
1

Code: 6180 TT

Gamania Group 

2021Q2 Investor Conference 

June 23 , 2021



Forward-Looking Statements

2

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:



2021Q2 Business Highlights:

1. Lineage M:

• ranks top 1 since launching in Taiwan.

2. MapleStory:

• Expanding to youth players and enhancing user engagement

resulted in strong momentum which hit a historic sales in 2020, 

1Q21, and February 2021

3. World Flipper:

• Solid performance first month in Taiwan, as the pinball game 

combined with RPG successfully attracted more players

4. beanfun!

• Major update with optimizing user experience and big data 

analysis in 1Q21, and announced to release new platform with 

online literature and comic in 2Q21



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$11.3 B / US$403 M (2021/6/22)

 Headcount: 963 (as of 2021/3/31)

 Business Model: Eco-Internet Enterprise

Beyond Games, Into Life!



Industry & Business Outlook 
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Both Worldwide And Taiwan Apps Revenue Mainly Driven By Games
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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 Since Launching In Taiwan
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20192018 2020 2021: ~ 6/15

Source: App Annie

Taiwan Top Mobile Games By Revenue
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February

Source: App Annie

January

2021 Taiwan Top Mobile Games By Revenue

March MayApril June 1-15

Lineage M Returns To Top 1 With Strong Momentum In 2021 



Key Successful Factors as The Gaming Leader
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Lineage M Advantages: Flagship IP Mobile Game 

• Online game Lineage has massive member numbers 

• Inherits features and gameplay of online game Lineage

• Understands players preference with operating Lineage IP over 20 years 

• Perfect integration of operation and marketing teams results in higher 

user engagement



Lineage M : Flagship IP Mobile Game 
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New Class Berserker
Improving Class Dragon Knight

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

Improving Class 
Knight/Dark Knight

Improving Class 
Magician

2021/4/28

2018/6/27

2017/12/11

2019/1/28 2020/1/15

2019/6/12 2020/5/6

2020/7/8

2020/10/15

2021/3/24

2018/11/14
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2020
historic yearly sales 

Revenue

2020年 2021年2020年

2021/2
Record high monthly sales

2005
launch in June

2020

Yearly sales 2020-2021 large scale updates

1Q21 
Record high quarterly sales

• Expand to youth players to increase the user base
• Keep optimizing to extend life cycle
• Rapid revenue growth driven by enhanced user engagement and consumption

MapleStory Strong Momentum Resulted In A Historic Sales 



Key Titles PC & Mobile Games

15

Lineage M
MapleStory

櫻桃小丸子手遊版

便利商店口袋版

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

曖昧瞬間



• Co-developed by Cygames and its subsidiary Citail

• Exquisite graphics and unique gameplay

• The pinball game combined with RPG successfully attracted more players

• Absorbing the experience of Japanese version, our group added localized 
content to upgrade game experience for users and released effective 
marketing campaigns.

「World Flipper」Solid Performance In Taiwan
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2019-2020 monthly GMV
GMV

New business model-Blind box

20202019

• focus on Anime, Comics, Games(ACG) products as its core services

• upgrade user experience through gaming and social media

• improve our partner's performance with AI data analysis

YoY+386%
2020 GMV

YoY+90%
2020 AOV

E-commerce: Robust GMV Growth



Financial Highlights
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Consolidated Monthly Sales

Monthly Salesunit: NT$ mil

 2021/05 unaudited monthly sales is NT$ 733mn, MoM-3%, as World Flipper and Lineage M 
update released by the end of May, generating limited contribution in this month. YoY-22%,
due to Lineage M large scale update in 2020/05 resulted in a high base.

 As of 2021/05, total unaudited monthly sales is NT$ 4.6 billion, mainly driven by growth 
momentum of Lineage M and MapleStory.



20

• 1Q21 consolidated revenue was NT$3.1 billion, YoY-2%, since “Lineage M” new 
class “Saint Paladin” released in January 2020, had a stronger momentum, while 
it focused on improving class revisions in 1Q21. In addition, “MapleStory” 1Q21 
quarterly revenue reached a record-high, as a result, the consolidated revenue of 
1Q21 was in line with the results of 1Q20. 

Financial Analysis: Revenue Breakdown

unit: NT$ mil

*Note: 2018~2019 average gross margin was 38% *Note: Others revenue is composed of service revenue 
and sales revenue

1Q21 Consolidated Revenue 

Breakdown By Segment

unit: NT$ mil
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Financial Analysis: Net Profit And Payout Ratio

• 1Q21 net income to owners of the parents was NT$309 million, due to launch of “World
of Dragon Nest” resulting in marketing expense Y/Y increased. EPS was NT$ 5.0.

• 2020 Allotment of cash dividends was NT$ 4.0, hence, payout ratio increased to 80%.

Net Profit EPS vs. Payout Ratio

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

unit: NT$ mil



Corporate Outlook
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Gamania Group Advantages
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• Accumulated +10 million users

• Build around four major business units

Game, E-commerce, Media, Payment



24

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



MAU

beanfun!Major Update Achieved A Great Synergistic Effect

Members 

*Note: as of 6/20/2021

• Major update with optimizing user experiences and big data 

analysis in 1Q21

• Announced to release new platform with online literature and 

comic in 2Q21
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beanfun!Major Update Launch In January 2021
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beanfun!Major Update Launch In January 2021
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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
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 Cooperate with domestic well-known online literature platforms

 Currently about 400 online works

 Comic platform will be launched in October this year!

 Integrate with user oriented content and interactive community

 Build up Intellectual Property value chain with our big data resources

Launch Of New Platform: Online Literature



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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