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One. Letter to Shareholders

Dear shareholders, ladies and gentlemen:

Gamania Group’s 2022 consolidated revenue was NTD 11.39 billion, maintaining the operation level
of the previous year. In particular, the main game “Maplestory” has successfully re-branded and
continued to achieve good revenue performance; the operating gross profit was NTD 4.68 billion,
wherein operating profit was NTD 1.76 billion and the after-tax profit attributable to parent company
owners amounted to NTD 1.28 billion, a year-on-year increase of 16%. It is mainly due to the
successful adjustment of the operating structure, resulting in the improvement of profitability of the
main business. The effect of business layout became more obvious, and the operating revenue and net
profit after tax ranked second in history, with an EPS of NTD 7.29.

Looking back on 2022, the flagship APP beanfun! underwent a large-scale revision. Through module
reorganization and optimization of the underlying logic framework of the big data project, the
Company will improve user experience and strengthen the connection of the Group’s services. Work
with multi-party arts and entertainment partners, including phenomenon-level entertainment programs,
New Year’s Eve events, and arts and cultural venues ... to jointly plan online and offline events, drive
the conversion of traffic between virtual and real scenarios, and promote the growth of new customers.
In 2023, the Company will launch a social function with high conversion and high adhesion to build a
social platform that is most close to the attitude and culture of the new generation.

The longevity of the game business, “Maplestory” reached a new high in annual revenue. The main
products “Lineage M” and other games have been launched with major revision activities to contribute
steadily to the Group’s revenue. In 2023, the Company will refine product operations and provide a
quality game experience. It is expected that 1~2 new products will be launched to inject new
momentum.

Under the dynamic and changeable environment in 2022, the Group’s payment, e-commerce, and
media businesses worked together separately to gradually diversify the Group’s marketing activities
and enrich the Group’s user profile. GASH explored opportunities in different businesses, and
promoted the transformation plan based on entertainment transformation and forward-looking
technologies. The pandemic and the iterative development of Al have driven enterprises’ digital
transformation and information security needs. DIGICENTRE COMPANY’s cloud and information
security services have been favored by the market. In 2023, DIGICENTRE COMPANY will enter
Southeast Asia and lead the export of Taiwan’s information security capabilities overseas. Conetter
specializes in digital marketing and distribution advertising services, and has insight into customer



needs, which nearly doubled its revenue during the more than three-year pandemic.

Gamania Group has been sparing no effort in practicing ESG (environmental, social, governance).
Besides winning the Bronze Award at the 4th Annual Enterprise Environmental Protection Award
(AEEPA) from the Environmental Protection Administration, we independently completed the
greenhouse gas inventory and published the 2021 Gamania Group ESG Report. Gama Garden was
founded in 2012 by Gamania Group with the original intention of creating a friendly workplace where
employees can live in peace of mind. As it celebrates its 10th anniversary this year, it has become a
benchmark for Taiwan’s corporate nurseries. Gamania Cheer Up Foundation, which encourages young
people to defy challenges and take risks, celebrates its 15th anniversary with a brand-new initiative

“GoNext” to create positive social influence.

In 2022, Gamania Group overcame the challenge of COVID-19 and strived for progress while
maintaining stability. In 2023, the Group will focus on improving its operational resilience and
transforming its subsidiaries to increase market share and influence of various services. It will also
deploy pan-entertainment content and its own IP, and stimulate the Group’s network ecosystem by
beanfun!

We would like to thank all of you for your trust and guidance in Gamania Group. The post-pandemic
era is full of both uncertainties and opportunities. Based on our commitment to sustainable
development, we will continue to amplify the diversification and synergy of the Group, and share the

Group’s operating results with all shareholders.

I wish you
The best in all your endeavors and happiness and well-being of you and your loved ones!

Chairman and President

Liu, Po-Yuan



Business Report
1. 2022 Business Plan Implementation Results
The operating income, gross operating profit, net profit before tax and net profit after tax for
2022 are detailed below.
Unit: NTD 1,000

Item 2012

Operating income 11,388,021
Operating gross profit 4,682,110
Operating profit 1,758,562
Pre-tax net profit 1,708,448

Net profit attributable to the
1,279,696

owner of the parent company

2. Analysis of Financial Income and Expenditure and Profitability
Refer to “Il. Financial Analysis of Past Five Years” under “Six. Financial Overview” for
details.

