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1. Industry Overview : Global Games Market

+ Asthe global games market continues to grow, the number of players is also expected to increase going forward

« The APAC region is expected to account for 55% of the global games market in 2021 in terms of the number of players

Global Games Players Forecast (2017 ~ 2024) Global Games Players Per Region - 2021
(Unit : BN) (Unit: BN)
0.2BN
CAGR 5.2%
1.6BN 0.3BN
3.3
o RN *
5325 :
0.8BN
* NAM : North America
2017 2018 2019 2020 2021 2022 2023 2024 ** LAM : Latin America
(Source : Newzoo) (Source : Newzoo)
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1. Industry Overview : Global Games Market (Platform)

« Mobile games remain as the largest segment in 2021, accounting for 52% of the global games market

+ Global mobile games market has shown over 12% of growth throughout the past 4 years

Global Games Market Per Platform - 2021 Global Games Market Per Platform (2017~2021)

(Unit: USD BN) (Unit: USD BN)

CAGR 12.9%

CAGR 10.4%
CAGR 2.2%
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(Source : Newzoo) (Source : Newzoo)
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1. Industry Overview : Global Mobile Games Market

+ China, US, Japan, South Korea and India are expected to claim top 5 mobile games market worldwide in terms of revenues
+ Due to the COVID-19 outbreak, the number of mobile gamers significantly increased across the globe

« The new gamers have tendency to have multiplayer experiences and the rise of MMORPG is expected to be continued going forward

Global Top 5 Mobile Games Market - 2021 New Mobile gamers in major countries since March 2020

(Unit: USD BN) (Unit : M)

A 28%

31.3 —
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RN 2596
14.7 () .
w
CHINA us JAPAN SOUTH KOREA INDIA us SOUTH KOREA GERMANY
(Source :Newzoo) (Source : Facebook Games Marketing Insights for 2021)
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1. Industry Overview : South Korea Games Market

« Mobile games remain as the largest segment in 2020, accounting for 55% of South Korea games market

+ South Korea mobile games market has shown over 14% of growth throughout the past 3 years

South Korea Games Market Per Platform - 2020 South Korea Games Market Per Platform (2017~ 2020)
(Unit: USD BN) (Unit: USD BN)
0.1BN 0% CONSOLE () 8BN

0.5% - CAGR 14.8%

1.6BN
CAGR 2.4%
MOBILE 7.1
55% - 57461 CAGR 32.5%
29% 4.204-644.4]4.5
0.6 0.8
8.6BN 4.5BN 03 o2 on
o= Bl
MOBILE PC CONSOLE
2017 m2018 m2019 m2020
(Source : 2020 White paper on Korean Games ) (Source : 2020 White paper on Korean Games)
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2. Company Overview : Corporate Governance

Company Details

March 11, 1997

Established

CEO KIM Taek-jin
Employees 5,450

Stock Listing KOSPI (Ticker : A036570)

Global Network Korea(HQ), North America, Europe, Japan, Taiwan, Vietnam

Board of Directors

Outside Directors

HWANG Attorney-at-law, Law firm Class
B Chan-hyun
KIM Taek-jin CEO
BAEK Chairman, BnH Taxation Services
Sang-hoon Company
KCHUNG Legal Director, Netflix Korea
yo-hwa
Non-standing Director CHO Professor of Business
Guk-hyun Administration, Hawaii Pacific
Y University
PARK Byeong-mu CEo, -
Y g VIG Partners CHOI Professor of Mathematics,
Young-ju POSTECH

Ownership Structure

As of Sep 2022

Domestic

Retail
Investors

15%

Institutions

Board Committees

Audit Committee

HWANG Chan-hyun
(Chair)

BAEK Sang-hoon

CHO Guk-hyun

6%.

Foreign
Investors
(excl. PIF)

34%

Compensation

Committee

PARK Byeong-mu
(Chair)

BAEK Sang-hoon

CHOI Young-ju

NCSOFT
Management

12%

Treasury
Shares

8%
PIF
9%
Netmarble
9%
%
NPS

Outside Director

Nomination Committee

HWANG Chan-hyun
(Chair)

CHOI Young-ju

CHUNG
Kyo-hwa
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2. Company Overview : Yearly Revenues Trend (1998 ~2021)

+ Since 1998, launching quality MMORPGs on a regular basis has driven persistent growth over the past 22 years

+ Expecting another quantum jump with successful launch of new titles and overseas expansion

Growth with PC MMO Conversion of PC IP to Mobile
MeageW

VINEIAGE
2,416

(Unit : KRW BN)

