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Disclaimer

Some of the information and data in the material have been prepared based on assumptions.

There can be no assurance that the assumptions used by NCSOFT are correct and even if they are, that
the effect of such assumptions on NCSOFT’s business and results of operations will be as projected.
Therefore, NCSOFT will not be responsible for individual investment decisions based solely on this
material.

The financial results for 1Q 2015 have been prepared on an un-audited basis,

and may be subject to change during independent auditing process.

% Consolidated subsidiaries (K-IFRS) :

NC West Holdings(100%, USA), NC Europe(100%, GBR), NC Japan(60%, JPN), NC Taiwan(85%, TWN),
NCSOFT Corporation(HQ, KOR), Hotdog Studio(58%, KOR),

NCSOFT Service(100%, KOR), NC Dinos (100%, KOR),

Oraion Soft(100%, KOR), Ntreev Soft(84%, KOR), This Game Studio(54%, CAN)
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1-1. Industry Overview : Global Market at a Glance

+ Online is one of the fastest growing game platforms with CAGR 14% 2011~2016.

+ Chinais the biggest online game market with CAGR 22% 2010~2015.
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1-2. Industry Overview : Global Market at a Glance

+ Mobile is growing faster than Online, but Online will maintain bigger market share through 2016.
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1-3. Industry Overview : China

+ Online will remain as the most dominant game platform in China.

« MMORPG will be the most popular genre in China with 50%~60% market share of Online games.
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