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DISCLAIMER
Á This document is provided by Gamania Digital Entertainment Co., Ltd. (the "Company"). Except for the numbers and 

information included in the Company's financial statements, the information contained in this document has not been 

audited or reviewed by any accountant or independent expert. The Company makes no express or implied representations 

or warranties as to the fairness, accuracy, completeness, or correctness of such information or opinions. This document is 

provided as of the date herein and will not be updated to reflect any changes hereafter. The Company, its affiliates and 

their representatives do not accept any responsibility or liability for any damage caused by their negligence or any other 

reasons, nor do they accept responsibility or liability for any loss or damages arising from the use of this document or the 

information contained herein or anything related to this document.

Á This document may contain forward-looking statements, including but not limited to all statements that address activities, 

events or developments that the Company expects or anticipates to take place in the future based on the projections of the 

Company toward the future, and various factors and uncertainness beyond the Company's control. Therefore, the actual 

results may differ materially from those contained in the forward -looking statements.

Á This document is not and cannot be construed as an offer to purchase or sell securities or other financial products or 

solicitation of an offer.

Á This document may not be directly or indirectly reproduced, redistributed or forwarded to any other person and may not 

be published in whole or in part for any purpose.
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Who We Are

01



1,050
Number of Employee  (1Q23)

164
Number of R&D (1Q23)

11 years
Average Product Life

13 Million
Gamers (Dec, 2022)

20.7%
Number of Gamers Growth (2022)

7,110
Monthly ARPU (1H23) (NT$)

(Top 3 Games)

Founded in

1995

28years
Since founding

66%/ 10%/5%/ 19%
2Q23 Revenue Breakdown 

(Games/Commerce/Payment/Others)

50%/50%
2Q23 Gaming Revenue Breakdown (PC/Mobile)

US$ 382mn
Market value

Lineage achieved record high life to 

date revenue in 

Lineage M ranked as 
No. 1 game app in Taiwan 

from 2017~2021

̄ųĜƖ±"ô±̅ achieved 
record high life to date revenue 

in Taiwan game history

20~45 years old
Players' Age

5+ Hours Per Day
Average Time Spent (PC)

NT$ 28.3bn

MapleStory Life to 

date revenue

(1H23)

GAMANIA IN SUMMARY
Who We Are

16.3%
Revenue CAGR 

(2000~2022)

5
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OUR HISTORY & 
BACKGROUND

Who We Are

FullSoftˮ  ó"ƌ"ƖĜ"̃ȡ 

predecessor, was 

founded

1995~1999

Era of Single -player 
Games

1995

1999

Officially renamed as 

Gamania and launched 

the popular game 

"Convenience Store," 

selling over 1.2 million 

copies

2000~2010 

ƕ±ʬƶƖ̃ȡ ̄Ƌ"ǺŴ±ȠȺƶȉʲ̅ ƶííĜlĜ"ŴŴʲ Ŵ"ɔƖlĊ±|ˮ 

ȉ±"lĊĜƖô ȺĊ± lƶƌǺ"Ɩʲ̃ȡ ȡ±lƶƖ| Ǻ±"Ŧ

2000

2002

2005

2009

ƕkȡƶíȺ̀ȡ ̄ųĜƖ±"ô±̅ ƶííĜlĜ"ŴŴʲ Ŵ"ɔlĊ±|ˮ 

opening a new chapter for online 

gaming industry

Listed on the OTC stock exchange

Officially launched the entertainment 

payment platform GASH

Golden age of 
online gaming

2011~2015 

2011

2013

2015

Establish a "Gash+ Fun Point Card", a 

globally circulated payment tool

Founded "ANTS' POWER" and 

̄kƵƕ°ȹȹ°Ȉ kƵƋ!Ȉť°ȹěƕó kƵ́ˮ 

providing integrated marketing 

services

Include e-commerce platform " Leli" 

into the group

Incorporated the first online native 

media "NOWnews" into the group

Infancy Stage of 
Entertainment Ecosystem

2016~2020:

2016

2017

2018

2019

Officially launched mobile payment 

±lƶȡʲȡȺ±ƌ ̄ó!Ƌ! ǹ!ʱ̅

Mobile game "Lineage M" officially 

launched, achieving the No. 1 

revenue on the Android and iOS 

platform

Established the entertainment e-

commerce platform " JollyBuy"

Launched "Beanfun", integrating 

services including payment, media, 

and e-commerce, etc

Enter rapid development in 
mobile gaming while 
expanding the ecosystem 
services

2020-Future: 

Created " " to 

expand into online 

literature and comics 

through diverse IP 

application

2021

Launched a new service 

"fun Market" to distribute 

IPs as a digital collection 

platform and a " BaaSone-

stop service"