2,309

1998-2021 (23 years) Linasge /)
CAGR +40% T s e
D
0 21

GUILI’)\VA‘%— ’
7 N 984
A{ON 839 838
: 754 757
LIN[EJAGE 635 660 gng
~" im//( 74 290 339 339 323 347
) | - m . l l I
56
1 7
- I I
' ' ' ' 04 ‘05 '06 '07 '08 ‘09 'l0 ‘1l '12 '13 ‘14 15 '16 '17 ‘18 19 72

'98 ‘99 00 01 02 03
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2. Company Overview : Development & Publishing Network

+ Online and mobile game development studios in Korea and North America

« Well-organized publishing arms in major markets such as US, Taiwan, Japan and Europe

Globalized Development & Publishing Network

North America

® NC Europe (100%) Japan ® NC WestHoldings (100%)
@ innovalP (B&S, AION, Lineage 2) ' PRS - A NCSOFT ® NC Japan (100%) . W NC Interactive (100%)

Corporation
. Gameforge (AION) * P Yy Arenanet(100%)

Taiwan L This Game Studio (60%)
@ NCTdiwan (100%, JV with Gamania) )
’ Gamania{Lineage, Lineage M)

China
@ shanda (AION)
‘ . Tencent (B&S, B&S Mobile, Lineage, Lineage 2)
* Development Studio ' KongZhong (Guild Wars 2)
¥ Publishing Entity
# First Party Studio
“ License Partner (Publisher)

Vietnam
¥ NC Vietnam Visual Studio (100%)
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3. Financial Highlights (Quarterly)

Sales was KRW 604.2 billion, up 21% yoy, but down 4% qoq

Operating profit was KRW 144.4 billion, up 50% yoy and 17% qoq

Quarterly Financials

(Unit: KRW MN)

Sales

757,162 790,334

629,278 604,232
m l l

1 21% YoY
| 4% QoQ

3Q21  4Q21  1Q22  2Q22  3Q22

Pre-tax Income
233,160 250,365

126,646 148,899 163,082
1 98% YoY
1 54% QoQ

3Q21  4Q21  1Q22  2Q22  3Q22

Operating Profit

96,251 109,461

3Q21 4Q21

Net Income

121 742
99 495

3Q21  4Q21

244,186
12065 144422

T 50% YoY

1 17% QoQ

1022 2022  3Q22
168,283 182,077
118 728
1 83% YoY
1 53% QoQ

1Q22 2Q22 3Q22
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3. Financial Highlights (Yearly)
+ Full year 2021 sales was KRW 2,308.8 billion (YoY -4%), Operating profit was KRW 375.2 billion (YoY -55%)

Performance of Past 3 Years

(Unit: KRW MN)

1 4% YoY

2,416,184
2,308,817

1,701,185

. ¥ 55% YoY o 4 39% Yoy

824,794 803,257

Sales Operating Profit Pre-tax Income

2019 m2020 m2021

o 33% Yov

586,613

478,992 496,154 491,328
375,213 . 359,155 l 395,735

Net Income
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4. Sales Breakdown (Quarterly by Game)

Mobile game sales was KRW 437.3 billion, down 8% qoq, due to the stabilization of Lineage W sales and decline in Lineage 2M sales

Legacy PC online game revenue was up 1% qoq recording KRW 97.1 billion driven by rise in Lineage 2 and AION sales

PC Online Games

Mobile Games

(Unit: KRW MN)
mlLineageM mLineage2M mBlade &Soul2 = Lineage W

(Unit: KRW MN)
H Lineage MLlineage2 mAION = Blade &Soul = Guild Wars2

640,694 L0159
602,396 ¢ 93.057 95,875 97,081
89,543 )
475,220 19,199 2522
437,343 20,271 27,175 )
373,205 10,357 22,213
i
331,092 S 17,879 9,333 1,02 6,141 3,926
223,597 ) )

’ 197,145 16,092 14,216 17,511

14,116

2Q22 3Q22 3Q21 4Q21 1Q 22 2Q22 3Q22

* Not including other mobile games * Not including other PC online games
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4. Sales Breakdown (Yearly by Game)

Mobile games recorded KRW 1,610.5 billion, down by 4% yoy, representing 70% of total sales
AION recorded KRW 74.9 billion, increase of 64% yoy due to opening of the classic server

Guild Wars 2 posted KRW 73.7 billion, up by 21% yoy on the back of expectations on the new expansion pack