3. Status of Research and Development
Refer to the descriptions about R&D accomplishments under “l. Scope of Operation” under
“Five. Overview of Operation” for details.

4. Expected Sales Volume and Rationale
The Company has different measurement units given its numerous types of operating income
and has not prepared financial forecasts, so there are no statistics on the expected sales.

5. Impacts from External Competition, Regulatory Environment, and Overall Operational
Setting

(1) Impacts from External Competition and Overall Operational Setting
The popularization of smart phones and mobile devices has contributed to the rapid
growths in the production value brought about by games and has also attracted
accession of foreign game service providers at the same time. As a result, the
competition on the domestic gaming market is getting fiercer and fiercer. The external
environment, international trade disputes, and the global pandemic, however, impact
global economic growths and add uncertainties to the operational setting. In light of this,
besides continuing to run large well-known IP games, the Company is proactively
transforming to be a comprehensive web-based enterprise. Centering gaming consumers,
respective businesses are connected to bring growth momentum for the Company.

(2) Impacts from Regulatory Setting



As far as the regulatory setting is concerned, besides complying with national policies
and regulatory requirements, respective units, namely finance, sales, and auditing, of
the Company are paying close attention to changes in important policies and laws in the
nation at any time and are precisely keeping track of the latest information so as to
adjust the Company’s internal system and operating activities accordingly and to ensure
smooth corporate operations.

Chairman: Liu, Po-Yuan  President: Liu, Po-Yuan  Chief Accounting Officer: Su, Hsin-Hung



Two. Company Profile

Established on June 12, 1995

Company History:

1.

Merger and acquisition activities in the most recent year and until the annual report
publication date: None.

Massive transaction or conversion of shares by directors, supervisors or dominant
shareholders holding over 10% of the stakes in the most recent year and until the
annual report publication date: None.

Re-organization activities in the most recent year and until the annual report
publication date: None.

Significant changes in operations and business contents in the most recent year and
until the annual report publication date: None.

Management changes and other important events that may affect the rights and
interests of shareholders and their influence on the company in the most recent year
and up to the annual report publication date: None.

Reinvestments in affiliates in the most recent year and up to the annual report
publication date: Please refer to I. Information of Affiliates on page 332.

Other Information:
1995 = The Company was established under the name of “FullSoft Co., Ltd.”
and dealt mainly with information and software services.
Released the first self-made product “CONVENIENT STORE”, which
was well received on the market with unprecedented sales.
= The Company officially changed its name to Gamania Digital
Entertainment Co., Ltd. (Gamania).
2000 = Gamania Digital Entertainment (HK) Co., Ltd. was established.
= Brokered and released the online game “Lineage” and rewrote the
history of the gaming industry of Taiwan.
= Released the digital recreational magazine “MANIA”; 200 thousand
volumes were sold as soon as it was available on the market.
= “CONVENIENT STORE” was awarded “Best Strategy Game by an
Independent Developer” by the Taipei Computer Association.
= Released the self-made product “CONVENIENT STORE 2”.
2001 = “CONVENIENT STORE 2” was awarded “Best Strategy Game by an
Independent Developer” by the Taipei Computer Association.
= “Lineage” was awarded “Best Online Game” by the Taipei Computer
Association.
* Gamania’s Corporate Identity System (CIS) received the Gold Award
in Taiwan’s “Top 10 National Design Award”.
2002 = Listed in Taiwan under the ticker symbol of 6180.
= Gamania Digital Entertainment (Beijing) Co., Ltd. was established.
2003 » The self-made online game “COCOCAN” was introduced to the
market in Taiwan along with “Game Cat” as its sound track.

1999



2004

2005

2006

2007

2008

2009

2010

2011

Gamania’s Corporate Identity System received a National Level Gold
Award for creativity.

“Hero: 108” was awarded the Animation Prototype Award at the 2003
International Class Content Prototype Awards.

Taiwan Index became part of Gamania (and the name was changed to
“Gameastor”).

Brokered and released the online game “MapleStory”, which became
the first free online game in Taiwan that changed the habits of players.
Brokered and released the online game “Mabinogi”.

Attended the Tokyo Game Show for the first time where five of the
Company's self-made online games, including “Lucent Heart” made
their debut.

Brokered and released the recreational online game “Crazy Arcade”.
Brokered and released the online game “CrazyRacing KartRider”,
which became the largest recreational game in scale in Taiwan.
“Lucent Heart” won the “International Digital Content Prototype
Award” in the digital content series of contests of Taiwan.

