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Disclaimer

Forward looking statements
• This presentation contains forward-looking statements that involve risks 

and uncertainties. All statements other than statements of historical facts 
are forward-looking. You should not place undue reliance on these 
forward-looking statements for many reasons.

• These forward-looking statements reflect current views with respect to 
future events and are by their nature subject to significant risk and 
uncertainties because they relates to events and depend on 
circumstances that will occur in future. There are a number of factors that 
could cause actual results and developments to differ materially from 
those expressed or implied by these forward-looking statements.

• Although we believe that the expectations reflected in the forward-looking 
statements are reasonable, we cannot assure you that our future results, 
level of activity or performance will meet these expectations. Moreover, 
neither we nor any other person assumes responsibility for the accuracy 
and completeness of the forward-looking statements. Unless we are 
required by law to update these statements, we will not necessarily 
update any of these statements after the date of this presentation, either 
to conform them to actual results or to changes in our expectations.
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Q2 highlights

• Revenues for the second quarter of 2009 (Q209) were 6,145 TUSD and 
EBITDA was 748 TUSD.

• The Company’s financial position remains strong, with 37,117 TUSD in 
cash as of June 30, 2009, down from 39.636 TUSD at end of Q109.

• During Q2, the trends towards longer subscription periods in Age of 
Conan were continued

• The subscriber base has remained relatively stable through the year 
and to this date, with monthly swings depending on activities, market 
effects, competitor activities etc.

• The Company continues its investments to improve the key metrics of 
subscriber life time and acquisition cost to try to achieve growth for 
Age of Conan

• Game play beta activities commenced for one of Funcom’s casual MMOs
during Summer
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Key financial summary, Q2 2009

Revenue
• Revenues within previously guided range of 5,000 to 7,000 TUSD
• Lower revenues compared to Q208 - mainly due to launch of the Age of Conan

game in Q208
• Slowly declining revenues from Anarchy Online
• Q2 2008 figures are not including Plutolife revenues

Earnings
• EBITDA affected positively by a revaluation of expected returns on box sales.
• EBITDA affected negatively by higher marketing cost and provision for offices in 

Switzerland not in use.
• EBIT affected positively by the impairment charges made in Q408
• EAT affected negatively by withholding tax from the Neowiz payment 

Guidance, Q3 2009
• Revenues in Q3 2009 are expected to be between 5,000 and 6,000 TUSD
• Revenues depend on the key success factors; customer acquisition and retention 

rate on Age of Conan
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Key financial summary, half year 2009

Revenue
• Increase in revenues compared to 2008 – the game Age of Conan was launched in 

Q208
• Relatively stable revenues from Anarchy Online
• Excluding Plutolife financials

Earnings
• EBITDA affected positively by a revaluation of expected returns on box sales.
• EBITDA affected negatively by higher marketing cost and provision for offices in 

Switzerland not in use.
• EBIT affected positively by the impairment charges made in Q408
• EAT affected negatively by withholding tax from the Neowiz payment

Consolidated statement of financial position
• Cash balance of TUSD 37,117 as of 30 June, 2009 
• High equity-to-assets ratio (81%)
• Low interest bearing debt
• Relatively small changes in the statement of financial position from 31 March 2009.
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Key financial summary, Q2 2009
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Key financial summary, Q2 2009
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Key financial summary, Q2 2009
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Age of Conan - Status

• Customer loyalty in Age of Conan improved further 
during Q2, with longer average subscription periods as 
the result

• Sales, marketing and PR efforts during summer 
increased customer inflow and subscriber numbers, 
but the full effect of this was somewhat offset by 
higher churn during the Summer July/August

• Activity levels in-game have during the Summer 
months been very high

• The Company continues to optimize and improve the 
cost of customer acquisition through digital channels 
and have seen positive development in this area 
during Q2

• The company invests heavily in the Age of Conan 
game and currently over 120 people, excluding 
customer service, working on the Age of Conan game, 
primarily in development. 
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Age of Conan – Product focus next 6 months

The Company continues to invest in
Age of Conan to further extend the
average subscriber life time

Key planned updates:
• Guild Renown System: Incentives and 

benefits to interactivity and social 
game play

• Veterans Program and over-time 
benefits: Rewards to loyal players

• Tower-PVP in Border Kingdom
• Extended content:

• Iron Tower
• House of Crom
• Tier 3 raiding etc

• Expansion Pack
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Rise of the Godslayer – AOC’s first expansion pack

• Expansion revealed at Gamescom, in
Cologne, in August

• Positive reception by press and gamers:
“…a very promising expansion”
”Starkly beautiful and mysterious” etc.

• Asian inspired theme

• Large amounts of content and features 
intended to further enhance the game and 
result in extended subscriber life times

• Retail and digital distribution

• Launch date not yet announced
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Funcom free-to-play MMO initiative

Status Java based MMO:
• Young demographic
• Has started game play beta testing, with 

selected invites
• Around 10-20 hours of entertainment ready
• Focus on adding content and increase re-

playability
• 22 people on team
• Next increase in beta-testers during Q4

Status browser based MMO:
• Gamer demographic
• Game prototype finished

Casual MMOs in Funcom:
• Synergies on technology and competence
• Smaller budgets and faster development 
• Free-to-play w/microtrans. and prem.subs.

In-game videos from Java based MMO
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The Secret World - Status

Status:
• 100 people working on project
• In alpha stage of development:

o Combat iterations
o User Interface prototyping
o Character development 

implementation
o PVP testing etc.

Background:
• Contemporary setting
• ‘Dark days are coming…’
• Funcom’s proprietary Dreamworld 

Technology engine

External activities:
• Further game information revealed 

at PAX in Seattle next week
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Market update

• Facebook keeps on building momentum as a platform for connected games

• Strong performance of free-to-play games – continuously expanding market 
share, in the opinion of the Company

• Continued growth of young demographic of MMO-gamers

• The competition for for high-end MMOs is expected to increase during the 
next 2 months – the launch months of 2 large new MMOs

• Continued strong growth in online gaming market

• Expanding demographic of gamers – children, female, strategy, casual, hard-
core etc.

• Numerous and very diverse set of successful online community games
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Summary and outlook

Summary Financials:
• Positive EBITDA and EBIT for the first half year of 2009,

positive EBITDA in Q2
• Solid financial situation with 37 MUSD in cash

Summary Operations:
• Continued improvement in customer retention for the Age of Conan 

game in Q2
• Positive development for customer acquisition costs
• Continued investments in Age of Conan and new MMOs in development
• One of Funcom’s free-to-play MMOs reached game play beta stage 

during summer

Financial Outlook:
• Revenue guidance of 5-6 MUSD for Q309
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Statement of financial position
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Profit and loss account
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Interim segment results