1,678
1,611
174 176
. 134 104 75 84

9 100 72
I I 6 a5 I I
2019 2020 2021 2019 2020 2021 2019 2020 2021 2019 2020 2021 2019 2020

MORIILE

N e offer AoM

(Unit: KRW BN)

74
59 61
44 I

2021 2019 2020 2021

GUlLDWAg /
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4, Sales Breakdown (by Region)

- Korea sales declined 8% qoq with stabilization of mobile game sales

« Overseas and royalty sales was KRW 228.9 billion, up 40% yoy, representing 38% of total sales

Quarterly Sales by Region

Yearly Sales by Region (FY 2021)

(Unit: KRW MN) (Unit: KRW MN)
757,162 790,334 2,416,184 2,308,817
629,278 604,232
1,701,185
500,630
3Q21 4Q21 1Q22 2Q22 3Q22 2019 2020 2021
Total 500,630 757,162 790,334 629,278 604,232 Total 1,701,185 2,416,184 2,308,817
Royalty 40,781 43,246 38,843 35,985 43,287 Royalty 197,508 218,039 172,353
NA/EU 27,599 38,314 37,362 39,865 44,799 NA/EU 92,596 94,437 114,296
H Asia 95,240 210,222 210,735 144,615 140,787 H Asia 91,668 90,708 446,993
H Korea 337,010 465,379 503,395 408,813 375,359 m Korea 1,319,414 2,013,000 1,575,176
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5. Cost Breakdown (Quarterly)

+ 3Q operating expenses totaled KRW 459.8 billion, up 14% yoy but down 9% qoq

+ 3Q labor cost was KRW 189.7 billion, down 8% qoq driven by decline in welfare benefits and adjustment in size of long-term

performance-based incentive booked

« 3Q marketing was KRW 38.9 billion, down 35% qoq on efficient marketing spend across games
Quarterly Operating Cost Breakdown

(Unit : KRW BN)
A 14%YoY
¥ 9% QoQ H3Q21 m4Q21 mW1Q22 m2Q22 m3Q22
648 :
546 A 9% YoY
506 V¥ 8% QoQ A 34%YoY
N ¥ 4% QoQ
460
256 \ 259
404 248
219 213
207 205
1
3Q 175 20
152
118
60
; ||| - III
Total Labor Variable & Other Marketing

'V 28% YoY
¥ 35% QoQ
\ A 14%YoY
V¥ 0% QoQ

23 26 27 27 27 I

39
B mmEEm

D&A
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5. Cost Breakdown (Yearly)

« FY 2021 total expenses increased 22% yoy, FY 2021 marketing increased 123% yoy, FY 2021 labor cost increased 18% yoy

Yearly Operating Cost Breakdown
(Unit : KRW BN)
m2017 m2018 W2019 m2020 W2021
500 47g °

849
718
I| | |

Variable cost and Others

536 555

Labor Costs

107 127

Marketing

283

Yearly Operating Cost Vs Revenues

(Unit : KRW BN)
W Operating Costs M Sales
2,416 2309
1,934
1,759 1,715
> 1,701 1,501
1,222

1,174 1,100 FYJ FY

21§21

64
2017 2018 2019 2020 2021
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6. Strengths : Multiple Successful IPs

Multiple flagship IPs; Diversified across various product lines and platforms

« Active R&D for new IPs

Cumulative Revenue by IP (~3Q22)

(Unit : KRW TN)

Lineage AION
Since 1998 Since 2008

yglelelele

Lineage 2
Since 2003

Blade & Soul

Since 2012

Guild Wars 2
Since 2012
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6. Strengths : Sustainable Longevity

+ Continuous growth bolstered by diverse game portfolio with longevity

- Lifecycle extension witnessed by IP utilization across various platforms

Annual Revenue by IP (~2021)

10

(&)

. . 18 . .
Lineage Lineage M e Lineage 2 Lineage 2M
(Unit : KRW BN) (Unit : KRW BN)
1,200 1,000 AION
Lineage M 900 Lineage 2M
1,000 W Lineage 800 M Lineage 2
700 I-
. ) B&S
- 600 |
&a 8
600 3x / 500
400
400
300 l!!EI!!
| | ‘ ‘ - -
200 I
T

1998 2001 2004 2007 2010 2013 2016

2019

2003 2005 2007 2009 2011 2013 2015 2017 2019 2021
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6. Strengths : Driving Innovation

