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Key financial summary, Q1 2008 @

Q1,2008 Q1,2007

Revenue 1.639 1.793
EBIT -3.130 -1.213
EAT 919 -223

Revenue
e Q1, 2008 revenue is according to plan.
e Steady revenues from Anarchy Online and Plutolife

Earnings
= EBIT as anticipated, due to increase in sales and marketing
activities and other supporting costs related to Age of Conan

= EAT increased from Q1 2007 to Q1 2008 mainly due to
currency fluctuations, and tax income.

Balance

e Cash balance of TUSD 46,991 as of March 31, 2008 and low
interest bearing debt.
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High community activity and interest in the Age of @
Conan game '

* Over 1 million people have submitted beta
applications to Age of Conan.*

« Since January 2008 the Age of Conan site
had more than five million unique visitors
with a total of over 70 million page views ,
according to Google Analytics. During the
first week of May the site had 725.000
unigue visitors. **

Ride into battle

« www.ageofconan.com has in early May
2008 ranked among the 1500-2000 largest
websites in the world according to
Alexa.com.

e The community for Age of Conan
continues to grow and the activity on the
game’s forums is higher than ever.

* The company does not have exact aggregated numbers for all beta applications as some programs are done through partners.
“* There are several sources of uncertainty in these numbers, but they are, in the opinion of the Company, of the right order of magnitude. The true
number might be higher or lower than 725.000
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Pre-order programs launched with several key retail @
chains L

Pre-order programs

i — « Funcom has received some pre-order data,
Home | WintendoWll | 05 | Aboa350 | PlzyStaion3 | P52 | PSP | PCGames | Download How R : . but |t dOeS nOt have an aggregated QIObaI
A0 overview of the number of pre-orders for the
game.

 Different retail chains in various markets
follow very different routines with respect to
collecting and reporting pre-order numbers.

 The Company interprets the data it has
received as positive and is part of the data
foundation for the scaling of the server park.
T Tyt Wi The pre-order numbers in some retail chains
. "l ~20 52 track as among the highest for any MMO
BN ol W o launched.
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Advertising status @

AGE OF
T — gy ™ D ey

HyBoRIANg AOVENTURES B & -« Large marketing campaigns in all major

markets
e Focus on online channels
» World wide gaming print
 |[n store marketing
* Message:

PRE-ORDER AGE OF CONAN NOW!

e PR activities in all major markets close to
launch




The beta program — focus on game polish, stress @
testing and preperations for launch '

General Beta/Closed Beta

* The general beta continues to be an important source
for game feedback.

Tech Beta

» Dedicated tests are conducted to test specific aspects
of the game. Players are invited specifically to these
events.

Beta weekend (Gamespot)

* An exclusive beta weekend with Gamespot.com was
conducted successfully the weekend 18-20 April

Open Beta (IGN)

* IGN and its partner Gamespy.com hosted an exclusive
‘Open Beta’ event from May 1st to May 11th. 50.000
players participated.

* The game experienced some technical issues at the
outset of the Open Beta, but many of these were
corrected during the 10 day period.
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Press coverage, readership and expectations @

Covers

* The Age of Conan game has received over 20 covers in
= gaming magazines and numerous cover mentions and
i ER °1 e expects close to 30 covers by the end of the launch period.

‘P '“asml' i ¥
' 5 e

 PC Gamer US gave the game the front cover as well as a 16
pages article in its May publication.

i’
Coverage

» Age of Conan has received broad global press coverage
which, in the opinion of Funcom as mostly been very positive
The game has, in the opinion of the Company, received very
broad coverage from press in Europe and North America,
through numerous articles on major gaming publications

Anticipation
» High scores on rating lists on MMO-sites
* Most anticipated game on several MMO-dedicated sites

* On lists of top 5-20 top PC games of 2008 on mainstream
gaming sites
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= \Warhammer Online

* In March 2008 EA Mythic announced that Warhammer Online was further delayed,
and is now scheduled for a fall 2008 release.

» SCi Eidos, The co-publisher for Age of Conan
* In Q1 2008, Eidos’ parent company, SCi Entertainment PLC (“SCi”) announced a
restructuring of its business.
* In April it raised funds of £60 million.

* Funcom has received continued assurances from the SCi board and the
management at Eidos that Age of Conan continues to be one of their most important
titles for 2008. SCi/Eidos is Funcom's partner for retail distribution of the Age of
Conan game.

