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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 are 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 these materials were valid at the
time these material 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 are included pro-forma for historical data reflect the aggregation of former two
companies' operating results (former ENIX and former SQUARE).
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: Who is SQUARE ENIX? /

We are the leading digital
content company.

Our original, quality products
generate high profitability.
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: SQEX holds 2 of most successful game franchises in Japan, /

FF (NES&PS&Other) —
FFIl (NES&PS&Other) _ Sold over 45 million units worldwide
FFIII (NES) _ m Japan
FFIV (SNES&PS&Other) — = Abroad
Frv (sNEsgrs) [N
FFVI (SNES&PS) I

FFVII (PS&PC)
FFVIII (PS&PC)
FFIX (PS)

FFX&X-2 (PS2)

FFCollection(NES&PS)

I

(Thousand units)

0 1,000 2,000 3,000 4,000 5,000 6,000 7,000 8,000 9,000 10,000
(as of March 31, 2003)
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: SQEX holds 2 of most successful game franchises in Japan, /

DQ (NES)

@

DQII (NES) Sold over 30 million units worldwide

DQI&II (SNES&GB)

DQIIl (NES&SNES&GB)
DQIV (NES&PS)

DQV (SNES)

DQVI (SNES) B Japan
DQVII (PS) Abroad
DOM (GB)

DOM?2 (GB)

DQM1&2 (PS)

DQMC (GBA) (Thousand units)

0 1,000 2,000 3,000 4,000 5,000 6,000
(as of March 31, 2003)
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: ...which makes SQEX the No.1 game seller in Japan. /

Unit Sales of Game Console Software*

sQuare enix | - 02"

NINTENDO 17,698

KONAMI 13,600
SCE I 8,631
BANDAI 8,036
CAPCOM 7,131
NAMCO 5,004
KOEI 2,838
SEGA 2,194

Other 10.005 (Thousand Units)

0 5,000 10,000 15,000 20,000 25,000

* Ranked by unit sales of top 30 selling console game software (excluding handheld types)
in each fiscal year during FY1998 through 2002.

(Source:Media Create Co., Ltd.)
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: SQEX is the 4th largest digital content company in the world. /

Market Cap (as of July 23, 2003)

SQUARE ENIX(JP) —2,037
N

NINTENDO(JP) :

ELECTRONIC ARTS(US) :

KONAMI(JP) :
BANDAI(JP) | 2,002

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

| 11,926
11,034

SEGA(JP) | 1,403

KOEI(JP) 1,225

TAKE-TWO INTERACTIVE SOFTWARE(US) 1,093
ACTIVISION(US) | 1,040
NAMCO(JP) | 923
NCSOFT CORPORATION(KR) 842
THQ(US) 665
CAPCOM(JP) | 587
INFOGRAM ENTERTAINMENT(EU) | ]448

(Millions of U.S.9$)

0 500 1,000 1,500 2,000 2,500

(Exchange Rate:USD1=JPY119/USD1=EUR1.15/USD1=KRW1,180) (Source:Bloomberg Data compiled by SQUARE ENIX)
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SQEX single-mindedly focuses on creating original products,

SQEX internally holds all functions necessary to
create original products of the highest quality.

Scenario
Music/Sound | Quality

2D/3D CG Assurance
Programming

Plan

Original
Contents

Mobile Game
SQEX retains all

intellectual

property rights.
Video (TV/Movie/DVD)
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: ...which contributes to SQEX’'s high profitability, /

EBITDA Margin (in Current Fiscal Year)

SOUARE ENIX(JP)
(former ENIX + former SQUARE) 31.0

NINTENDO(JP) |20.8

ELECTRONIC ARTS(US) 25.4
KONAMI(JP) 14.9

BANDAI(JP) |13.8

SEGAWP) [ ]12.3

I
I
I
I
I
I
I
I
I
I
I
KOEI(JP) :
TAKE-TWO INTERACTIVE SOFTWARE(US) 17.0 :
I
I
I
I
I
I
I
I
I
I
I
I
1

42.0

ACTIVISION(US) |24.0
NAMCO(JP) |13.4

NCSOFT CORPORATION(KR)
THQ(US) 25.5

61.5

CAPCOM(JP) |14.5
INFOGRAM ENTERTAINMENT(EU) | (0.1)

(%)

0.0 10.0 20.0 30.0 40.0 50.0 60.0
(Source:Bloomberg Data compiled by SQUARE ENIX)
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: more, /

Operating Margin (in Current Fiscal Year)

SOUARE ENIX(IP) | >7. 7
(former ENIX + former SQUARE) )
NINTENDO(JP) [19.9
ELECTRONIC ARTS(US) 21.7

KONAMI(JIP) (8.6)
BANDAI(JP) | 10.6

|

|

|

|

|

|

|

|

] |
SEGA(JIP) | | 4.7 !
KOEI(JP) |
TAKE-TWO INTERACTIVE SOFTWARE(US) 15.5 |
|

|

|

|

|

|

|

|

|

|

|

|

|

40.0

ACTIVISION(US) |11.0

NAMCO(JIP) | |6.1

NCSOFT CORPORATION(KR)
THQ(US) 5.1
CAPCOM(JP) ] 10.9

49.8

INFOGRAM ENTERTAINMENT(EU) [ | (9.1)

-10.0 0.0 10.0 20.0 30.0 40.0 50.0 (%)
(Source:Bloomberg Data compiled by SQUARE ENIX)
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: and further more. /

ROE (in Current Fiscal Year)

SOVARE ENIXIIP) | -
(former ENIX + former SQUARE) :

NINTENDO(JP) | 7.4 |
ELECTRONIC ARTS(US) 1120.9
KONAMI(JP) ;; (24.6) :
BANDAI(JP) |11.3 :
SEGAWJP) [ 3.6 i
KOEI(JP) 146 |
TAKE-TWO INTERACTIVE SOFTWARE(US) | 24.8
ACTIVISION(US) |12.9 :
NAMCO@JP) [ 143 |
NCSOFT CORPORATION(KR) | 32.9
THQ(US) 3.2 i
CAPCOM(JP) | :) (35.3) |
INFOGRAM ! ,
ENTERTAINMENT(EU),_| N (34.2) . J .
-10.0 0.0 10.0 20.0 30.0 (%)

