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Taiwan Subscription Market Scale Internet Users vs. Online Gamers

USIM o Subscription Revenue —#—YoY Growth BAR s Internet Users s On-line Gamers
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* The survey excluded the game revenues created by communication devices such as mobile
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8(1 | FEUEFTT 97 L ¥ 96 ¥ ERER
BRI 1,876,627 1,645,510 14.0%
SZENA (954,031) (857,037) 11.3%
SEER 922,596 788,473 17.0%
SEEHR (702,741) (561,184) 25.2%
SR FHMN 219,855 227,289 -3.3%
SERINPINA(ZHE) 11,934 2,230 435.2%
R 231,789 229,519 1.0%
FTisiRF=R(ER) (57,851) (77,531) -25.4%
SffiRib: 173,938 151,988 14.4%
DS IEIE R (1,260) (1,283) -1.8%
S BIER 175,198 153,271 14.3%
BFRGERER(T) 1.14 1.03 —
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H Sales m Gross Profit Operating Income Net Income
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