Released the self-made online games “Lucent Heart” and “SenMoDo”.
“Lucent Heart”, in particular, was awarded “Best Game of 2008 in
Japan.

Gamania was named one of Taiwan’s Top 10 Brands of 2008.
Brokered and released in Taiwan the online game “Counter Strike
Online” which started the fad of FPS shooting games.

“Gamania Cheer Up Foundation” was set up to encourage young
people to “dream hard and be yourself”.

Formed the E-sports team “Gama Bears” and became officially
devoted to E-sports.

Gameastor brokered and released the online game “Elsword”.
Gamania Digital Entertainment (United States) Co., Ltd. was
established.

Gamania received an “Outstanding” award from Branding Taiwan in
20009.

The original animation “Hero: 108”, a product of collaboration with
Cartoon Network under US Warner Bros. and France Moon Scoop
played in over 100 countries around the world, including the US, the
UK, and France through Cartoon Network.

Attended the Tokyo Game Show and showcased eight of the
Company's self-made games, including “Core Blaze” and “DIVINA”.
The comprehensive platform “Beanfun!” made its official debut and
was commissioned one after another in Taiwan, the US, Europe,
China, and Hong Kong.

Released the self-made online games “DIVINA”, “ROA online”,
“Hero: 108”, and “Koihime Muso™.

Gamania Digital Entertainment (Europe) Co., Ltd. was established.
“TWO TIGERS CO., LTD.” was established in Taiwan and “Firedog
Studio” in Hong Kong.

Gash Point Card Digital Technology Co., Ltd. was established and
upgraded to “GASH+” to diversify business in repsective areas.
Released the first iPhone game “Hero: 108 to officially secure
presence on the global i10S platform.

6



2012

2013

2014

Organized the large product release conference Gamania Game Show
in Taipei that gathered representatives of 110 media companies from
around the world to try the games and to cover the show.

“Web Koihime Muso” won the 2012 GAME STAR “Best Self-made
Web-based Game Silver Award”.

Gama Bears won the national championship in Taiwan E-sports
five-year “SF” and “CrazyRacing KartRider”.

The cross-industrial collaboration of the original animation “Mig
Said” and the GTV trendy drama “In Time with You” started the
“Square-head Lion” fad. A series of commodities were introduced.
The said trendy drama won the “Program Marketing Award” of the
Golden Bell Awards.

Founded the corporate childcare facility “GamaGarden” that is based
on the corporate essence of “love to play” and to live up to “gaming is
to learn happily and learning is the game of acquiring knowledge”.
Gama Bears won the Taiwan E-sports five-year national
championship.

Brokered and released the cute online game “Crazy Shooting Bubble
Fighter” to showcase popularity.

Listed in Cheers Magazine’s “Top 100 Companies for the Young
Generation”in 2013 and topped the list of counterparts from Taiwan.
Gama Bears won the national championship in Taiwan E-sports
six-year “CrazyRacing KartRider”.

Attended China Joy to maximize the distribution network and solicit
business.

The two popular games “Mabinogi” and “Elsword” won the Bronze
Award in “Popular Online MMORPG Game of the Year” and “Other
Popular Online Game of the Year” in the 2013 Bahamut Game Award.
Attended the Tokyo Game Show; the R&D Company PlayCoo
Corporation successfully attracted international attention with three of
its self-made games, including “Pocket Valkyria”.

Founded “MIMIGIGI” to take charge of the mobile phone business.
For the first game, it brokered the international masterpiece “Plants vs.
Zombies for Android Traditional Chinese. In total,” it was downloaded
more than 600 thousand times.

Brokered and released the popular scifi action “Phantasy Star Online
2”.

The free server edition of the classic long-lived online game
“Lineage” was introduced; it became one of the most popular games
of the year in Taiwan. A headcount of more than one million people
signed up for the first time.

“Dragon Poker”, the famous Japanese card game was introduced.

The public fund-raising platform by the name of “WEBACKERS”
was introduced to provide entrepreneurship teams with diversified
opportunities and cultural and creative, gaming, animation, design,
audiovisual, technology, and public interest proposals are welcome.
Reinvested in “Jollywiz Digital” to officially set foot in e-commerce.
Established the online audiovisual new entertainment media platform
“COTURE” to bring new perspectives for online entertainment.
Established “Gash Point Pay” to secure third-party payment

7



2015

2016

opportunities.