(Source:Bloomberg Data compiled by SQUARE ENIX)
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: Where are playing? /

Online/Mobile will become an integral part of
the digital content business

Fundamental Shift in Customer Ownership

US/European console-based game markets are
growing, while Japanese market saturates.
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Online/Mobile as an integral part of the digital content business

Japanese PC Online Content Market Japanese Mobile Content Market
(Billions of USD) (Billions of USD)

3.0 r 25 r
20

20 r
15 r
1.0 r

1.0 |
05

0.0 ' ' ' 0.0

2001 2002 2007E 2001 2002 2007E

(Source:Ministry of Public Management, Home Affairs, Posts and Telecommunications, Japan
(Exchange Rate:USD1=JPY120) “WHITE PAPER 2003 Information and Communications in Japan”)
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: Fundamental Shift in Customer Ownership /

Now Future

Content

Network

open network

Terminal

N &
Customer m ﬁ ! kil
ot ﬂ? L / \Vf \ . L¥

——

- Vertlcally mtegrated - Boundaries diminishing
- Terminal makers hold - Content providers hold
customer ownership customer ownership
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: US/European markets growing, while Japanese market saturates /

World Game Console Software Market

(Millions of USD)

15,000
[ JE (Q/r | -
10,000 Uropesoine
North America
5,000
Japan
0

FY1994 1995 1996 1997 1998 1999 2000 2001 2002 2003E 2004E
*FY2002 = Fiscal Year Ended March 31,2003
(Source:Company data collated by SQUARE ENIX)

SQOUARL ENIX. 16 SQUARE ENIX CO., LTD.




: Our Business Strategy /

Continue to exploit
current franchise In
cost-efficient manner

Enhancement of
Global Business

Expansion Into

Online/Mobile Strategic Initiative
Segments

In summary, SQEX’s goal is to become an innovative and creative

leader in the global digital content industry. In this promising market,
SQEX will be able to capture growth and profitable opportunities.
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: Our Business Strategy /

Continue to exploit current franchise in cost-efficient manner

SQEX continues to exploit its
current franchise, among
others, FINAL FANTASY and

FINAL FANTASY XlI, DRAGON
QUEST VIl and other multi
million-seller series are in the

DRAGON QUEST. pipeline for the next two
years.

SQEX employs cost-efficient FINAL FANTASY X-2, the first

development methodologies, sequel to FINAL FANTASY X

such as reusing existing
digital content assets.

In the FINAL FANTASY series,
has been extremely profitable,
proving the advantage of
such methodology.
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: Our Business Strategy /

Enhancement of Global Business

Reconstructs own
distribution channel.

- Growth and profit
opportunities in
the global market

Marketing
and
distribution
are crucial
for success

Resumes publishing
own digital content
products in major
countries.

- SQEX products’

proven appeal for
global market

Has been providing
online game service
through joint venture
company

- SQEX’s stable
supply of quality
products

>Z—TITO0O
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: Our Business Strategy /

Expansion into Online Segments

Title Provider Since # of Subscribers | Service Areas
AN T Japan onl
Final Fantasy Xl |SQUARE ENIX 2002/5 105K *2 P Y
617K *3 (soon U.S.)
Sony Online 118K *2 U.S., Europe,
EverQuest Entertainment 1999/3 430K *5 Korea, Japan, etc.
UltimaOnline Electronic Arts| 1997/10 250K *5 corea. Jamam e,
Japan,
Cross Gate SQUARE ENIX 2001/7 10M *4 China &
Taiwan
Lineage 300K *2 Korea, Taiwan,
NC Soft 1998/9 2 oM *5 0s. & sapan
RAGNAROK . Korea, Taiwan,
Oonline Gravity 2001/11 2.5M *4 China & Japan
The Regend of |Wemade * Korea, China
Mir2 Entertainment 2001/3 280K *2 &Taiwan

SQUARE ENIX. 20

*1:
*2:
*3:
*4:
*5:

Registered Subscribers
Concurrent Users
Subscribed Characters
Cumulative Subscribers
Active Subscribers
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: Our Business Strategy /

Expansion into Mobile Segments

Jactical

ue

Tl 62 i)

[-%%w{—‘zsam-,. |
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: Our Business Strategy /

— e~

Integrated Cross-Media Digital Contents

Non-
interactive

Interactive
Movie

Mobile

Phone
Wallpape
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: Mid-term Segment Image /

Estimated Revenue and Operating Income (FY2003%*)

(Million of USD: 1USD=¥120)

Sub-total | Operating %
Segment Area Revenue @) income (b) | (b/a)

Console Japan 217

Game North America 83 321 131 41%
Software |Europe 21
Japan 63

Online Game |North America 8 84 23 28%
Asia 13

Mobile 29 12 43%

Publishing (Book & Magazine) 72 23 31%

Other 16 4 26%0

Eliminations - (41) -

Total 522 152 29%

SQUARLE ENIX.

23

* Fiscal Year to be ended on March 31, 2004
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: Mid-term Segment Image /

console
Soltware
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Corporate Profile

Name:

Headquartered in:

Date of closing accounts:
Listed on:

Market Capitalization:
Common Stock:

Number of Shares issued:
Number of employees:
Directors:

URL:

SQUARE ENIX CO., LTD.
Shibuya-ku, Tokyo, Japan
March 31
The First Section of the
Tokyo Stock Exchange
242,430 million (as of July 23, 2003)
6,940 million (as of July 23, 2003)
109,945,618 (as of July 23, 2003)
1,293 (as of June 30, 2003)
Yasuhiro Fukushima
(Rep. Director & Chairman)
Yoichi Wada
(Rep. Director & President)
Keiji Honda
(Rep. Director & Vice President)
Yukinobu Chida
Hisashi Suzuki
Makoto Naruke
(President and CEO of Inspire
Corporation, former President of
Microsoft Japan )
http://www.square-enix.co.jp/

SCUARE ENIX.

