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Sony Onl ine Entertainment and Gamania Digi tal  Entertainment Announce Asia Pacif ic 
Strategic Al l iance  

-  Historical international collaboration in onl ine gaming to redefine the Asia Pacif ic 

MMO market with launch of EverQuest® II -  

  

Gamania  Digi tal  Entertainment  Inc.  (Gamania) ,  a  pan-Asia  industry-leading  publ isher  and 

developer  of  onl ine  interact ive  enterta inment  content,  and  Sony  Online  Entertainment  Inc.

(SOE),  a  wor ldwide  leader  in  massively  mul t ip layer  onl ine  (MMO)  gaming,  today  announced 

what  is  potent ia l ly  the  largest  g lobal  s trategic  a l l iance  in  the  his tory  of  onl ine  gaming.   The 

al l iance  of  Gamania  and  SOE  wi l l  inc lude  four  primary  undertak ings:  establ ishing  a  jo int 

venture,  As ia  Paci f ic  products  operat ion,  core  technology  transfer,  and  potent ial  investment 

in  China .  This  internat ional  col laborat ion  of  indust ry  leaders  wi l l  fur ther  sol id i fy  Gamania’s 

leading  pos i t ion  in  the  pan-Asian  market ,  as  wel l  as  sat is fying  SOE’s  g lobal  s trategic 

planning,  a l l  together br inging a  new level  of  inf luent ia l  e lements to  the  global  onl ine  gaming 

market .  

  

The  in i t ia l  task  of  the  s trategic  a l l iance  wi l l  be  to  ass is t  in  the  launch  and  operat ion  of  the 

cul tural ized  EverQuest®  I I  (EQI I)  in  China ,  Taiwan,  Hong  Kong,  Korea,  as  wel l  as  Thai land , 

Malaysia ,  Singapore,  Indonesia  and  the  Phi l ippines to  support  Gamania  as  the  publ ishing 

and operat ional  l icensee for EQII  in  the aforementioned terr i tor ies.  

  

Addi t ional ly ,  SOE  is  p leased  to  announce  the  format ion  of  a  new  subsid iary ,  SOE  Asia 

Licensing  Inc.  SOE  Asia  wi l l  have  a  branch  off ice  in  Taiwan and  wi l l  act  as  the  investor  in 

the new jo int venture.   

  

“Sony  Onl ine  Enter ta inment  has  been  a  great  partner  for  EverQuest  in  the  Taiwan and  Hong 

Kong  market.  We  are  exci ted  to  take  the  partnership  one  step  fur ther  wi th  th is  s trategic  

al l iance.  Not  only  wi l l  our  two  companies  work  together  to  cul tural ize  EverQuest  I I  for  the 

pan-Asian  market,  but  a lso  to  develop  new  and  exc i t ing  t i t les  for  the  g lobal  market.  ”  said 

Albert  L iu,  chief  execut ive  of f icer,  Gamania.  “By  combining  our  pan-Asian  operat ional  

capabi l i ty ,  sophist icated community  management  sk i l l  through an industry  leading  data center 

and  our  propr ietary  GASH  platform  wi th  SOE’s  excel lent  development  technology  and 

content ,  we  strongly  bel ieve  EverQuest  I I  wi l l  be  the  f i rs t  of  many  inf luent ia l  t i t les  to  bring 

tremendous impact on the onl ine gaming communi t ies across Asia. ” 

  

“As ia  is  becoming  a  huge  focus  for  onl ine  games and  onl ine  gaming  companies  across  the 

globe”,  said  John  Smedley,  Pres ident  of  Sony  Onl ine  Enter ta inment .  “The  future  of  Sony 

Onl ine involves hav ing a  s igni f icant  presence in As ia , which is  not  something we could do  as 

quick ly  wi thout  a  par tner  who  has  the  knowledge  and  abi l i t ies  to  help  us  br ing  our  games

into  these  diverse  markets .  SOE  bel ieves  there  is  a  real  opportuni ty  to  att ract  a  large 

number  of  new subscr ibers  by  work ing  wi th  local  partners  to  speci f ical ly  engineer  our  games 

to  address  the  needs  of  p layers  throughout  As ia.  We  feel  that  Gamania  is  the  r ight  partner 

to combine forces wi th in order to make th is happen.”  

  

The st rategic a l l iance between Gamania and SOE wi l l  contain four pr imary business goals .  



  

1.       Establish joint  venture  

The  partnership  between  Gamania  and  SOE  wi l l  be  in  the  form  of  a  jo int  venture 

company  (JV)  located  in  Taiwan.   The JV  wi l l  act  as a  p ivot  point  for  Gamania  and SOE 

to  perform  st rategic  operat ions  in  the  pan-Asian  terr i tor ies.  The  JV  wi l l  focus  on  game 

product ion  rather  then  operat ion,  where  game  development  ta lents  are  gathered  from 

SOE and Gamania to s taff  th is col laborat ion ent i ty .  JV wi l l  focus on three major tasks:  

i)                     Product ion  on  EQeast :  a  successful  EQII  launch  in  As ia  wi l l  take  more 

then s imply  translat ing the gaming text to each terr i tory ’s respect ive languages. 