2022

Enhance IP Ecosystem 
and strengthen the all -
in-one entertainment 
platform

2014

Founded Digicentre, providing cloud & 

cybersecurity services for emerging online 

industry

2023

Diverse development of 

IPs, eg. obtained the IP 

rights for the movie 

"MARRY MY DEAD BODY", 

converted idols "Atom 

Boyz" into comics
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OUR GAAS 
BUSINESS MODEL

Who We Are

Increase of recurring revenue

Developing/L
icensing

Marketing

Publishing

Distribution

We manage the entire 
game value chain Games as a Service

Events

Free 

UpdatesMarketing

Localization

Premium

Games

Recurring 

Revenue

Events

Live-Ops

Publishing/
Operation

Own IP

Gamer

IP Owner

In-game Purchase
Marketing/
Operation/
Localization

Revenue streams
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Who We Are

WE SPECIALIZE IN OPERATING 
LONG-LIVED, HIGH-QUALITY GAMES

FY00 FY01 FY02 FY03 FY04 FY05 FY06 FY07 FY08 FY09 FY10 FY11 FY12 FY13 FY14 FY15 FY16 FY17 FY18 FY19 FY20 FY21 FY22

Revenue (mn, NTD)12,000

8,000

4,000

Lineage M (6 years)

Lineage (23 years) 

Maple Story (18 years) 

Counter Strike Online (15 years)

Mabinogi(18years) 

ELSWORD (14 years) 

Crazy Racing Kart Rider (16 years) 

Stable top line growth driven by long -lived and high -quality games

FY23
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WE ARE WELL-POSITIONED IN THE 
GAMING PARADIGM SHFIT

Who We Are

Immersive

Casual

Multiple Players

ó"ƌ"ƖĜ"̃ȡ ǹƶȉȺíƶŴĜƶ 

Single Player



GREAT GENRE WITH 
STICKY CUSTOMER BASE 
AND
HIGH ARPU

Who We Are

Casual

US$6.20bn

Strategy

US$15.68bn

Action

US$20.71bn

RPG

US$74.83bn

* The number represents the projected total revenue in Asia of each gaming sector in 2023

Source:Statistia

Simulation

US$9.87bn

10



MAPLE STORY( b y  N e x o n )

Launched in 

2005 (18 years)

Registered gamers worldwide

Over 18 million

The FIRST wave of 

Free-to -play game in Taiwan

An easy-to-learn, hard-to-master MMORPG with cross-cultural appeal that 

has been growing players and revenue over 18 years.

11

Life to date revenue (to 1H23) 

NT$28.3bn

2023 Taipei Game Show

PC Game Award



Launched in 2017

Over 7 million registered gamers

Once achieved 1.11 million DAU, 

generated NT$100 million 

for a single day

A HARDCOREMMORPG game 

LINEAGE M ( b y  N C s o f t )

12
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What 
Enable Us

02
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GAMES ARETHE 
LARGESTAND FASTEST GROWING 
AMONG ALL ENTERTAINMENTS

What Enable Us

$160B

$122B

$77B

$163B

$321B
̟̟̃-̟̣̃ ìƶȉ±l"ȡȺ

CAGR

Gaming 8.0%

Film 7.1%

Consumer Book 2.9%

TV 1.8%

Music 4.6%

Source:Statista; Research & Market; newzoo

US$
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Country Mobile Platform Revenue (US$ bn) ARPU (US$)

US ||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||| 144 |||||||||||||||||||||||||||||||||||||||||||||||||||||||||

Japan |||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||430 |||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||

China |||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||24 |||||||||

South Korea ||||||||||||||||||||||||||||||| 227 ||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||

Taiwan |||||||||||||| 419 |||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||

Germany ||||||||||||| 130 ||||||||||||||||||||||||||||||||||||||||||||||||||||

UK |||||||||| 67 ||||||||||||||||||||||||||

France |||||| 58 |||||||||||||||||||||||

Italy ||| 30 ||||||||||||

Russia || 11 |||| Source:PwC Industry Report; SensorTower; Statista

334 400

690
932

127

133

2022A 2023F 2024F 2025F 2026F 2026F

Console Mobile PC

3,863

CAGR

+6.2%

+1.0%

+3.7%

4,912
US$ mn

2022 Global 

Mobile Platform 

Revenue, 

Country 

Comparison 

2022

Taiwan 

Gaming

Platform 

Market Share

22,599

14,621

14,606

5,257

2,497

2,221

1,751

1,097

557

344

No.5

144

430

24

277

419

130

67

58

30

11

No.2

TAIWAN RANKS AMONG 
TOP MARKETS IN GAMING SECTOR

What Enable Us

29%

60%

11%

Console Mobile PC

Taiwan Gaming 

Market Size, 

2022-2026
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FLYWHEEL EFFECT OF OUR FRANCHISE 
GROWTH