Two of the digital content industry’s leading
companies, ENIX CORPORATION (ENIX) and SQUARE
CO., LTD. (SQUARE), merged on April 1, 2003 to form
a new company, SQUARE ENIX CO., LTD. (SQUARE
ENIX).

Headquartered in Tokyo, Japan, SQUARE ENIX
develops, publishes and distributes advanced digital
contents including interactive entertainment software
and publications in Japan, North America, Europe and
Asia.

SQUARE ENIX brings two of Japan’s best-selling
franchises - FINAL FANTASY, which has sold over 45
million units worldwide, and DRAGON QUEST (DRAGON
WARRIOR in North America), which has sold over 30
million units worldwide - under one roof. SQUARE
ENIX is now the fourth largest digital content company
in the world in terms of market capitalization, going
after two big players in the industry, Electronic Arts
and Nintendo.

SQUARE ENIX's commitment to creating original
products of the highest quality makes it one of the top
3 digital content companies in the world in terms of
profitability.

SQUARE ENIX is broadening its business horizons
to online/mobile and other promising areas.

SQUARLE ENIX.
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Management Profile

Yoichi Wada
President

Yoichi Wada, born in 1959, is the president of SQUARE
ENIX.

Prior to current role at SQUARE ENIX, Mr. Wada was
named positions in SQUARE, as CFO in June 2000, COO in
September 2001, and President and CEO in December 2001.
Immediately after joining SQUARE, Mr. Wada got to work
on reorganization and revitalization of the company. As a
result of the reform of the management system, SQUARE’s
profitability has recovered dramatically for a short period of
time, and the company recorded the highest operating
margin in its history in fiscal year 2002. In April 2003,
under Mr. Wada’s leadership, the merger between ENIX and
SQUARE was accomplished with a strategic intent to be
well prepared for coming changes in the digital content
industry.

Prior to joining SQUARE, Mr. Wada had been
developing his career with Nomura Securities Co., Ltd.
since 1984. He served in Corporate Strategy Division,
Investment Banking Division, and Controller Division. He
played a key role in introducing of consolidated
managerial accounting system and risk management
system in Nomura Securities companies worldwide. Mr.
Wada received a bachelor’s degree in law from The
University of Tokyo.

SQUARLE ENIX.
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Mr.Wada played a key role in SQUARE’s turn-around

Former SQUARE historical results

(Millions of Yen) (%)

Il Operating Income

15,000 [ 1 450
Net Income
10,000 r —— Operating Margin 1300
5,000 15.0
0 0.0
5,000 - 16,554 - -15.0

FY1998 1999 2000 2001 2002
(FY2002 = Fiscal Year Ended March 31, 2003)

Game software unit shipments (Thousand units)

FY1998 1999 2000 2001 2002
8,640 9,700 10,320 7,920 10,470

- FY2000 CFO
SQUARE listed on the first section of Tokyo Stock
Exchange
————— reformed management system
- FY2001 COO, President and CEO
1. Overhauled Balance Sheet
————— one-time charge of asset impairments in the
film making business
————— negotiated investment from Sony Computer
Entertainment Inc.
2. Recovery to profitability
————— introduced business unit system to product
development
————— reorganized the product development lines
3. Rationalization of group companies
————— partially sold DigiCube share, where DigiCube
shares became an investment in
associated/affiliated companies
————— closed SQUARE U.S.A. INC.
————— bought back three subsidiaries into SQUARE
headquarters
- FY2002
————— reported record profit in history of SQUARE
————— resumed business with Nintendo after 6 year
blank
————— announced merger between ENIX and SQUARE
————— dissolved joint venture between ELECTRONIC
ARTS and SQUARE

SQUARLE ENIX.
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Reference. Financial performance of former companies

60,000

50,000

40,000

30,000

20,000

10,000

Shareholders’ Equity

B 37,670

35,538

309I 32,41

|2

Former ENIX

Equity Ratio

(%0)

(one-time charge of impairments
in the film making business &
negotiated investment from SCEI)

100.0

48.565 49,647

46,979
37,7
v
9,6
27,6

FY1998 FY1999 FY2000 FY2001 FY2002

(Millions of Yen)

90.0 90.9

87.7 86.4

88.4

80.0 [

70.0

60.0 [

52.1
50.0 | | | | |

FY1998 FY1999 FY2000 FY2001 FY2002

FY1998™ 2000 data for former ENIX were on parent company basis
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Reference. Financial performance of former companies

Operating Income

(Millions of Yen)

25,000

20,000

15,000

10,000

5,000

-5,000

20,333
i 12,594
| 8,260
7,964 7.405
5,48
- 4488967 j 003
1 I 1 1 1
FY1998 FY1999 [EY2000 FEY2001 FY2002
(2,922)

(%)

50.0

40.0

30.0

20.0

10.0

0.0

-10.0

Former ENIX

Operating Margin

31.7

21.4

10.9

11.1
4.6

(3.6)

FY1998 FY1999 FY2000 FY2001 FY2002

FY1998™ 2000 data for former ENIX were on parent company basis
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Titles of game software with worldwide shipments exceeding 1 million copies

