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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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Leading Online Game Service Provider ..ani

Snapshot

® Online game operator and developer

® Headquarters in Taipei

® Subsidiaries in Taipei, Tokyo, Hong Kong, Beijing,
Shanghai, & Seoul

® Listed in 2002 (6180.TT)

® Paid-in Capital up to NT$1,589m (US$47m)

® Employees around 1,260
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GamelitiesiniOperation

® Operates 24 MMOGs, “Lineage” & “Maple Story”
are maior titles

® Operates 18 Casual Games, “CSO”, “Kart Rider”,
“BnB”, & “Mabinogi” are popular
® Launched 14 new titles in 2008 and 12 new titles in 2009
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Profiles of Major Operating Entities e

gamania
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1. Setup Time 1995 2000 2001 2004 (invested)
2. Location Taipei Hong Kong Tokyo Taipei

Game Operator

3. Business & Developer Game Operator Game Operator Game Operator
4. Capital NTD$1,589m HKD$36m JPY$330m NTD$112m

5. Employees 670 60 69 108

6. MMOG titles 15 20 ) )

7. Casual titles n 14 1 6
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Global Market
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Taiwan Market
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Korea Market
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Japan Market

ot

gamania

K 2,000

=ed TOtal Online Game Revenue total YoY Growth

1,500 9-yr CAGR: 31.5%
56%
45% 43% a41%
1,000
US$ Million )

25% l o,
500 H = 21%
ou.H.H.H.H. 1 BN B

\_

2004 2005 2006 2007(E) 2008(E) 2009(E) 2010(E) 2011(E) 2012(E) 2013(E)

Source: DFC Intelligence (2008)

2%

80%\

60%
40%
20%

0%

J

* The survey excluded the game revenues created by communication devices such as mobile
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China Market @
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Consolidated Results of Gamania Group, ..
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Annual Financials )
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Investment Highlights




Growth Strategy

Peneration | Excavate more players through diversified titles

2 Enhance R&D Capability

i

Horizontal | Target China & Western Markets next

3| Create new application of digital entertainment
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Have a qood GAME!



