important

– Terminal and network differences will become less 
important. Customer ownership shifts to content 
provider

– Community management conforming to customers’
needs become key factor for success



18

１１. . Who is SQUARE ENIX?Who is SQUARE ENIX?

２２. . OurOur　　VisionVision

３３. . Our Business StrategyOur Business Strategy
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In response to the new industry 
architecture, our strategy is to…

Enhance Community Management

Deploy “Polymorphic Content”

Formulate the New Platforms
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Deploy “Polymorphic Content”

Traditional model of 
Secondary use of content　　　　　　　　　　　　 “Polymorphic Content”

Game

Movie
DVD Others

Novel

Original
Concept

・The secondary content is a mere porting of 
the original to a different format.
・Number of customers decreases as the content

is deployed in different formats sequentially.

Game

Movie
DVD Others

Novel

・Original concept created at higher abstract level
can be a “polymorphic” content.

・Content makers with interactive design capabilities,
which is the most scalable but difficult, 
have competitive advantage.
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Actions to the formulate the new 
platforms

Acquisition of 
UIEvolution,Inc.

•Acquired the advanced network
technology 

Collaboration with Intel

Enhance Global Business

•Collaboration in platform
technologies such as
semiconductors, chipsets, etc.

•Establish full line businesses 
in all regions

・
・
・
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< < Appendices >>
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