(Thousand Units)
Title (in Japan) Platform Jgpan Abroad Totd Title (in Japan) Platform Jepan Abroad Totd
FINAL FANTASY VII PS/PC 3,900 5,440 9,340 FINAL FANTASY X-2 P2 2,000 - 2,000
FINAL FANTASY VIII PS/PC 3,700 4,450 8,150 FINAL FANTASY NES/PS/Other 1,210 780 1,990
DRAGON QUEST Il NES'SNES/GB 5,950 -na- 5,950 Paraste EVE PS 1,050 890 1,940
FINAL FANTASY X P2 2,870 3,020 5,890 DRAGON QUEST | 11 NESGB 1,920 -n.a- 1,920
FINAL FANTASY IX PS 2,790 2,290 5,080 Saiken Densetsu 2 SNES 1,500 330 1,830
DRAGON QUEST IV NES/PS 4,300 -na- 4,300 DRAGON QUEST MONSTERS 2 GB 1570 -n.a- 1,570
DRAGON QUEST VI PS 4,110 -na- 4,110 Chrono Cross PS 850 650 1,500
FINAL FANTASY VI SNESPS 2,620 860 3,480 DRAGON QUEST NES 1,500 -na- 1,500
Kingdom Hearts P2 1,250 2,050 3,300 Romancing SsGa 2 SNES 1,300 190 1,490
DRAGON QUEST VI NES 3,200 -na- 3,200 FINAL FANTASY Il NES 1,400 - 1,400
DRAGON QUEST V NES 2,800 - 2,800 Mdaitoushi SaGa GB 1,150 220 1,370
Chrono Trigger SNESPS 2,360 290 2,650 Romancing SsGa SNES 1,170 150 1,320
FINAL FANTASY V SNESPS 2,620 - 2,620 FINAL FANTASY |1 NES/PS/Other 1,080 200 1,280
DRAGON QUEST Il NES 2,400 -na- 2,400 Xenogears PS 910 280 1,190
DRAGON QUEST MONSTERS GB 2,350 -na- 2,350 Chocobo no Fushigna Dungeon PS 1,140 - 1,140
FINAL FANTASY TACTICS PS 1,360 910 2,270 Parasite EVE 2 PS 430 660 1,090
FINAL FANTASY IV S\NES/PSOther 1,820 340 2,160 SaGa Frontier PS 1,080 - 1,080
To be released (Asof March 31, 2003)
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Financial Data (JPNGAAP)

The accompanying consolidated financial statements have been prepared in accordance with the provisions set forth in the
Japanese Securities and Exchange Law and itsrelated accounting regulations, and in conformity with accounting principles and
practices generally accepted in Japan, which aredifferent in certain respects asto application and disclosur e requirements of

I nter national Accounting Standards. The consolidated financial statements are not intended to present the financial position,
results of operations and cash flowsin accordance with accounting principles and practices generally accepted in countries and
jurisdictions other than Japan.

In preparing these consolidated financial statements, certain reclassifications and rear rangements have been madeto the
consolidated financial statementsissued domestically in order to present them in a form which is more familiar to readersoutside
Japan.

The consolidated financial statementsare stated in Japanese yen, the currency of the country in which ENIX
CORPORATION and SQUARE CO.,LTD. areincor porated and operates. Thetrandations of Japanese yen amountsinto U.S.
dollar amounts areincluded solely for the convenience of reader s outside Japan and have been made at therate of ¥120.20 to U.S.$1,
the approximaterate of exchange at March 31, 2003. Such trandation should not be construed asrepresentations that the Japanese
yen amounts could be converted into U.S. dollarsat that or any other rate.
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Financial Data (JPNGAAP)

Former ENIX

Balance Sheets
(Thousands of U.S9) (Millionsof Yen) (Thousands of U.S9) (Millions of Yen)
ASETS FY2002 FYa 201 2000 1999 198 Lighilities; Minority Interest and Shereholders Eqity Y20 Fram 2001 2000 1999 198
Current Assts Current Liahilifies
Cagh and deposts BLY6 847 22280 22810 2931 21819 Accounts payable- trade 16802 2019 13% 2832 1340 119
Notesand account receivable Q8 5150 499 953 3574 4602 Accounts peyable- other 3,108 31 201 9219 1460 259
Inventories 309 n 5% 147 80 592 Short-term loans payable 3%
Deferred tax ets 789 ) U %7 503 Allowance for salesrtum 17 213 U 54 0 39
Prepaid expenses and other current asses 1/ 110 153 1% 9% 1705 Aoccrued expensesand other 10432 1254 1,084 2010 0 78
Allowance for doubiful aocounts ® Y] ) (3) 1 @) Totdl curent liahilities 61,715 A8 6,053 14616 354 479%
Totd current asts 36,123 46412 48264 54,909 8% Al Long-tem Liatilities
Propety and Equipment: Retirement allowance 83 100 104 9 7 66
Buildings and eesehold improvements 17653 211 2103 2081 2076 2076 Other non-current liabilities 1137 1% 19 143 139 131
Machinery and equipmert 139%5 1673 1679 149 1286 %6 Totd non-cument lighliies 1970 3 PAS] yil 22 1%
Others % 7 7 7 7 7 Minority Interests 1352 162 137
Lessaocumulated depreciation (16,703) (2007) (1.845) (1487 (1240) (9m) Sharcholders Equity
Land B2 332 3392 330 330 330 Common stock 571,143 6940 6940 640 6331 6845
Net property and equipment 43163 5188 5337 5494 552 5467 Addtional paickin capitd 78064 93 93 938 9313 9288
Intangible Assets 16% 19 102 a 0 2 Retained eamings M3 RSKTHN 40 0487 21,365 19404
Irwestment and Other Asets: Unrealized gain on securities 1% 3 10 168
Investment securities 20108 2416 614 mn 0 163 Foreign currency trandlation adjusiments 359 R 59
Defarred tax assets 5260 632 101 3 4 Tregsury sock (104) ® @
Office esse depositsand other 21,768 2616 761 670 VS| i Totd hereholders eqity 413040 Q647 8757 46979 31610 BB
Totdl investment and other assets 47136 5666 14m 1406 1007 u TOTAL 478019 57465 %181 61837 a4 40532
TOTAL 478079 57465 %181 61837 a4 053

SQUARLE ENIX.