What Enable Us

1

2
3

4
We actively search and develop 

high -quality content

High quality content 

drives engagement

Engagement drives 

recurring revenue from 

gamers 

Recurring revenue 

drives cash flow and 

enable us to reinvest

Metric: Audience Reach

Metric: Time Spent
Metric: ARPU

Metric: Cash Flow
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What Enable Us

Development/
Licensing

Launch Growth Maturity Contraction

Creative Challenge
We have proven talent in IP 

selection & development.

Discovery Challenge
We have full resources to cross-

promote games,  with an existing loyal 

player base.

Scale Challenge

We have rewards and additional 

channels, including partner promos.

Engagement Challenge
We have operating discipline and proven 

loyalty mechanics.

Retention Challenge

We have a collection of unique offering 

that alter the end -of-life trajectory.

A PROVENMODEL
ʝ±̃ʘ± Ǻȉƶʘ±Ɩ ƶɔȉ 

ability to scale, 

engage, retain, and 

monetize our 

players
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What Enable Us

2005 2006 2007 2008 2009 2010 2011 2012 2013 2014 2015 2016 2017 2018 2019 2020 2021 2022

Revenue

AS WE REVIVED THE GROWTH OF 
AN 17 YEARS OLD GAME



Operation and Marketing (Strategic Partnership, Updates, Events) Points

Customer Service

Technical Tools

24/7 online customer service

Adopted domestically and overseas

The leading brand of digital 

entertainment point

Expertise in gaming, Internet, 

and cybersecurity

19

WITH OUR LOCAL KNOW-HOW
What Enable Us

MapleStory
x 

Isekai Quartet

MapleStory
x 

BLACKPINK

MapleStory
x 

Capoo

MapleStory
x

a-sha

Gamania Festival

Gamania Festival x Cosmos People

MapleStory x A-SHA



20

GAMAFUN!: GROUP CARNIVAL EVENT WITH SYNERGY
Combined with Ũ2023 Comic ExhibitionŨ: Built Up 5 Featured Areas

The Main Stage of GAMAFUN! Games Expo Diverse Digital IPs

What Enable Us



What Enable Us

ǸMaple StoryǹSAVIORRENERAL

Å ƕ±ʞ ǺƶȡĜȺĜƶƖ ̅̅

Å ƕ±ʞ ȉ±ôĜƶƖ ̅̅

Å ƕ±ʞ aƵȠȠ ̅̅

Å ƕ±ʞ ±ʘ±ƖȺ ̅̅

SAVIOR Renewal

Å Collaboration with popular VTUBERs

Å Collaboration with BBQ restaurant, 

̄ǹƶʞ±ȉ ƶí Ƌ±"Ⱥ̅ ˷)

Exclusive Events in Taiwan



What Enable Us

ǸLineage MǹELF RENEWAL; HUGE UPDATE

Å 6 new skills

Å Events of position changes

Å Upgrade of witch

Å ƕ±ʞ ôȉƶʞȺĊ lƶǺʲ ̄̅

Å ȠɔȉʘĜʘ"Ŵ lƶǺʲ ̟̄̅

Elf Renewal



What Enable Us

ǸLineageǹ23 ANNIVERSARY CELEBRATION

10 positions for changes

Position Change

Release 8 gears again

Gears Unlock 
Service

19 rewarding props

Growth Point 
Store

Upgrade to Lv.89 for newbies

Giveaway of gears

Growth 
Supportive Events



What Enable Us

ǸElswordǹCOLLABORATION 
WITH TUKUYOMI MAID CAFE

Å Sets of meal based on the 

characters

Å Exclusive merchandise

Å Interaction with the maids 

derived from the 

characters

Exclusive Campaign
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GASH AS DIGITAL ENTERTAINMENT SERVICE

Point Business New Business

ÅDigital collection service

ÅBaaS(Blockchain as a Service)

ÅExpanded value and functions of IPs 

ÅApplicable for virtual treasure, digital 

assets, tickets, etc.

