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Disclaimer 

The financial results for 4Q 2014 have been prepared on an unaudited basis,  

and may be subject to change during independent auditing process.  

 

Please note that NCSOFT will not be responsible for individual investment decisions  

based on this material. 

 

※ Consolidated subsidiaries (K-IFRS based) :  

NC West Holdings(100%, US), NC Europe(100%, UK),   

NC Japan(60%, JP), NC Taiwan(85%, TW), NCSOFT Corporation(HQ, KR),  

NCSOFT Service(100%, KR), NC Dinos Baseball Club(100%, KR),  

Oraion Soft(100%, KR), Ntreev Soft(76%, KR)  
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1. Financial Highlights(Quarterly) 

4Q sales recorded W235bn(YoY+12%) and operating profit W87bn (YoY+54%) 
Strong 4Q results were driven by L1, L2 and B&S 
-Excluding 4Q12 when GW2 was launched, 4Q14 achieved the highest revenues and OP of all time 
-L1 recorded W97bn(QoQ+41%), L2 W20bn(QoQ+31%) and B&S W25bn(QoQ+24%) 

(Unit : KRW in MN) 
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1. Financial Highlights(Yearly) 
Full-year FY 2014 revenues and operating profit recorded a historical-high of W839bn(YoY+11%) and  
 W278bn (YoY+36%) respectively 
 
- Stable performance from legacy games and an increase in overseas royalty led to improved profitability. 
- OPM in 2014 was 33% (YoY+6%). 

(Unit : KRW in MN) 
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2. Sales Breakdown(Quarterly) 

- Korea sales increased on the back of improved sales from legacy games 
  Overseas royalty also increased due to B&S China 
- In 4Q14, L1 generated record-high quarterly revenue of W97bn 
- L2 continues sales growth driven by service upgrades (growth rate 3Q 9%→ 4Q 31%)  
- B&S grew 24% QoQ to W25bn due to the successful launch of B&S in Taiwan 

 
 
 

Sales by Region  Sales by Game 
(excluding royalty) 

L1 : Lineage 1 
B&S : Blade and Soul        

GW2 : Guild Wars 2 
WS : Wildstar 

(Unit : KRW in MN) 
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2. Sales Breakdown(Yearly) 

-The contribution of Korea sales increased led by a rebound in legacy game earnings 
-L1 and B&S generated strong and stable performance, while growth potential of L2 and AION was confirmed 

Sales by Region  Sales by Game 
(excluding royalty) 

L1 : Lineage 1 
B&S : Blade and Soul        

GW2 : Guild Wars 2 
WS : Wildstar 

(Unit : KRW in MN) 
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3. Cost Breakdown 

Full-year sales grew 11% YoY, but operating expenses increases were limited to +2% YoY 
-Annual labor cost declined 1% YoY to W309bn. 
-Marketing costs increased YoY, due to G-star, Wildstar’s release and B&S Taiwan launch 
 
In 4Q14, operating expenses rose 13% QoQ to W148bn 
-Year-end adjustments to labor cost and an increase in marketing activities, such as G-Star, are the main drivers  

* 4Q14 Others includes Bandwidth costs(4,664), Rent(1,868), Wage for outsourced staff(6,937), and Outsourced R&D(2,711)                                                 

(Unit : KRW in MN) 
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4. Summary B/S & P/L 

P/L B/S 

(Unit : KRW in MN) 
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