FY 1998~2000 data for former ENIX were on parent company basis
(FY 2002 = Fiscal Year Ended March 31, 2003)
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Financial Data (JPNGAAP)

Statements of Oper ations

Former ENIX

Statements of Cash Flows

(Thousandsof US9) (Miionsof Yen) (Thousands of U.S9) (Millonsof Yer)
FY202 Fram 01 20 1999 1998 Y20 Fraoe 201 20 199
OPERATING ACTIVEITIES:
NET SALES 182'% 21‘877 24‘825 45’265 ]'8‘325 24’394 Income (loss) before income taxes and minority interests 37,044 4452 7459 20433 3953
C0ST OF SALES 100971 122% 12763 18859 10085 11860 Adjustments for:
Grspoft 0 9 L6 A5 80 L rometaespad 27/ I e S S e
Depriciation and amortization 3217 386 425 409 319
SELLING, GENERAL AND ADMINISTRATIVE EXPENSES 473 5017 465 6072 4483 4589 Increasein all owances for dabtful accounts;sales return and other researve (1,201) (155) (273 266 (25)
Opeaing inoome 33,295 4,603 7‘ 15 20,3?3 3,867 7‘%4 Gain on slses of investment securities - net - - (15
Write-down of investment securities 83 100 n
OTHER INCOME (EXENSES): Losson sdesand disposd of prooerty and equipment and other 379 45 42 41 13
Dividend and interegt income 5 1 ki) 19 % 13 Changein account and notes receivable (3%3) (46) 399 (5,214 955
Changein inventories 1,286 154 954 (966) 112
Ineest Bipensss (17) (2) (6] (0) Changein account and notes payable 5671 681 (1,583) 2376 908
(Gain (|oss) on sses of scurites and invesment securities- net 0 0 0 ? B 6 Other - net 153 18 (1178) 758 (139
T AR—— %) (9 ) 9 NET CASH PROVIDED BY (USED IN) OPERATING ACTIVITIES 26555 3192 1114 16265 279
INVESTING ACTIVITIES:
Losson discontinued foreign operations (@ Purchases (proceeds from sales) of investment securities - net (22.245) (2673 (485) (161) (581)
Frd 0 e(dmge gain (| m - (%) (11) 9 4 (0) Purchases (proceeds from sales) of property and equipment and other (2459) (295) (247 (440) (3%)
Investment in movie production - - - - -
Other -t (99 @ A ) 5 2 Other - net (6380 (767) 17872 8955 (1179
Ot inome eipenss) - e (12%0) (1) 5 o % 18 NET CASH PROVIDED BY (USED IN) INVESTING ACTIVITIES (3L0%3) (3737) 17139 8,352 (2157)
FINANCING ACTIVITIES
INCOME (LOSS) BEFORE INCOME TAXESAND MINORITY INTERESTS 3o 4482 1459 043 3983 8128 Netncreeee (cecrese) inshorttem oans paycble %) (9) 25 )
INCOME TAXES Proceeis from issuance of common stock - - - 6 150
e 5% W 28 o) 200 100 Dividends peid (1222) (1469) (2576) (2103) (520)
Other - et (39 @ 3 ® -
Defared (9618) (L156) % (dod) (39 NET CASH PROVIDED BY (USED IN) FINANCING ACTIVITIES (15,609) (1.876) (2214) (20%9) (370)
Tod inretaes B A6 3 UB LT M) Qe e e o ARLSTHMETSOCASIAND ) w 2%
MINORITY INTERESTSIN NET INCOME n 7 B INCREASE (DECREASE) IN CASH AND CASH EQUIVALENTS (20240) (2432) 16064 2518 271
CASH AND CASH EQUIVALENTS, BEGINNING OF FISCAL YEAR 351,747 2280 26215 851 579
NETINCOME (LOS§ 18 2419 426 1248 218 378 INCREASE (DECREASE) IN CASH AND CASH EQUIVALENTSFOR 1700
CHANGE OF CONSOLIDATION "
CASH AND CASH EQUIVALENTS, END OF FISCAL YEAR 331,506 30,847 12,280 25,070 851

FY 1998~2000 data for former ENIX were on parent company basis

(FY2002 = Fiscal Y ear Ended March 31, 2003)
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Financial Data (JPNGAAP)
Balance Sheets

Former SQUARE

(Thousands of U.S9) (Millionsof Yen) (Thousands of U.S9) (Millionsof Yen)
ASETS FY20 Fram 2001 2000 1999 19% Ligbilities; Minority Interest and Shareholders Ecity FYa Fram 201 2000 1999 198
Current Assts Current Lighilities:
Cash and deposits 18170 829 18,066 6,648 93%9 1094 Accounts payeble- trade 1430 19 a 6,782 95m 588
Notes and acoount receivable 9,238 11,808 4561 10,661 13,956 14,065 Accounts payable- other 57469 6,907 2023 3917 4806 6,169
Inventories 31936 3838 1037 3142 2908 2697 Short-term oans payable 8319 1000 8147 2700 5670
Defared tax &sets 104 357 8 1819 1716 Current portion of longrterm dett 1% 2 2 2 2 1,000
Prepaid expenses and other current assets 1311 1583 2671 20% 6402 9422 Allowance for sles reium 12890 1549 1752 1965 184 1340
Allowance for doubtful acoounts (119 (1) ) @ (18 (%) Deferred tax iehilities 2061 246 625
Totd current asts 33505 4363 %671 238 3434 RINVK] Acorued expensesand other 0732 3513 2837 1478 169 213
Property and Equipment: Totd curent lidilities 125039 15029 8032 2314 20631 2121
Buildings and eesehold improvements 1505 1,806 21 2184 1983 2190 Longtem Lidhilities
Machinery and equipment 61,629 7407 9912 087 11,667 1278 Long-term delt,less current portion 153 18 {0 63 & 107
Others 45 3 145 644 1,164 0 Retirement allowance 258 n 15 28 166 1%
Less aocumulated depreciation (48810) (5867) (9310 (90m9) (8700) (7641) Other non-current lizbilties kil kY 2 812 80 58
Land 3506 m o il il il Total non-current likilities 2989 39 08 1084 1092 !
Net property and equipment 3L7% 361 4591 7058 6504 789 Minority Interests 102% 137 1045 3902 4524 3754
Intangible Assts 8628 1037 867 207 183 15 Shareholders Equity
Inwestment and Other Assels Common stock 9376 11,946 11,946 4497 4497 4497
Investment scurities 15418 1860 1807 4008 190 604 Additiond peickin capitd 13523 148 201 9753 9753 9753
Movie production costs - - - 12621 8,003 522 Retained eamings 83679 10659 (1L615) 14939 18167 16650
Defarred tax asets 2035 2648 19 242 PAK] Unredlized! g on securites 189 n (140 P
Officelegse depositsand other 10753 129 3118 4887 583 6,662 Foreign currency trandlation adjusiments 50 60 35 3
Totdl investment and other assets 8267 5801 4 259 15970 1253 Treasury sock (67) ® @ 0] 0} 0}
TOTAL 52197 %354 37,074 %%7 58,666 57568 Totd shereholders equity 313812 iz 21,687 29666 32400 901
TOTAL 52197 %354 37,074 %%7 58,666 57,568

