ENEEEER

. | H EETEER
Code : 4994 - -
EEEEEEN

| ENEEN

ENEEEEER

EETEER

EEEEER

EETEEEN

EEEEN

EE EER

EEETEEN

EEEEN

H EEEEER

EEEEER

EEEEN

X-Legend Entertainment Co., Ltd. _ “m “EiwEEm
Investor Conference, 2020 “"“ummm

President: Chou Chun-Nan EEEEEEE

B EEE

2020/12/9 B EEEEE
O EEEEEE

EEEECEEE

O EEEEE

EEEEE

O EEE

EEEEEEE




FTEER

L 1 Disclai Smmm
ega 1SClaimer EEEEEE
Y | ]

FTEER

The information contained in this presentation, EEE
) ; ) : : ) FETEE
including all forward-looking information, is ® PEEE
: : : FTEER
subject to chalTlge w1th9ut notice, whether as a ur EEEE
result of new information, further events or EEE
. ] P p " EEE
otherwise, and X LEG_END (the _Company ) » EEEE
undertakes no obligation to publicly update or rEEE
revise the information contained in this ..===
presentation. L] | EEENE
FEEEE

Investors should not regard the above forward- [ =====
}ooking i_nformajcion as legally binding but as ¥ EEEE
information subject to change. FEEEEN
_ SEEN

No guarantees regarding the completeness, ENEEE
accurac d reliabili f inf i i H EEEE
y, and reliability of information contained EEE

are made explicitly or implicitly. They are not N EEEE
intended to represent complete statement of the - CEEEE
: P P ENEEEnE

Company, industry or future development. [ | =l===
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Company Overview

Code-4994

Founded - 2002/01/09
Date of OTC - 2011/12/13
Date of Listing -2013/12/25
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X-LEGEND ENTERTAINMENT CO., LTD.

Headquartered in
Taipei, Taiwan

550 employees worldwide

Chairman — Chang Feng-Chi I
President — Chou Chun-Nan |
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I/ Business Operation ]
I Online/Mobile Games I
I Developing & Publishing I
Overseas Licensin: I NN
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\ perating Y, . . . .
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Scale of 2020 global game market (by platform)

Browser PC Games

$3.0Bn

Dowloaded/Boxed
PC Games

$33.9Bn

-12.4% YoY

Console Games

$45.2Bn

+6.7% YoY

+6.8% YoY

2020 Total

| $159.3Bn

+9.2%

Tablet Games YoY

$13.7Bn

Smartphone Games EEER

[ | (1] ]

+2.7% YoY $63.6Bn EEEE
ENEEN

1 ] ]

8 +15.8% YoY 1]

Source : Newzoo, 2020 Global Games Market Report, 2020 BEEER
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Asia-Pacific, the biggest share in game market

Middle East & Africa

$5.4Bn

Europe

$29.6Bn

+14.5% YoY

+7.8% YoY

Latin America

Asia-Pacific
$6.0Bn 2020 Total $78.4Bn
+10.3% YoY $159'3Bn 1
+9.3% +9.9% YoY
YoY

North America EEEE
$40.0Bn [ | EEE
EEER
+8.5% YoY ENEEN
[ 1 | |
9 [ ] |

Source : Newzoo, 2020 Global Games Market Report, 2020 BEEER
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Global mobile game revenue of 2020 sio2sen o
(TABLET + SMART PHONE ) ===
EEEE

2018 2019 2020 2023 EEn
0 L1

Source : Newzoo, 2020 Global Games Market Report, 2020 BHEER

$77.2Bn

$68.2Bn

GET ITON

$61.98n s\ Google Play ‘

# Download on the
| App Store

Third-party platform
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Financial Conditions in the last 3 years

=

- 80%

3,500,000
2,500,000 - 60%
1,500,000 - 40%
500,000 - 20%
-500,000 0%
2018 2019 2020Q1~Q3
Bl Net Sales 1,045,896 3,711,839 2,486,711
Bl Gross Profit 729,704 1,861,420 1,286,843
Bl Net income(loss) -287,393 495,834 285,502 . | = ==
=(ross margin 70% 50% 52% .l===
[ 1 | |
12 [ ] |
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Operating Expense in recent years

450,000
400,000
350,000
300,000
250,000
200,000
150,000 I I
100,000
50,000
W o ow W e o ow e o . nSEE
m Promotion 77,550 66,137 67,819 168,717 101,589 162,522 244,636 146,521 100,202 162,527 117,153 - .=====
m Administration 36,034 36,411 35986 37,279 41,365 43,843 47,924 49,398 45,164 45,145 68,739 [ =l===
13 R&D 125,705 120,243 105,805 91,050 90,511 100,517 106,709 109,211 117,188 116,879 121,556 » EEEE
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Global X-legend nooEas
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X-LEGEND ENTERTAINMENT

Strategic Planning

IP licensing

* Diversified collaboration
¢ Promoting IP brands * We are specialized in

e Increase sales momentum MMORPG

15

Short-term

* Developing new type of

game and expanding its
possibility
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Mobile Games

Release : 2018/12/04
Type : MMORRPE
Version 8 TW/HIK/IR

PC game Modes

EEEN
Mobile games = ===
16 1 |
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X-LEGEND ENTERTAINMENT

Mobile Games

AL
HEEMEZEMMORPG
| 3144 1R B9 35 i 3R |

Releese Defe @ 2019/08/27
Tyee : MMORRPE
Versien ¢ TW/HK/EN/IR

PC game Modes

Mobile games

17
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IF ONLY : ONCE AGAIN | mmmm
. EEN

Develop the market of female-oriented game o m
ENEN

a2t

Stories that appeal to female players U e e EEEE
Marketing strategy for female players L ===
Hire female employees to develop 1]
games Emm

US women make 31% more in-app purchases,

spend 35% more time in gaming apps, and have a u 1
42% higher retention rate than men. [soue | EEEN

EEEN
L1
In Europe, 44% of women play games, and the . . .
amount of time they spend gaming—particularly . . .
within mobile apps—is increasing. In 2012, women . . . . .
spent 3 hours per week playing mobile games, and BHER
that number grew to 4.6 hours in 2016. sourl . . .
EEEN
In China, the number of female gamers grew 6% BHER

between 2016 and 2017, resulting in 264 million
Chinese gaming women—or 45% of the country’s ENEE
total gaming population. The Chinese gaming . . . .
market is set to be worth 56.84 billion yuan by 2020. . . . .
o ENEEN
EEn
]

Source : LIONBRIDGE, ANYONE’'S GAME:THE GLOBAL OPPORTUNITY TO ACTIVATE FEMALE GAMERS, 2020 [ 111
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Competitive Advantage And Prospects EnEmm
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v' Self-owned IP v Experience R&D IEEE
. PEEN
recreation and Teams H NEE

iye . ] | EEER
utilization Innovative research FEEEE

v Level-up R&D and Diversified games - =====
v Provide high quality development =l====
FEER

v Cross-Border global
localization and
marketing skiils

of service—lead to
build a professional
game brand

21
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Schedule of Self-developed Projects

Project 2020
code 04 -

11/10 TW

IF ONLY:
ONCE AGAIN

G1
G2
SLG .

22




Expected Release Date :

2021 Q1
Europe
30%
Asia
) 54% HEEEN
America [ | EEE
16% About 8 million Mobile games [ - E EE
23 [ | |
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