+ Leadinginnovation in online gaming space by prioritizing user experience

Paid Item System Massively Multi-player Experience on Mobile Cross Play Platform

(Unit : KRW BN)
300
H Lineage

200

: I I I I I I I I I ‘ ‘ ‘

'98 '99 '00 '01 '02 '03 '04 '05 '06 '07 '08 '09 '10 '11 '12

v" The first PC MMORPG to adopt

paid item system (sell in-game items)

v' The first mobile game to enable
1,000 vs.1,000 real-time battle

v' The first game company to develop
and support PC/mobile cross play
platform for MMORPG
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6. Strengths : Our Technology

Al Research Visual Production Audio Production NC PURPLE

'
Al Plaver introduction at the Blade & Soul Tournament WC in 2018

Since 2011, when NC became the first
game company in Korea to establish
an Al research department, NC has
become a global leader in Al R&D,
with a team of more 200 people. We
focus on enhancing Al capabilities in
gaming, culture and society, as well

For gaming, we offer:
+ Voice Synthesis

- Voice Conversion & In-Game
Commands

« NPC Decision-making

+  World Simulation & Generation

« Physics Simulation & Animation
« Video Processing

+ Real-time Al translation engine

as setting ethical standards for Al use.

NC was the first game company in
Korea to build visual production
facilities in-house. Our team of 150
engineersimprove our player
experience and visual fidelity using
these state-of-the-art facilities,
including:

» Motion capture studio

» 3Dscanning chamber

« Environmental mapping studio
« MONA (Museum of NC Assets)

Avidin Fantiira Carcinm far s

NC was also the first Korean game
company to build audio facilities
in-house, including a Foley studio and
a 5.1 sound mixing studio. Our team
of 70 audio technologists offer our
game and music initiatives the
following:
* Music &score composition
« Orchestration & performance
recording
+ Access to 700 Music IPs
* Immersive Sound Design:
- Movement audio synced to joint
animations
- Dynamic environmental audio
- Volumetric reverb using ray-
tracing

.
Ruxs 1 Mo fot 419 By 3

Launched in June 2020, PURPLE is our
new platform enabling seamless
cross-play and cross-progression
between mobile and PC for NC’s
newest titles, including Lineage M,
Lineage 2M, Trickster M, and the
upcoming Blade & Soul 2.

In addition to its transplatform
support, PURPLE features built-in
community elements and product
announcements for each title,
integrated cross-product chat, and
streaming support to play NC titles on
any screen in your home.

Confidential
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7. Strategy - Overseas Expansion

« Global games market has shown remarkable growth for the past few years

- Our strategy is to take this opportunity and expand our presence in global market through global IPs and new games designed for global market

Global Games Market Growth

(Unit: USD M)

CAGR82.4%
<~ CAGR 79.5%
44,263
42,107

NCSOFT Overseas Contribution

Overseas & Royalty
H Domestic

\ Uﬂ@ag@ W
; +o
fWﬁ“‘ AloN

CAGR 65.8%

China Japan

N
20,615
us

CAGR 48.6% CAGR 40.4%

N~

6,084 5,533 I||
]| il ---uIIIIIIIIIIII

Gemany UK 2000 2003 2006 2009 2012 2015 2018 2021

2016 2017 m2018 m2019 m2020 (Source : Newzoo)
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7. Strategy - IP Enhancement

+ Our strategy is to enhance IP competitiveness through keep utilizing our legacy IPs and developing new IPs to generate more diverse sources of revenue

IP Enhancement Strategy

(@] 1
~ X .
£ 2 Utilizing Existing IPs —_@; Developing New IPs
| !
Various franchises can be TL +
generated in the future e e .
based on multiple legacy IPs New titles projects :
ettt : [P S ,

.
e *

o
Q
»
"
.
.
.
.
.
.
.
.
.

lfnalfc LINEJAGE AION

+70% +50%

“ NewlPs Non-MMO Genres

Confidential



7. Strategy - Expansion to Mid-core Users through Platform Convergence

N
'
Broadband Smartphone || Connected -2, |Platform
. >
Internet PC Mobile Console 2 | Convergence
Broadband Internet access Advanced mobile handsets Network-connected video gafme B:",SO Gamers from each different
ushered in emergence of enabled more immersive and console will stirdemands for @@platform can play the same
MMORPG convenient game play of MMORPG massively multiplayer games games simultaneously
NCSOFT Annual Revenues (1997 ~ 2021 ;
( ) L rsrs
% Overseas & Royalty Ratio )::\;>)>f> _
m Overseas & Royalty @s:& "‘ ﬂb Development  Userbase
ortcore
m Domestic , %> MMO Users g XBOX =% O .
- Maturity SERIES X|S sSwITCH Stage p
Hardcore
Midcore . MMO Users
MMO Users als
%> Growth 38% O Cloid
. Stage Midcore
44% MMO Users
? 43% ; :@
Hardcore 42% O Maturity );;t)
MMO Users 7% Stage Softcore
Intro MMO Users
~
7