SQUARLE ENIX.

(FY2002 = Fiscal Y ear Ended March 31, 2003)
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Financial Data (JPNGAAP)

Statements of Oper ations

Former SQUARE

Statements of Cash Flows

(Thousands of U.S8) (Millions of Yen) (Thousands of U.S9) (Millions of Yen)
PR AR A0 20 1999 19% CEN a2 o G 199
OPERATING ACTIVEITIES:
NET SALES 35163 0z %646 7558 2% 17 Income (loss) before income taxes and minority interests 75,868 9119 (12584) (5,237) 3950
COST OF SALES 97123 11,674 10597 552 047 3529 Adjusmentsfor:
Grossprofit WO ML XM N5 B %5 Incometarespad (0 @ e ey (A0
Depriciation and amortizetion 14,022 1,685 2,030 3236 3568
SELLING, GENERAL AND ADMINISTRATIVE EXPENSES 133261 16018 20563 298 897 28259 Increzsein allowancesfor daubiful apcounts sales return and other ressarve 9604 1165 1265 162 o
Opertingincome 1047718 1259 5485 2% 4488 8200 Lossformimpairment of lease security deposit 12,506 1508
OTHER |NCOME(EXPENSES)Z L0§f0rm d|a:ont.|nued rrmebus.r.w% - 14,053 -
B . ‘ Gain on salses of investment securities - net (1,899 (228) (190) (15 (2591)
Dividend and nterest income 1617 19 u 55 159 o Write-down of investment securities 5002 606 18 4% 05
Intereset 1Sy (257] (30) (119) (149) (117) (195) Losson sdesand disposal of prooerty and equipment and other 1425 171 320 1732 725
inl - . . Changein account and notes receiveble (60,700) (7,296) B 4116 (174)
Gan (loss) on selses of securities and investment securites - net 189 n 166 5 2593 1015 Crengeinnvetories 299 (2764 " a7 )
Write-down of invesiment securities (508 (606) (g (4%) (305) Changein account and notes payable 6,358 764 (376) (3019 3956
Ecuty in eamings (losses) of unconsuliceted subsiciaries and affliztes 1518 18 (1105 (3 02 (166) Other - net ol i i 5101 (50)
i i NET CASH PROVIDED BY (USED IN) OPERATING ACTIVITIES 43640 5,245 3417 3,026 5090
Eeamings (Joses) from TK invesiment (814 (on 807 xa 0 (19 INVESTING ACTIVITIES
Lossonwrite-off of content development cosis (6%) (10 (62) (369) (478) (30 Purchases (proceeds from seles) of investment securities - net 229 216 (26) (1995) 1229
Loss on dsoontinued movie business (1 41053) Purchases (Frooeet.isfrom sal.es) of property and equipment and other (6,566) (845) (2194 (5,714) (2411)
o : ) Investment in movie production - - (1,416) (4,618) (3359
Losson discontinued foreign operations (90 Other - net 67) @) 581 2 1401
Losson writedon o oficelesce deposi (12506) (L53) NET CASH PROVIDED BY (USED IN) INVESTING ACTIVITIES (5:406) (649) (3,085) (12,326) (3,140)
. . FINANCING ACTIVITIES:
Fregn e(dmgegan (|0$) e (1’021) (122) ® 384 (685) (125) Net increase (decrease) in short-term loans payable 8319 1,000 (3934) 5189 (2,966)
Other-net (13410 (L6L2) (2430 (2181) (L767) (62) Repayments of long-term debt (185 @ @ @ (1.000)
Other income (expenses) - net (8909 (3474) (18,070) (2314 (531 (173 Proceeds from issuance of common stock - ) 14817 1629 )
Dividends peid 3) @ ® (755) (1,492)
INCOME (LOSS) BEFORE INCOME TAXESAND MINORITY INTERESTS 75,8068 9119 (12584 (5231) 390 8,086 Other-net @183 =0) (149 " 0
INCOME TAXES NET CASH PROVIDED BY (USED IN) FINANCING ACTIVITIES 3937 473 10,867 5970 (5470)
FOREIGN CURRENCY TRANSLATION ADJUSTMENTSON CASH AND
Current 43 il 40 183 2,186 3614 CASH EQUIVALENTS (4058) (487) 1,265 583 (145)
Defarred (51.%81) (6249) 470 (242) ) @ INCREASE (DECREASE) IN CASH AND CASH EQUIVALENTS 38113 4581 1249 (2.740) (3,665)
- CASH AND CASH EQUIVALENTS, BEGINNING OF FISCAL YEAR 154,988 18629 6,448 9,189 1285
Tod i tas (e o7%) At 9 208 362 INCREASE (DECREASE) IN CASH AND CASH EQUIVALENTSFOR . 8 @
MINORITY INTERESTSIN NET INCOME 6411 T (809) (1489) 0 n CHANGE OF CONSOLIDATION
CASH AND CASH EQUIVALENTS, END OF FISCAL YEAR 193170 2,219 18629 6,448 9,189
NET INCOME (LOSS) 1170% 14074 (16554) (3160) 1685 415

(FY2002 = Fiscal Y ear Ended March 31, 2003)
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Game Software Lineup for North America

Online Entertainment for the PlayStation 2 and Windows PCs

FINAL FANTASY Xl

1
Lealt 3

O M L 1T N E

PINAL FANTS

YW_X]

FINAL FANTASY Xl isthefirst massively multiplayer online role-playing game
(MMORPG) and the latest installment in the world-renowned series. FINAL FANTASY
Xl isacross-platform, cross-continent MMORPG, allowing players to connect to the same
exact world whether they are playing on a PlayStation 2 or a PC.

