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x-Legend [ Profile ]
P S
[ Group Size)

810 Employees (Until The
End of October, 2014)

[ Business Operation ]

MMORPG / Mobile Games

Developing & Publishing
Overseas Lisensing

X-Legend
Entertainment Co., Ltd.

(Stock symbol : 4994)
CEO Nelson Chang
Gerneral Manager Chou Chun-Nan

[Paid-in Capital ]

[ Address)
NTD 884,880,000

6F, No.45 Dongxing Rd.,

Xinyi Dist., Taipei City 110
Taiwan
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X-Legend [ Group ]

2012.05 2013.10

Founded in Tokyo Fantasy Frontier Online

G X-LEGEND 2012.11 2014.10

Legendary Heroes Online Dragon Slayer Online

2014.05

Founded in Seoul
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Industry Overview [ Global Market)

The 1.8 billion gamers estimated to be $81.5 Bn in 2014.
The Asia-Pacific region is estimated to bring in $36.8 Bn, which is the biggest
games market worldwide.

¥ &% Global | Game Revenues | 2014¢

Game Revenues by Region S

$81,5Bn s
. = -
YEAR-ON-YEAR GROWTH s [
& “
GAMERS 0@® POPULATION ONLINE POPULATION ¥
1,775,489,000 *8* 7,202,539,000 2,975,953,000 v G
newzoo .:_},:-;;L’(’:J;L'::;h o WWW.NEWZ00.com/countryrevences! £ Newzoo 2014

Data resource : Newzoo games market research, 2014

6 . -



Industry Overview [Global Market)

MMOs is still a majority of game industry at 2014,
but growing energy of mobile & tablet games is strong.

Per Market Segment & Screen*
CASUAL
WEBGAMES ed
B rconsoue
GAMES $7.6Bn +4% YoY
727M camers
-1% Yo $23.4Bn ( @“ |
MMO A L
GAMES ‘lbf}:i
TOTAL N ¢
$17.8Bn +16% YoY
$81.5Bn \.

& HANDHELD 1,747M y
GAMES GAMERS (MID)-CORE @

280M cavers 4% N +8% YoY PC/MAC GAMES

-20% YoY $3.5Bn .

$7.4Bn +3% YoY

TABLET
GAMES

MOBILE PHONE
GAMES

527M Gamers
+37% YoY

1,268M camers

$6.5Bn
+19% YoY

© 2014 Newzo $15.2Bn

Data resource : Newzoo games market research, 2014
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Il’ldllStl'y Overview [ Global Market)

€ In 2014, Global Games Market is about $81.5 Bn, and Mobile Games
Market accounts for 27% which is about $21.8 Bn.

@ In 2017, Global Games Market grows up to $102.9 Bn, and Mobile Games
Market accounts for 34%.
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Data resource : Newzoo games market research, 2014

: Cd X-LEGEND

ENTERTAINMENT




Industry Overview [Taiwan Market)

Out put value of Taiwan public company is about NT$28.5 Bn in 2013.
Itis over NT$25.3 Bn until Q3, and predicted to exceed NT$30 Bn in 2014.
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Industry Overview [Taiwan])

*Only 1 or 2 online
game can get
popular in one
season.

*Online game market
is slowing down.
®*Decrease R & D
resource of online
games and turn into
mobile games.

The Rise of :
Mobile The Capacity /

Games of MMOs

Eliminate Development
Quickly Trend

Large manufactures
are easier to survive
e Authorization cost

of superior games

¢ Too much mobile
games competition

e Product without

strong :
competitiveness will is huge.
be defeated. *Operating directly
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Industry Overview [ Strategy Analyze ]

ccu A’I X-Legend Sales performance

After an online game enter to the Market, it will
reach the PCCU and the peak of sales in the first 3
months. After the first 3~6 months, more players
will start leaving

25 Peak A 1
B 0.25

A game company which produces self-developing

titles might be able to retain up to 75% of their

Marketing The 1st The 6th Time users. But for Licensees, it will be lower than 25%
Month Month or even fail in the very beginning.

=lv

Revenue

v Working multiple teams at the same
time to increase out put value.

v’ Accumulate experience with existing
projects.

1

2 i No. of Games
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Industry Overview [ Strategy Analyze )

The Rise of
Mobile
Games
MMOs . .
Compeition 1 ~ Keep researching and developing
eauce
high quality products.
2 ~ Increase quality of service operation.
/ Extend Life Cycle.

3 ~ Strengthen overseas performance.

Facing

Competition 4 ~ Enter R & D of mobile games.

From \ :
International .

Superior
Games

12
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Operation Overview [ License ]

Q3 Q4 Q1 Q2 Q3 Q4
TW / US/FR
K P DE TH CN KR
TW /HK P
Qerio.
Russian ”
E/\ﬁ China 7 GRAVITY AL EA
(CN-Simplified)
¥ ﬁf}ﬁ hF orea N KORAMGAME
Y changyou
France RL4A/ 2= Hecl'OI' o
Italy ~ Germany alta eria &8 United States
Spain Hong Kong Japan
Portuguese Tai * Taiwan
ailand X- Legend

W Indonesia Malaysia South America
.

L] © =

13 -

.



Operation Overview [ Business Performance )

1,400,000
1,200,000
1,000,000
800,000
600,000
400,000
200,000

UNIT : NTD 1,000

2011Y

2012Y

2013Y

2014Q1~Q3

¥ Sales Revenue

879,706

1,012,518

1,202,961

1,100,889

¥ Gross Profit

787,308

924,991

1,076,141

1,008,571

® Net Income

301,725

324,502

300,334

282,819

Note : Starting from 2013, we take IFRS(International Financial Reporting Standards) as principles;
others we took GAAP(Generally Accepted Accounting Principles).
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Operation Overview [ Business Performance )

UNIT : NTD 1,000

1,200,000
Royalty
1,000,000 Revenue
800,000
600,000 Taiwan Game
Point Revenue
400,000
200,000 Japan Game
ﬁ Point Revenue
2013Q1~Q3 2014Q1~Q3
i Royalty Revenue 237,786 313,922
4 poiwan Game 511,967 537,289
g Japan Games 31,377 249,678
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Vision [ MMORPG)

@ Project 11 ( Temporary )
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Vision [ Mobile Games}
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Vision [ Future])

€ Constantly Developing Games for Global Market
€ Establishing Leading Online Gaming Positio

Own
Overseas
Operations

Mobile
Game
Developing

MMORPG
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