ÅOnline ecommerce collaboration/ GASH shop

ÅPhysical convenience stores/ chained channel

ÅPoint card/ gift bag/ exclusive card/ gift card

ÅThe largest market share of game points

ÅExternal cooperation/ Bi -direction channel cooperation

10+MN Digital Entertainment Users X 3+ MN Monthly Transaction

X Annual Sales NTD10+BN

+

What Enable Us



MSP Service

V Firewall̡ ITS

V Treat Monitoring

V Direct Peering

509 
655 

867 
964 

1,182 

622 

2018 2019 2020 2021 2022 1H23

Å Revenue CAGR surpassed industry average

Å Awarded as an excellent cybersecurity vendor by the Executive 

Yuan

Å Self-developed cybersecurity protection system for movile ̙

appGuard h̙as approved by Common Criteria EAL2

EMPOWERBUSINESS WITH ROBUST 
CLOUD & SECURITY SUPPORT

Product and Service Industry Digicentre Revenue, NT$mn

What Enable Us

E-Commerce Financial Service

Digital PaymentGaming

Cybersecurity

V AI SOC

V DDoS Block

V APP Guard

Cloud Service

V Cloud Infrastructure

V Flexible Setting

V Real-time Report

26

YoY+4%



What Enable Us

DIGICENTRE: MULTI-CLOUD 
PLATFORM SOLUTION

Global cloud 
solution 
provider

One-on-one pre -sale 
consultation service

24/7 year -round service support

Architectural planning that 
meets real needs

Served hundreds of clients

Combined with SOC seamless 

monitoring support

Å Cross-border multi -
cloud integration       

Å Equipped with 
security compliance 

Å Ground-to-cloud 
digital transformation 

Å Cost performance 
optimization



What Enable Us

appGuard : THE LEADING SECURITY SERVICE 

FOR MOBILE APPs
Protect the integrity 

of APPs

Prevent the intrusion 
of harmful programs

Å Protect source code of APPs

Å Protect the privacy of saved data

Å Protect the intellectual property rights of creators

Å Prevent malware with potential of irreparable damage

Å Prolong life cycle of APPs, especially for the gaming industry

Å Lower the workload of APP developers

Self-developed mobile 
security protection system

International certificate of 
IT product security

Common Criteria EAL2



Our 
Future Goals 

and Aspirations

03



OVER 3 BILLION GAMERS WORLDWIDE: 
GAMING GOES MAINSTREAM

Our Future Goals and Aspirations

Generating Highest User Attraction 
among Other Content

Game: Mega Content with 3B+ Gamers

2.5 2.6
2.8 2.9

3.1 3.2 3.3

2018 2019 2020 2021 2022 2023 2024

Number of Gamers in the world (bn)

Consistent growth trajectory 

across all platform (Mobile / PC / Console)

% of Viewership by Major Category on YouTube

50B Hours 

665 M

Annual Hours Watched on YouTube for Gaming Content

Global Video Views for Gaming Content

0%

20%

40%

60%

80%

100%
Other

People & Blogs

Film & Animation

Entertainment

Music

Gaming

Source:Newzoo; The NPD Group 30



IP 
LIFE 

CYCLE

31

IP LIFE CYCLE 
EXTENSION THROUGH 
EXPERTISE IN LIVE-OPS

Our Future Goals and Aspirations

< Lineage M x Kaohsiung Aquas> <MapleStory x BLACKPINK>

<Lineage M : New Career> <World Flipper : Major Update> <Lineage M : Major Update><Elsword : New Career>

<MapleStory : Level Limit Extension> <MapleStory : Career Remastered>

ȠȺȉ±ƖôȺĊ±Ɩ ɔȡ±ȉ ±Ɩô"ô±ƌ±ƖȺ ʞĜȺĊ ƶɔȉ ̟̝ ʲ±"ȉȡ̃ ±ʬǺ±ȉĜ±Ɩl± ĜƖ ŴĜʘ± ƶǺȡ

Game 

Universe 

Expansion

Strengthen 

Fresh 

Update

s &

In-game

Fresh 

Update

s &

Game Universe 

Expansion

Strengthen 

Publishing 

Capability

In-game

Monetization

Fresh 

Updates & 

Collaboration



Our Future Goals and Aspirations

CONTINUED INVESTMENT IN 
CREATIVE AND PROMISING IPs

ÅFree to play mobile MMORPG

Å Based on traditional Lithuanian culture 

and mythology.

ÅProduced by Kim Hakkyu (IMC Games), 

creator of Ragnarok Online

ÅSelf developed mobile game

ÅCasual tile-matching game

ÅFamous Japanese IP

ÅSimulation Game

ÅOwn IP, self developed 

mobile game

ÅRemaster of a classic PC 

game in Taiwan

Project A

Tree of Savior M

Chibi Maruko Chan

Pocket Store

32



OPTIMIZE CONTENT DEVELOPMENTTHROUGH 

AI & DEEP LEARNING

ÅApply AI & Deep Learning 

Tools to accelerate content 

creation process.

Å 50%+ Time Saved vs. 

Traditional Methods.

Our Future Goals and Aspirations