The Group proactively transforms towards becoming a comprehensive
web-based enterprise. The “Gamania 20" exhibition was held in
Huashan 1914 Creative Park so that the general public got a chance to
feel for themselves the comprehensive web-based daily life services
provided by the Group.

Listed consecutively in Cheers Magazine’s “Top 100 Companies for
the Young Generation”in 2015 and topped the list of counterparts from
Taiwan.

Introduced the popular RPG game “Finger Knights”.

Introduced the mobile phone edition “Pocket MapleStory” of the super
popular RPG online game “Maplestory”.

Introduced the mobile-end dual platform game “Lineage Eternal Life”.
Announced collaboration with the Japan mobile game leader GungHo
to jointly enter the markets in Taiwan, Hong Kong, and Macao.

Gash Point Pay received the official business license to run as an
exclusive electronic payment institution for domestic 020 physical
store payment service and joined hands with Taiwan Taxi, E.SUN
VENTURE CAPITAL CO., LTD., TAIWAN SECOM CO., LTD., and
FamilyMart, among others to jointly expand the scope of application
for the payment service and to deploy comprehensively on the
electronic payment market.

Jollywiz established “JSTaiwan” to enter the China e-commerce
platform Tmall Global with quality historical store products.
COTURE introduced the talent show “Gamania 20 Top Million Star”,
the very first multi-screen real-time interactive audiovisual
entertainment show.

Introduced online exchange marketplace APP “Swapub” to start a new
shared economic model.

“Gash Point Card Digital Technology Co., Ltd.” changed its name to
“Gash Point Co., Ltd.”.

Introduced “Azion Corporation” and “MERCURIES DATA
SYSTEMS LTD.” to be the strategic partners of “Digicentre” and to
jointly create the great future for cloud data.

Invested in “NOWnews” to further media deployment.

Joined hands with the Japan mobile game leader GungHo and
introduced the popular Japanese RPG chessboard-type mobile game
“Summons Boards”; it was well received among the million players
and members.

Brokered and released the popular FPS classic online game extension
“CS02 Counter Strike Online 2”’; more than 500 thousand people
signed up in the first month after it was introduced to reignite the
passion for FPS games.

Introduced the original classic music-based social networking-oriented
mobile game “PLAN-S”; it combined the elements of COTURE’s
talent show “PLAN-S” while creating an innovative video-game
interactive entertainment model. The game was downloaded more than
a million times.

“Gash Point Pay Co., Ltd.” changed its name to “GAMA PAY CO.,

8



2017

LTD.”.
“GAMA PAY” officially went online to comprehensively promote the
scope of electronic payment. The goal is to become a leading brand in
electronic payment in Taiwan.
The masterpiece of COTURE “Gamania 20 Top Million Star” won the
“Best Variety Show Award” of the 51% Golden Bell Awards and was
the first new online media to be honored with the awards in Taiwan.
The Gamania Group was officially relocated to its new headquarters in
Neihu and turned over a new leaf as a comprehensive web-based
enterprise.
Introduced the real-time communication software “BeanGo!”” which
meets the three communication requirements of intuition, dating and
events, and redefines the networking model of the new generation to
provide the most interesting and trendy communication experience.
Listed in Cheers Magazine’s “Top 100 Companies for the Young
Generation”in 2017, the best ranking in history, and topped the list of
counterparts from Taiwan. The Group continued to live up to its core
essence of “live and work in peace and happiness” while building a
quality workplace with benefits.
Received “Outstanding Issuer of Government Uniform Invoice (GUI)”
Award from the Ministry of Finance in 2017.
Obtained the exclusive dealership of the mobile game masterpiece of
NCSOFT “Lineage M” for Taiwan, Hong Kong, and Macao. It was
released to the market concurrently in Taiwan, Hong Kong and Macao
on December 11 and the number of members went up to 2.43 million
within only 20 days. The highest record was over 1.11 million people
active in one single day and more than 400 thousand people online at
the same time; both were the new records on the gaming market.
Meanwhile, it had been topping the iOS list of best sellers and the
Google Play list of highest revenue for three weeks in a row.
For the classic flagship online game “Maplestory”, the yearned-for
10-year all-profession five-turn contents were introduced. The
popularity was unprecedented.
As part of its internationalization strategy, GASH cooperated with the
Japan cash flow platform BitCash to reach out to the world.
Fund-raising for the first nostalgic game magazine “Retro Game
Time” of WEBACKERS rendered more than NTD 7 million raised,
the highest record in the fund-raising history of game publications in
the world.
WEBACKERS focused on fund-raising for the ACG industry and
introduced the charity brand WeGamersLove; it was the single event
that broke the one million record in fund-raising.
COTURE introduced Boy's Love drama “Dark Blue and Moonlight”;
the innovative theme triggered heated discussions online and it was
viewed 15 million times.
Jollywiz obtained the exclusive dealership of the international brand
Vita Coco in Taiwan. The cross-border e-commerce operation reached
out to the largest e-commerce platform Lazada in Southeast Asia.
Jollywiz ventured with sisters and formed “Bjolly Digital Corporation
Ltd.” to become e-commerce social media capable of producing its