The title showcases the same award-winning visual content, innovative game play
and emotional storyline that has made the FINAL FANTASY series one of the most
popular video game seriesin the world, selling over 44 million units worldwide to date.
FINAL FANTASY XI incorporates the features that the franchise has become known for,
and those elements constantly evolve in its ongoing adventure. Players will be able to unite
in the world of "Vanadiel”, where they can create characters choosing from avariety of
races, facial features, sizes, hair styles and colors, play at their own pace, form parties with
other players and embark on multiple adventures through vast environments.

In FINAL FANTASY XI, players become immersed in an expansive, original story
that includes quests and boss battles. They can participate in missions either alone or with
other party members and acquire skills such as achemy, leatherworking, jewel crafting,
fishing and many more. Various communications tools have been incorporated into
FINAL FANTASY XI to assist communication between players, including easy-to-learn
chat and messaging systems. Whether cross-platform or cross-continental, players can
communicate and interact with each together simultaneously to create a new history for the
world of Vanadiel.

SQUARE ENIX U.S.A. recently announced the public beta test program for FINAL
FANTASY XI. The beta program is scheduled to begin in June for the PlayStation 2 and
July for Windows. Selected testers will have a chance to explore the world of Vanadiel in
FINAL FANTASY Xl prior toitsrelease. Thistitleisrated"T" (Teen).

©2001-2003 SQUARE ENIX CO., LTD. All Rights Reserved.
Title designed by Y oshitaka Amano

SQUARLE ENIX.

37 SQUARE ENIX CO., LTD.




Game Software Lineup for North America

PlayStation 2 Titles
Kingdom Hearts

An action role-playing game, KINGDOM HEARTS isthe first video game project
between SQUARE ENIX (former SQUARE) and Disney Interactive that not only features
many classic Disney characters and worlds with new characters and worlds, but also
introduces new characters and environments created in the renowned SQUARE ENIX
style. The unprecedented inclusion of original and new characters and worlds tells a new
story and offers a breakthrough in creative content. KINGDOM HEARTS has sold over
3.3 million units worldwide as of March 31, 2003

Featuring more than 100 Disney characters, KINGDOM HEARTS is debuting new
Disney characters, Sora, Riku, Kairi and the Heartless, designed by Tetsuya Nomura
(SQUARE ENIX), director and character designer of KINGDOM HEARTS. Nomurais
best known for his creations in the top selling titles FINAL FANTASY VII, VIII and X.
The new Disney characters team up with classic favorites, as they've never been seen
before, to embark on a magical adventure that takes them to familiar and newly created
Disney worlds.

KINGDOM HEARTS carries a suggested retail price of U.S. $50 and israted "E"
(Everyone). (Release date in North America: September 17, 2002)

\ »
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©2002 Disney. Tarzan™ owned by Edgar Rice Burroughs, Inc. and used by permission.
© 2002 Edgar Rice Burroughs, Inc. and Disney Enterprises, Inc. All Rights Reserved.
Developed by SQUARESOFT.
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Game Software Lineup for North America

PlayStation 2 Titles
FINAL FANTASY X

2 FINAL FANTASY X isthefirst title in the popular role-playing game (RPG) seriesto be
released for the PlayStation 2. FINAL FANTASY X has sold over 5.5 million units
worldwide as of March 31, 2003.

The main character, Tidus, is astar player of Blitzball, afull contact sport. After
miraculously surviving the destruction of his homeland, he awakens among ruins and
thereafter meets a young woman named Yuna. Asasummoner, Yunamust travel to
distant temples and learn the secret art of summoning aeons - powerful spirits of yore-in
order to defeat "Sin." Tidus learns that a thousand yearsin the past, mankind lived in
spectacular cities and relied on machines for everything, until Sin suddenly appeared and
destroyed all civilization. Now, people shun technology, and no one knows when "Sin"
will strike again. FINAL FANTASY X features adistinct Asian influence, bringing a
fresh feel to the characters, music, settings and story.

FINAL FANTASY X hasan ESRB rating of "T" for Teen and a suggested retail
price of U.S. $50. (Release date in North America: December 18, 2001)
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©2001,2002 SQUARE ENIX CO., LTD. All Rights Reserved.
Character Design: Y usuke Naora
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Game Software Lineup for North America

PlayStation 2 Titles
FINAL FANTASY X-2

FINAL FANTASY X-2 is the first sequel in thelong respected series. This sequel keeps
the familiar environment fresh with the inclusion of a newly created battle system. The

. first female-led FINAL FANTASY, it combines an experience that is both light-hearted
Yoz 'E and melancholy, fueled by atragic story of unrequited love and dark secrets.
{# P .,,_ Two years after Yuna's fateful journey to defeat Sinin FINAL FANTASY X, the
4 J{f}a once chaotic world of Spira has gone through a massive transformation, entering a period
i v f‘ of "Eternal Calm." Despite the Calm, Yunad's heart is empty and longs for her lost friends.
When she obtains a mystical sphere that contains imagery of what might be the Blitzball
F I N A L FA N TA S Y X 2 player she thought was gone forever, Yunaisdriven to seek the truth behind what she has
seen.

