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Name

CEO

General Manager
Date of Establishment
Business Operation
Company Size

Paid-in Capital
Company Address

Profile

X-legend Entertainment Co., Ltd(4994)

Nelson Chang

Chun Juin-Nan

2002.01.09

MMORPG Developing & Publishing / Overseas Licensing
405 Employees (Until The End of October,2011)

NTD 207,630,000

6F, No.45, Dongxing Rd., Xinyi Dist., Taipei City 110, Taiwan
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« 2002
« 2003

« 2006~2010

- 2010

« 2011

Development

X-Legend is founded on 15t of September and mainly publishing online
games.

Founded subsidiary “EASYFUN” (focus on MMORPG developing)

Self-developing Holy Beast Online officially released
Self-developing Grand Fantasia Online officially released
Grand Fantasia Online overseas licensing
Self-developing Jiang Hu Saga Online officially released
Jiang Hu Sage Online overseas licensing

Merge with the subsidiary “EASYFUN”

Get the IPO permission from SFB (11/24)
Get the permission for listing in OTC from GTSM (12/24)

Self-developing Finding Neverland Online officially released

Finding Neverland Online overseas licensing

Self-developing Glory Destiny Online officially released
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Organ

Shareholders

Administration
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Board of Directors

General Manager

Operation

C

Art Design

Customer
Service

Marketing 8

Overseas

Operation

Purchasing




[ Distribution ]

Note :
1 .Operation includes: Overseas Operation, Sales, Marketing, OPS, Customer Service
2 . Management includes: Management, Finance ,IT, Auditor
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Industry Overview [MMORPG)

Market Size
I\/Iature Market / ,
. China  China
« Korea « Korea
* Taiwan « US ,Japan

\ Feature )

»

* Developing Countries of
East Asian

* Piracy Issue
* High Barriers for
Developing
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Industry Overview [Trend)

Free-to-Play & Virtual Item Mall

Competitive Market +
Short Lifespan of Game
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Industry Overview [ Strategy Analyze)

X-Legend Sales performance

After an online game enter to the
Market, it will reach the PCCU and the
peak of sales during the first three
months . Over three months, players
will start leaving because of being
bored or attraction of new game.

Peak A 1
04 B 0.4

A game company which can make
games by itself might keep up 40% of
the players. But for Licensees, it will
be lower than 40% or even fail in the

Marketing The 1st The 6th Time very beginning.
Month Month

CCU 1
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Industry Overview [Strategy Analyze)

Revenue

/[Global Operation Stable Production ]}

Revenue Boost

*Must keep releasing new games

*If not, revenue will stop growing
\\or go down. /

1 2 3 No. of Games
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Industry Overview [Strategy Analyze)

> Releasing More Good Products >
>Extending Lifespan of the Game>

Overseas Markets Operation
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Operating Overview [Business Model)

> Players
N

Overseas Overseas
Opera . Licensee

o

Products

l:> Players
N

Sources of Revenue:
 Domestic : Points Cards & Players’ Spending
 Overseas : License Fee & Monthly Royalty
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Operating Overview [Developing])