9



2018

2019

own media content, running its own e-commerce platform, and
managing its own brand.

Listed in Cheers Magazine’s “Top 100 Companies for the Young
Generation”in 2018.

The Group took part in the Taipei Game Show, spearhead by “Lineage
M”, with subordinate businesses, namely GASH, COTURE, GAMA
PAY, and Swapub. Starting with games, new AV media, mobile pay,
and second-hand exchange marketplace were combined. The
deployment covering various types of mobile applications facilitated
the Group to grow toward being a comprehensive web-based
enterprise.

GASH released its new business model for the gaming industry during
the Asia Blockchain Summit for the first time in the third quarter, the
11O (Initial Item Offerings), which triggered inquiries from a lot of
game operators.

The mobile shopping platform centering on networking e-commerce -
“JollyBuy”; the innovative group-shopping model and its combination
with Beanfun! allowance spending successfully boosted brand
awareness.

The media business took a step further. In the third quarter of 2018,
Nownews officially became a subsidiary of the Group; it is positioned
to be the engine for original contents of Taiwan and contributes to a
more robust foundation of the Group while the latter grows to be a
comprehensive web-based enterprise.

The original drama “Ghost High School” of COTURE was nominated
for Mini-series, Actor, and Supporting Actress of the Golden Bell
Awards.

The first Corporate Social Responsibility Report of Gamania won the
Golden Award in the “Corporate Sustainability Report Awards” of the
12th Taiwan Corporate Sustainability Awards.

Listed in Cheers Magazine’s “Top 100 Companies for the Young
Generation” for the 14" year and ranked 23", the best-ever in history.
The Group’s kindergarten “GamaGarden” won the 12" Taiwan Interior
Design Award in 2019 for its public space, demonstrating that the
corporate benefits had reached new heights.

Continued with the “Expedition to South Pole” project of Gamania
Cheer Up Foundation. First, a small “South Pole Adventure
Exhibition” was held in the headquarters of the Gamania Group in
Neihu where challenges countered in the south pole expedition and its
preparations were released to the public. It was recognized by 2019
Germany Iconic Awards. Cooperated with Discovery in 2019 and
produced the adventure science documentary “Expedition to South
Pole” and held the first special exhibition on the south pole adventure
at the end of the year entitled “Go! Go! South Pole” Theme Ticket
Exhibition to encourage the young generation to be brave for their
dreams.

Obtained exclusive dealership for Taiwan, Hong Kong, and Macao for
the end-games “Lineage REMASTERED” and “Dragon Nest” and
mobile games “World of Dragon Nest”, “SinTales”, and “Komori
Life” and deployed the market for mild to severe diversified players to

10



2020

maximize the game player base.

Entertainment e-business company “JollyBuy” was online, targeting
ACG (Anime, Comics and Games) populations, with PiLi Puppet
Show, Kadokawa, Tong Li and Beast Kingdom participating.
Meanwhile, multiple social shopping services and the painless store
platform were launched to provide complete 2C and 2B e-commerce
Services.

The joint venture WalkerMedia was established with Taiwan
Kadokawa. Technological innovation was applied to travel and food
information, creating a one-stop fulfilling intelligence website for
those who love to travel and enriched contents were introduced into
Beanfun! In the future, it will be planned to combine memberships of
both for maximized synergistic effects in daily life entertainment
services such as intelligence/information, games, and payment.
DIGICENTRE rendered fruitful results in overseas deployment. Its
branch office HyperG was established in Singapore and it collaborated
with the Israel information security company Reblaze in providing
new services. Domestically, on the other hand, it successfully entered
the medical care and national defense fiedls. The cloud information
security service continued to grow.

