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Forward-Looking Statements
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This presentation material contains forward-looking statements 

and information. Forward-looking statements are statements that 

are not historical facts, including statements about our beliefs 

and expectations. Any statement in this presentation material 

that states our beliefs, expectations, predictions or intentions is 

a forward-looking statement. These statements are based on 

plans, estimates and projections as they are currently available 

to the management of Gamania Digital Entertainment Co., Ltd. 

Forward-looking statements therefore speak only as of the date 

they are made, and we undertake no obligation to update 

publicly any of them in light of new information or future events, 

or otherwise. Forward-looking statements involve inherent risks 

and uncertainties. A number of important factors could therefore 

cause actual results to differ materially from those contained in 

any forward-looking statement.
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Beyond Games, Into Life!

Outline:



Group Overview
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Company Profile
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 Founded: June 1995

 IPO: May 2002 (6180 TT)

 CEO: Mr. Albert Liu

 Capital: NT$1.75 B

 Market Cap: NT$11.5 B / US$406 M (2021/3/22)

 Headcount: 977 (as of 2020/3/31)

 Business Model: Eco-Internet Enterprise

Beyond Games, Into Life!



Industry & Business Outlook 
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Games Dominate Both Worldwide and Taiwan Apps Revenue
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2020 Worldwide Apps Revenue 

Breakdown By Category

Source: App AnnieSource: App Annie
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Lineage M Ranks Top 1 For Three Consecutive Years In Taiwan
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2020 Taiwan Top Mobile Apps

Source: App Annie

2018 Taiwan Top Mobile Apps

Source: App Annie

2019 Taiwan Top Mobile Apps

Source: App Annie



Key Successful Factors as The Gaming Leader
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Lineage M : Flagship IP Mobile Game 
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Dominates #1 
on the iOS & Google Play Apps

since launching in Taiwan

5 Million+
Accumulated Registered Users

from Lineage M 

Lineage M launched in Taiwan/HK/Macao on 2017/12/11

x

Lineage M strengthens quality of the group

• Growing operation performance

• Gained massive member numbers 

• Improved cash flow

• Increased opportunities to operate more popular 

classical IP Games



2018/6/27

2017/12/11 2018/11/14

2019/1/28

Lineage M : Flagship IP Mobile Game 
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2020/1/15

2019/6/12 2020/5/6

2020/7/8

2020/10/15

New Class
Berserker

Improving Class 
Dragon Knight

Lineage M 
released in 

Taiwan

New Class
Black Flame

New Class Dragon 
Knight

New Class
Gunman

New Class
Dark Knight

New Class
Saint Paladin

Improving Class
High Elf

Improving Class
Gunman/Wizard/Black Flame

2021/3/24

Improving Class 
Knight/Dark Knight



MapleStory Strong Momentum Resulted In A Historic Sales In 2020
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2005 2006 2007 2008 2009 2010 2011 2012 2013 2014 2015 2016 2017 2018 2019 2020

MapleStory:
• Hit a historic sales in 2020, 15 years after launch
• Reached a record high month sales in February, 2021

Revenue

2020 20212020

Launch in June



Key Titles PC & Mobile Games
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Lineage M
MapleStory

櫻桃小丸子手遊版

便利商店口袋版

Komori Life

Cross Gate M

Crazyracing

Kartrider

ELSWORDMabinogi

CSO

Lineage

PC Games Mobile Games

Lineage

Remastered
DragonNest

World of Dragon Nest

The Legendary 

Moonlight Sculptor

World Flipper
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E-commerce: Robust GMV Growth

• Jollybuy is the first entertainment e-commerce 
platform to focus on Anime, Comics, Games(ACG) 
products as its core services

• The users' shopping experience is upgraded 
through gaming and social media, while our 
business partner's performances are also improved 
using AI data computations. We make buying and 
selling easy, and shopping even more fun!

• New business model-Blind box

2019-2020 Monthly GMV

2020 GMV YoY+386%
AOV YoY+90%

GMV

*Note: GMV (Gross Merchandise Volume), AOV (Average Order Value) 



Financial Highlights
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 As of 2021/02, total unaudited monthly sales is NT$ 2.1 billion, YoY-6.9%, as 
the base period was high since Lineage M released new class“Saint Paladin”
in January, 2020. 

 MapleStory reached a record high month sales in February, 2021 driven by 
strong momentum.

Consolidated Monthly Sales

Monthly Sales

Note: Unaudited monthly sales; In compliance with IFRS No. 15, GASH revenue is on net basis since 2018 

unit: NT$ mil
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• Fiscal year 2020 consolidated revenue was NT$10.4 billion, YoY+8%, 
driven by outperformance of MapleStory, which hit a record high sales, 
and Lineage M solid performance lifted consolidated revenue to 
surpass NT$10 billion again, reaching the second highest record high. 

• Gross profit was NT$4.0 billion, YoY-3%, due to renewal fees of the 
game increased. 

Financial Analysis: Revenue Breakdown

*Note: 2018~2019 average gross margin was 38%

*Note: Others revenue is composed of service revenue 
and sales revenue

YoY
+8%

2020 Consolidated Revenue 

Breakdown By Segment

unit: NT$ mil

unit: NT$ mil



Financial Analysis: Net Profit And Payout Ratio

18

Net Profit EPS vs. Payout Ratio
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EPS Payout ratio

• The net income to owners of the parents was NT$872 million, and EPS was NT$ 5.0.

• Allotment of cash dividends was NT$ 4.0, hence, payout ratio increased to 80%.

unit: NT$ mil

* Note: Net Profits - the Profits attributable to owners of the parent.



Corporate Outlook
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3
Industry Value

1
Why Gamania Group 
will develop platform

2
Opportunity



Picture

Social 
Media

Chat

Taiwan Young People Spending Time In…
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Video



Gamania Group Advantages
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• Accumulated +10 million users

• Build around four major business units

Game, E-commerce, Media, Payment
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Beanfun!Update Launch In January, 2021
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Concatenate Multi-point And 
Build Up Beanfun! In Entertainment Field   

L i fes ty le

In te res t

Game

P o i n t
O f f l i n e  

C o n s u m e

S o c i a l  

M e d i a

M o b i l e  

p a y m e n t

S h o p p i n g

G a m e

R e a d i n g

V i d e o
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beanfun! Services

IIOMedia Creative ContentShoppingCommunication
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Build Up an AI and Big Data Center

consolidate

users services

analysis users 

interest

Analysis article 

and picture 

added value of 

data application

• Reinforce Gamania Group International competitiveness



Build up the first Taiwan Eco-Internet enterprise
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2017©  Gamania Digital Entertainment Co, Ltd. All Rights Reserved.

Thank You

www.gamania.com
ir@gamania.com
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