o / /

Game Client
Game Data & Game Server

\ / Game /
AN Package ﬁ
\ N
\ N
N N
A SN <&

b N
~~~. ~.~...
Seag pelll Program
hnn..__--
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Operating Overview [Developing]

G-y

« Balanced in Overall Aspects

~Ale,

« More and More Competitive v ‘4
» Keep Excitement & Lead the Trend #7F""T%

6roduction

« Standardized Developing
Procedure

« Multi-Projects
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Operating Overview [Developing]
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Operating Overview [Developing]

/Grand Fantasia

(Official Release Date : 2008/12)

- 2009 Silver Award for popular domestic games
- 2010 Bronze Award for popular domestic games

- 2011 Bronze Award for popular domestic games

GangHu Saga

(Official Release Date

: 2010/01) A

Taiwan Gamebase Online Game Award
- 2010 Silver Award for Domestic self-developing Game

\ (Only one win the prize for continually 3 years inarow) )

Gnding Neverland

(Official Release Date : 2010/12)

T INDING NEVERLIND GNLINE F

Taiwan Bahamut Online Game Award ~—

- 2011 Golden Award for popular domestic games
- 2011Bronze Award for Best MMORPG

Remains top 1 on Domestic Game for 100 days!

\ Account record reached to 200,000 in a week after OB! }
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Remains both top 1 popular of All Games& Domestic
Games

Account record reached to 300,000 in a week after OB!
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Operating Overview [Overseas License]

15 Languages
Brand Effect

aerio >
/‘ GRAVITY

E/} ﬁ; Russia
(Mf_kg-;q\China wmx

ey
g Y Korea
{ Japan .
France Qerin alta [] P \"eCtOI' Qerio
Italy German multimedia .Inilme.cvw.ﬁi Ael'l‘a NGi /A e T

Spain Hong Kong SFacm | YAHOOL

Thailand K TAWAN || G070 %52
X-Legend

Indonesia Malaysia SA
e [GB } Portugal
S aerio

EEER ¢ o === I
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Operating Overview [Overseas License]

USA

a EA o
Europe QLIS China V"Cﬁ-——éi

Japan mecror Ae]‘ia Korea 3 GRAVITY

HK JP HK JP HK JP HK

KR China us MY us SG JP
Operating ?CI—BI '\I/II\T i o R
Country FR US

DE ES

PU IT
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Operating Overview [Integration Advantages )

R&D
Unit
Weekly Update ldeas & R&D Experience
vPlayer Suggestion & > Service Satisfaction > Key Factor to a New ANl (7
Feedback Product
v'Local preference

v'Question Follow Up

Overseas
License

Domestic
Operation

ltemmall Strategy Creative Event
»Increase Marketing Benefit
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Operating Overview [ Business Performance ]

UNIT: NTD 1,000

Sales Revenue, Gross Profit and Net Income

2008

2009

2010

2011Q1~Q3

B Sales Revenue

76,826

152,914

416,109

648,929

B Gross Profit

47,368

113,739

359,172

578,988

¥ Net Income

-18,066

-4,605

95,114

222,986

Note:

X-Legend Merged with EASYFUN in June 2010 so our company has been prepared the

consolidated financial reports since 2009.
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Operating Overview [ Business Performance)

UNIT: NTD 1,000

Sales Revenue Net Income

B Online Games M Overseas Royalty

B Online Games ™ Overseas Royalty

453,714 204,443

154,139
283,045

106,185

195,215 99,243

133,064

2010 2011Q1~Q3 2010 2011Q1-Q3

| saesRevenue | Neticome
Contribution 2010 2011 Q1~Q3 2010 2011 Q1~Q3
Online Games 68% 70% 48% 57%
Overseas Royalty 32% 30% 52% 43%

Note:
1. Net Income for 2010 is NTD110,314,000 and 2011Q1~Q3 Net Income is NTD135,596,000 without considering R&D expenses.
2. 2010 financial numbers are audited by accountants , and 2011Q1~Q3 financial numbers are reviewed by accountants.

CQ X-LEGEND
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Operating Overview [ Business Performance)

- UNIT: NTD 1,000
License Fee

250,000
200,000 //
150,000

100,000 /

2008 2009 2009 2009 2009 2010 2010 2010 2010 2011 2011 2011
Year Q1 Q1~Q2 Q1~Q3 Year Q1 Q1~Q2 Q1~Q3 Year Q1 Q1~Q2 Q1~Q3

—Accumulated Received —Accumulated Revenue

Note: According to Accounting Research and Development Foundation (100) document 073: the reasonable
income during the licensing period 2011Q1~Q3 Prepaid Overseas license Fee NTD 173,271,000
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Operating Overview [ Business Performance )

Chinese

Import(%
Income SO

Resource
Export(%)

Chinese
Analysis Subject (2011 Q1~Q3) X-Legend -

Net Profit Margin(%o) 34.36
Profitability
EPS (per NT dollar) 10.74
Sales(Revenue) Growth Rate(%) 114
Growth
EPS Growth(%) 152

Source: Market Observation Post System
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22.62

3.16

-23

-60

34.70

10.07

105
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Operating Overview [ Business Performance)

Data Date:2011/11/17(From Bahamut)
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Q1

Future [Project Plan]

The Project Plan for the Following Two Years

Year 100 Year 101 Year 102

Q3 Q4

Q1

Q2

Q3 Q4

Q1

Q2

| Q3 Q4
Glory D%stiny(PS) > : ‘ : : : : : :

! Project 6 ! >

Projlect 7 | I >

I | Project 9I I I /| '

; | . Projeci 10 >

| | Project 11 )

' I Project 12 /

Projéct 13

Project 14

Project 15

' ' ' PI’OjeCt 8 (new 3D englne) I | /]

- Mobile ph(lane game >
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Future [License Plan)

Overseas Licensing Plan for Following Year

Year 100 Year 101

Q1 Q2 Q3 Q4 Q1 Q2 Q3 Q4

I\

Grand Fantasia (GF)  JiangHu Saga (JS)  Finding Neverland (FN) " Glory Destiny (GD)
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Future

Developing Games for Global Players
Establishing Leading Brand

i

Release 2-3 Mobile
Projects Game_
Each Year Developing
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Thanks For Your Time !
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