Gamania Group celebrated its 25" anniversary by holding the online
exhibition “Checkpoint Challenge” and releasing its 25" anniversary
film “Let’s Go for It” at the same time. The film depicted the bravery
of Gamania in innovation and the journey it had taken on in being an
industrial leader as well as history of the cyber industry of Taiwan that
has covered generations.

The 2019 “Go! Go! South Pole” special exhibition of Gamania Cheer
Up Foundation won the 2020 Germany Red Dot Design Award for
being the “Best of the Best” “Brands & Communication Design”, the
2020 Good Design Award, and 2020 Golden Pin Design Award, and
many other special honors.

The Gamania Group took part in the 13" Taiwan Corporate
Sustainability Award screening and won “Sustainability Report -
Silver” and “Excellent Sustainability Example - Talent Development”.
The Gamania Group took part in the fifth Sports Enterprise Certificate
screening and received the “2020 | Sports Enterprise certification”
symbol from the Sports Administration, Ministry of Education.

Listed in Cheers Magazine’s “Top 100 Companies for the Young
Generation” for the 15" year and also the only enterprise selected
from the industry of Taiwan.

One of the finalists for the second Annual Enterprises Protection
Award.

Gamania has been devoted to corporate governance over the long term
and hopes to strengthen communications with stakeholders and
information disclosure by improving the function of its Board of
Directors, setting up the Audit Committee, the Nomination
Committee, independent directors, and corporate governance
supervisors, creating maximum shareholder equity and realizing
sustainable corporate operation.

The Group created two rounds of the player-interactive Live Show
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2021

“Gamania Online Carnival” where resources throughout the Gamania
Group, namely games, payment, e-commerce, and daily life portal
Beanfun! were combined to provide impressive game contents and
super-value preferred deals. The hope was to converge the
membership flow throughout the Group with the pan-entertainment
audiovisual live broadcasting and improve their involvement for
synergistic effects brought about by cross-business collaboration.
GungHo Gamania brokered the virtual life habit formation mobile
game “Komori Life” that was released by Shanghai Ruluo Network
Development and Shengqu Games and it went officially online on
both platforms in Taiwan, Hong Kong, and Macao.

The Group obtained the exclusive dealership of the Traditional
Chinese version (for Taiwan, Hong Kong and Macao) of the
brand-new pinball RPG mobile game World Flipper co-developed
between leading Japanese game developer Cygames and our
subsidiary Citail. We also partnered with leading South Korean game
developer Kakao Games to jointly operate the “The Legendary
Moonlight Sculptor”, an IP game adapted from a famous fantasy
novel.

The cross-border e-business company “Jollywiz Digital” announced to
enter Vietnam and introduced the brand new cross-border e-commerce
platform “ttCHOICE”. It is expected to introduce 10 to 15 domestic
and international brands in the initial stage, and will enter the Vietnam
market with other brands. In addition, Jollywiz was recognized with a
five-star rating by Tmall again in 2020 and became the first Taiwan
capital enterprise to gain the honor consecutively.

In response to the sudden increase in the demand for working from
home in 2020, DIGICENTRE in the first quarter focused on the
“Amazing Thor Smart and Safe Office solution” that could be quickly
set up to provide support while taking care of information security at
the same time. Meanwhile, it worked with the Israel information
security company Reblaze on robotic flow authentication to perform
outside an enterprise big data analysis and continuous monitoring of
threatening intelligence for cyber information security and risk
assessment, which has become a new solution trend.

The video “Dare to Challenge” for the celebration of the Group’s 25th
anniversary won the affirmation of the Brands and Communication
Design category of the Red Dot Design Award in 2021.

Rated the top 6-20% among TPEXx-listed companies at the 7th
Corporate Governance Evaluation.

Won the Bronze Award at the 3rd Annual Enterprise Environmental
Protection Award (AEEPA), the highest honor for environmental
protection in Taiwan.

Nominated for the “Top 100 Most Admired Companies of the Next
Generation” by Cheers Magazine for 16 consecutive years, and is the
only game developer on the list.

Summer School organized by the Gamania Cheer Up Foundation went
online for the first time in 2021. Based on the theme “Dare to Lift the
Restrictions,” we actively broke the limits on time, space and
qualifications for adventure-loving youth, in order to develop their
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adventuring power and enrich their mountain knowledge through
e-learning and online experience.

The 2021 Gamania Winter Carnival was held in collaboration with
Syntrend Creative Park, the center of ACG, to create an event for
gamers through online merge offline (OMO). The live webcast created
a new recor