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2014 kBB 5 R1E815(E =TT
Tablet/Mobilef &85 & {2

Per Market Segment & Screen*

CASUAL
WEBGAMES

ﬁ TV/CONSOLE 1,289M camers
GAMES $7.6Bn +4% YoY
7127M camers
-1% YoY $23.4Bn 0:8:0..
MMO @
GAMES

lllllllllllllllll

TOTAL

$17.8Bn +16% YoY

$81.5Bn
é HANDHELD
GAMES
(MID)-CORE
280M camers PC/MAC GAMES ..

-20% YoY

U TABLET
GAMES

$3.5Bn

1,045M camers
$7.4Bn +3% YoY

MOBILE PHONE O
GAMES

1,268M camenrs

+37% YoY $6.5Bn

Source: Newzoo (2014/05), 1%&FE3E £15 2Bn +19% Yoy
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United States
Japan

United Kingdom
China

Australia
Canada
Germany

France
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Russia

Italy 10
Source: App Annie (2014/01), 1% F 238
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The Game App’s New
Vionetization Model on the Rise

AP

(In-App-

Purchase)
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Top Game Apps by Monthly Revenue

Google Play March 2014
App Rank Change Publisher Headquarters Subcategory
vs. Feb 2014
1 INFEI B SO E - GungHo Online Japan Puzzle
FPuzzle & Dragons
2 Zlash of Clans - Supercel Finland Strategy
3 Candy Crush Saga - Kimg United Kingdom Casual
4 OH L= (Anipang) 2 - SundayToz South Korea FPuzzle
i Hay Da “ 3 Supercel Finland Family
G Fokopang - 2 LINEfMHM Japan/South Puzzle
Entertainment Korea
T = L & B O A - 1 COLOPL Japan
The World of Mystic
Wiz
a8 Farm Heroes Saga - Kimg United Kingdor
O =B =07 - 2 CJ Group South Korea
Vomster Taming) o
Kakao
10 Erave Frontier a1 gumifChukong Japan/China Fole Playing/Action
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Established in 1995
Listed in 2002

Ticker: 6180 TT
Market Cap: US$200M
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NT$8.2bn
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1B double 21§ 7k #E

NT$7.3bn

=1

NT$3.7bn

NT$1.9bn

2003 2004 2005 2006 2007 2008 2009 2010 2011 2012 2013

W4 = ¥ 2000

1. Offline > Massive Multiplayer Online (MMO) )
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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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