1997 1999 2001 2003 2005 2007 2009 2011 2013 2015 2017 2019 2021
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8. Consolidated Financial Statements

Statement of Financial Position (UNIT : KRW MN)
Assets Liabilities
I. Current Assets 2,452,606 2,834,277 I. Current Liabilities 663,361 520,925
Cash and cash equivalents 255,942 277,628 Borrowings 145,137 -
Short-Term financial instruments 420,420 725,111 Account payables 74,026 54,068
Account receivables 277,920 216,642 Lease liabilities 36,058 39,248
Other receivables 48,889 44,693 Current tax liabilities 63,520 107,151
Short-Term investment assets 1,385,155 1,523,864 Other current liabilities 344,620 320,458
Others 64,280 46,339 Other provisions - -
II. Non-current Assets 2,129,283 1,615,198 Il. Non-current liabilities 767,302 730,786
Long-Term loans 7228 8274 Borrowings 409,120 409,302
Other receivables 20,312 22,205 Defined benefit obligations 6,041 6,004
Long-Term investment assets 1,139,532 439,482 Long-Term employee benefits 20,231 19,723
; Lease liabilities 182,481 188,829
mﬁsat&e Qéigcaﬁllgs 24,644 42,126 Others 149,428 106,929
Investment property 91,055 90,070 Total Liabilities 1,430,663 1,251,711
Tangible assets 747,288 888,593 Shareholders Equity
Intangible assets 42,322 43,287 I. Capital Stock 10,977 10,977
Others 26,901 80,561 II. Other Paid-in Capital (189,424) (189,424)
Total Assets 4,581,889 4,449,475 Ill. Other Components of Equity 255,838 (65,958)
IV. Retained Earnings 3,071,454 3,440,113
V. Non-controlling Interest 2,382 2,056
Total Shareholders Equity 3,151,227 3,197,764
Total Liabilities and Shareholders Equity 4,581,889 4,449,475
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8. Consolidated Financial Statements

Income Statement (UNIT : KRW MN)
3Q21 4Q21 1Q22 2Q22 3Q22
Sales 500,630 757,162 790,334 629,278 604,232
Operating Expenses 404,379 647,701 546,148 506,312 459,810
Operating Income 96,251 109,461 244,186 122,966 144,422
Non-operating Income 30,395 39,438 (11,026) 40,116 105,942
Pre-tax Income 126,646 148,899 233,160 163,082 250,365
Income Tax 27,150 27,157 64,876 44354 68,288
Net Income 99,495 121,742 168,283 118,728 182,077

Equity Attribution to the

Owners of the Parent Company 99,749 121,868 168,902 118,614 181,815

Non-controlling Interest (254) (126) (619) 114 262

Confidential



9. NCSOFT ESG Performances

KCGS ESG Ratings MSCI ESG Ratings Sustainalytics ESG Risk Rating

B Comprehensive Rating 2020 [B+] — 2021 [A]

Environment (E)

Governance (G) n

[Ref] ESG Ratings: S, A+,A, B+,B,C,D

M Improvement Factors

= Environment (D — B+)
- Veryfirst disclosure of environmental data
(GHGs, energy, etc.) among gaming companies
= Social (B+—A)
- Disclosure of HR Data (diversity, education,

etc.), Declaration of human rights policy, etc.

B Comprehensive Rating 2020 [BBB] — 2022 [AA]

AAA
AA
A
BBE
BB
B
Ccc

1O

May-18 Jun-19 May-20 Nov-21 Oct-22

[Ref] ESG Ratings : 7 Ratings range from AAA to CCC

M Improvement Factors

Data privacy & Information Security

- Information security policy of global standard
Human Resource Development

- Talent recruitment, gender diverse workforce

M Risk Rating 2021 [16.8] — 2022 [12.2]

ESG Risk Rating | cowprenensive
12.2 wu
. Risk

MNegligible Low Medium High Severs

[Ref] ESG Ratings : Indicated by risk score between 0 and 50.
The lower the score, the lower the company's ESG risk

M Improvement Factors

= Data privacy & Information security
- Data privacy governance
(education, regular audit, etc.)
* Human Resource Development
- Disclosure of HR data (diversity, turnover rate,
etc.)
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