Incorporating a completely revamped battle system, new job classes, diverse looks
for the leading female characters, renovated maps and enhanced character development
systems, FINAL FANTASY X-2 promises to deliver a fresh new look. FINAL
FANTASY X-2 will bereleased thisfall. Thistitleisrated "T" (Teen).
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Main Character Design: Tetsuya Nomura
Altemate Costume Design: Tetsu Tsukamoto
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Game Software Lineup for North America

PlayStation 2 Titles
STAR OCEAN Till the End of Time

STAR OCEAN Till the End of Timeisthefirst title in the science-fiction RPG series for
the PlayStation 2. Building on the first-rate concepts of its prequels, STAR OCEAN fully
utilizes the technological capabilities of the PlayStation 2, incorporating gorgeous
cinematic sequences and an unparalleled real-time battle system.

Set in 772 (space calendar), four hundred years after the battle with the “ Ten Wise
Men,” players follow protagonist Fate Linegod in his quest to find his loved ones after a
sudden attack on the resort planet of Hida by an unknown space military.

The advanced real-time battle system allows players to move freely around the 3D
field as well asto chose which of the three party members they want to control. Fully
polygonal graphics create a spectacular, detailed world that can now be explored in detail.
Dolby Pro Logicll will allow players to hear nuances such as the approaching footsteps of
an enemy. STAR OCEAN Till the End of Time will be released in spring 2004. Thistitle

isnot yet rated.

©2003 tri-Ace Inc/SQUARE ENIX CO., LTD. All Right Reserved.
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Game Software Lineup for North America

PlayStation 2 Titles
Drakengard

Cast in achaotic world of dragon pacts and warfare, Drakengard combines unique action
RPG elementsinto a profoundly tragic saga. Developed by team members from such
blockbuster titles as Resident Evil Code: Veronica, the Bust-a-Groove series and Ace
Combat, Drakengard seeks to immerse the player in an all-new gameplay experience,
combining reality and interactivity.

Drakengard tells the tale of love, lore, sacrifice and obligation focusing on the main
character Kyme, his sister Friae, and her fiance and Kyme's childhood friend, Y uvalt.
Playerswill bein for athrilling ride as they battle on land and in the skies. Not only will
the player's attributes evolve throughout the game, but the player’ s contracted dragon also
will mature as the game progresses, changing in appearance and abilities.

Drakengard will be released in spring 2004. Thistitleis not yet rated.

©2003 caviainc./SQUARE ENIX CO., LTD. All Right Reserved.
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Game Software Lineup for North America

Nintendo GameCube and Game Boy Advance Titles
FINAL FANTASY CRYSTAL CHRONICLES

Exclusively developed for the Nintendo GameCube, FINAL FANTASY CRYSTAL
CHRONICLES isthefirst title in the popular franchise for the platform. Elements of the
traditional single-player RPG have been adapted for the Nintendo GameCube, allowing for
up to four-player simultaneous play.

In an innovative new interface, the Game Boy Advance acts as each player's
controller, displaying his or her personal information and hiding it from other players.
Players advance through the adventure by communicating directly with each other,
cooperating and making deals. Since there are obstacles that only certain party members
can clear, cooperative play becomes crucial. FINAL FANTASY CRYSTAL
CHRONICLES will bereleased in 2003. This gameisnot yet rated. Nintendo of America
Inc. will publish this game.

©2003 THE GAME DESIGNERS STUDIO, INC.
FINAL FANTASY isaregistered trademark of SQUARE ENIX CO., LTD.
CHARACTER DESIGN/Toshiyuki Itohara
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Game Software Lineup for North America

Nintendo GameCube and Game Boy Advance Titles
FINAL FANTASY TACTICS ADVANCE

FINAL FANTASY TACTICSADVANCE isthefirst FINAL FANTASY titlefor the
Game Boy Advancein North America. Gamers can look forward to the open-ended job
class creation system, the intense strategic battle and the exhilarating storyline that made
o~ the original PlayStation game, FINAL FANTASY TACTICS, one of the most critically
acclaimed titles ever.
Players are thrust into the world of Ivalice, where they meet protagonist Marche and
his friend, Mewt, who is struggling with family tragedies. After a snowball fight with
school bullies, Mewt finds the book - Final Fantasy - and sharesit with his friends.

g\ACTICS Looking to escape their dismal lives, they read it. However, something goes wrong and

Ivalice istransformed into the world within the book. Thus Marche and friends begin their

FINAL

ADNAINIG journey through the world of FINAL FANTASY .
Players can also unite with other players and form a party using the Game Boy
Advance Game Link cable. FINAL FANTASY TACTICS ADVANCE will bereleased in
2003. Thisgameisrated "E" (Everyone). Nintendo of Americalnc. will publish this
game. ©2003 SQUARE ENIX CO., LTD. All Right Reserved.
SWORD of MANA Licensed by Nintendo

SWORD of MANA isthe latest installment in the celebrated Mana series, which includes

FINAL FANTASY ADVENTURE (Game Boy), SECRET of MANA (Super Nintendo

Entertainment System) and LEGEND of MANA for the PlayStation game console.

SWORD of MANA isthefirst game in the series to appear on the Game Boy Advance.

Based on the storyline of FINAL FANTASY ADVENTURE, SWORD of MANA

alows players to choose the role of hero or heroine. The player's choice changes his or her

understanding of the story and relation to characters based on who is selected at the start of
\I ) the game. With multiple possible experiences, replay valueis high.

In addition to the visual upgrade and moving story, strategic elements have been
added to the adventure, including a diverse selection of weapons. Players can select the
best weapon for particular enemies, or choose from new attacks and magic spells. The
popular "Ring Command System" returns, allowing playersto easily choose items,
weapons or abilitiesin battles. SWORD of MANA will bereleased in 2003. Thisgameis
not yet rated. Nintendo of Americalnc. will publish this game.

©2003 SQUARE ENIX CO., LTD. All Right Reserved.
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