= World of Warcraft
 In January 2008 Blizzard Entertainment announced that subscribership for its World
of Warcraft MMO recently passed the 10 million mark worldwide.

» The part of Blizzard Entertainment that owns World of Warcraft, Vivendi Games was
valued at USD 8,12 billion in November 2007. The World of Warcraft game accounted
for 85% of its revenues in the first nine months of 2007.
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Other game projects @

Anarchy Online

e Continuous delivery of content and features
e Work on Booster pack

e New rendering engine in implementation

The Secret World

e Built with the Funcom proprietary DreamWorld
Engine

» 4 playfields well underway towards completion

e Parts of team currently assisting Age of Conan
on specific tasks

Casual MMOs
e In technology development phase
e Key resources in place

11
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Key risks in the launch period

e A key risk is potential technical issues related to network and servers and to
client performance such as stability

e Server stability has been satisfactory, but there is risk when servers are
subject to unprecedented load during launch

e Client stability is continuously improving, but there is always risk that the
newest code versions may reduce stability

e The performance of the game varies between high end configurations and
low end configurations, and performance issues may impact subscriber
uptake

Key risks in the period after the launch

e Post launch, the quality of gameplay, and thereby the longevity of the
average subscription is a key risk

e The Company acknowledges that there is high uncertainty in future
subscriber levels and revenue projections. Positive pre-order numbers
and anticipation level may not necessarily lead to high subs numbers.

e The ability of the Company to quickly address potential technical issues is also
a risk after the launch period.

* For more information regarding the risk profile of the Company and its games, see document ‘Funcom Risk Overview’ at www.funcom.com under

Investor Relations, similar to the one presented in the IPO prospectus of December 2005 with appropriate amendments..
* 12
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Balance sheet L0
BALANCE SHEET 31-Mar Full Year
(Figures in TUSD) 2008 2007 2007
ASSETS
Deferred tax asset 5,627 2,661 4,509
Other intangible assets 41,273 22,850 35,697
Tangible fixed assets 4 595 1,157 4166
Long-term receivables 494 423 469
Trade debtors 1,230 900 977
Prepayments and other receivables 2,015 1,939 2,067
Cash and cash equivalents 46,991 33,201 52,366
Total assets 102,225 63,131 100,251

EQUITY AND LIABILITIES

Paid in capital 124,664 94,492 124,384
Other reserves -31,096 -35,423 -32,299
Equity attributable to minority interest 33 202 62
Long-term liabilities 1,627 1,618
Short-term liabilities 6,997 3,860 6,486

Total equity and liabilities 102,225 63,131 100,251
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Profit and loss account L0
PROFIT AND LOSS ACCOUNT First quarter Full Year
(Figures in TUSD) 2008 2007 2007
Revenues, PC/Console 963 1,194 4621
Revenues, Mobile 676 599 2,274
Total Operating Revenues 1,639 1,793 6.895
Operating expenses -4 199 -2,619 -12,722
Depreciation, amortization and write down -570 -387 -1,635
Total operating expenses -4.769 -3,006 -14,357
Earnings Before Interest and Tax ("EBIT") -3,130 -1,213 -7.462
Net financial items 2,967 909 7,625
Earnings Before Tax ("EBT") -163 -303 163
Taxes 1,082 81 2,001
Earnings After Tax ("EAT") 919 -223 2,164
Attributable to minority interest -33 -19 -154
Attributable to shareholders of Funcom N.V. 952 -204 2,318
Earnings per share (USD) 0.02 0.00 0.05
Earnings per share fully diluted (USD) 0.02 0.00 0.04
Average number of shares (1000) 52770 47,745 50,087

Average number of shares fully diluted (1000) 54,683 49,995 52,000




Interim segment results

Fi
LOf1

INTERIM SEGMENT RESULTS Q1 Q2 Q3 Q4 Q1
(Figures in TUSD) 2007 2007 2007 2007 2008
Revenues, PC/Console 1,194 1,084 1,176 1,167 963
Revenues, Mobile 599 509 588 578 676
Total operating revenues 1,793 1,593 1,764 1,745 1,639
Sales growth quarter by quarter (%) -16.4 % -11.2% 10.7 % -1.1% -6.0 %
EBIT PC/Console -1,086 -1,316 -1,504 -2,822 -2,953
EBIT Mobile -127 -144 -270 -193 =177
EBIT Total -1,213 -1,460 -1,774 -3,015 -3,130
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