Instead,  the  JV  wi l l  “cul tural ize”  EQII  in  order  to  maximize  the  game’s  appeal  

for  the  ever  growing  MMO player  base  in  As ia  Paci f ic  regions.   Project  EQeast

wil l  be  the  resul t  of  th is  cul tural izat ion  process  where  a  greater  “As ian”  feel  

wi l l  be  brought  to  the  western  counterpart  of  EQII ,  which  may  inc lude  (and  not 

be  l imi ted  to) :  redesign  of  some character  models,  translat ing  and  re -recording 

the  game’s  voice-over,  adjustments  to  the  game’s  contro ls  and  user  inter face, 

and  other  changes  to  make  the  game  more  readi ly  accessib le  to  Asian 

audiences.   Modi f icat ion  to  the  back-end  system  for  onl ine  customer 

management  wi l l  a lso  be  considered  to  cater  to  each  locale ’s  servic ing 

requirements.   

i i )                   EQeast  expansions:  through  the  JV,  SOE  and  Gamania  intend  to 

develop  and  launch  Asia - targeted  expansion  packs  for  EQeast .  This  co-

product ion  is  the  f i rs t  of  i ts  k ind  to  fu l ly  real ize  the  idea  of  making  one  t i t le  

global ly  accessib le through speci f ic cul tural  adaptat ions.  

i i i )                 New  product ions:  by  combining  development  sk i l ls  wi th  the  knowledge  of  

market  preferences,  the  JV  wi l l  engage  in  new  game  development .  This  wi l l  

diversi fy  the  product  l ine  for  both  SOE  and  Gamania  and  through  cul tural  

in tegrat ion,  produce  innovat ive  t i t les  wi th  unique  s ty le.   This  jo int  venture  wi l l  

further  s trengthen  both  Gamania ’s  posi t ion  as  a  leader  in  d ig i ta l  enterta inment  

throughout  As ia  and SOE’s g lobal  leadership in onl ine gaming.  

  

2.       Asia Pacif ic products operat ion  

EQeast,  as wel l  as i ts  expansion packs developed by JV,  wi l l  be  l icensed to Gamania for 

publ ishing  and  operat ing  r ights  in  the  terr i tor ies  of  Taiwan,  Hong  Kong  (Tradi t ional  

Chinese),  China  (Simpl i f ied  Chinese),  Korea,  as  wel l  as  Thai land,  Malaysia ,  Singapore , 

Indonesia  and  the  Phi l ippines  (Engl ish).   And  beginning  September  1st ,  2004,  Gamania 

Japan has obtained the r ights  to  host  the serv ice for ,  promote and provide i ts  propr ietary 

GASH system as the pr imary b i l l ing  p latform for  the Japanese vers ion of EverQuest .   For 

the  JV ’s  newly  developed onl ine  gaming  t i t les  and  certa in  other  t i t les  developed  by  SOE 

that  have  yet  be  int roduced  to  the  Asia  Paci f ic  market ,  Gamania  wi l l  have  the  f i rs t  

choice  to  publ ish  and  operate  each  in  the  terr i tor ies  of  China,  Taiwan,  Hong  Kong, 

Japan, Korea, Thai land, Malays ia, S ingapore,  Indonesia and the Phi l ippines.  

The  high  global  expectat ion  and  market  potent ia l  for  EQII  has  caught  the  attent ion  of 

key hardware and software vendors, inc luding Inte l  and nVidia.  With Gamania,  SOE,  Inte l  

and  nVidia  As ia  branches  al l  support ing  the  launch  of  EQeast ,  i t  is  certain  this  

col laborat ion wi l l  br ing Asian gamers to a h igher  qual ity in d ig i ta l  enterta inment.  

   

3.   Core technology transfer  

Certa in  SOE  game  engines,  R&D  elements,  and  technologies  wi l l  be  of fered  for  l icense 

to  Gamania  through  th is  st rategic  a l l iance.  This  technology  transfer  wi l l  “ fast  t rack” 

Gamania ’s  development  of  advanced  onl ine  games.  Obtain ing  SOE’s  wor ld-leading  game 

engine  l icense  wi l l  promote  Gamania ’s  development  of  games  wi th  Asian-sty le  ar twork, 

game design  and customer support.  Through th is,  Gamania wi l l  be able  to  develop  “ki l ler  

app”  products  in  the  near  future.  A lso,  SOE  wi l l  have  the  r ight  of  f i rs t  choice  to  obtain 

global  game  l icenses  on  those  products  under  development  in  order  to  expand  i ts  



product  l ineup  and  enr ich  the  content  for  the  global  market.  For  Gamania,  th is  is  the 

best opportuni ty for  in troduct ion into the European and US markets.  

  

4.   China investment  

SOE  and  Gamania  share  a  keen  interest  in  invest igat ing,  ident i fy ing  and  working  wi th 

cut t ing-edge  development  resources  in  China .  Ut i l iz ing  development  resources  in  China , 

SOE  and  Gamania  would  be  able  to  fur ther  improve  the  qual i ty  and  eff ic iency  of  game 

product ion  for  the  JV,  g iv ing  al l  new  product ions  a  competi t ive  edge.  Joint ly,  Gamania 

and SOE aim to bring the highest qual i ty  onl ine content to the local  and global  markets.  

  

About Gamania  

With  i ts  headquarters  located  in  Taipei ,  Taiwan, Gamania  Digi ta l  Enter ta inment  Inc. 

(Gamania)  publ ishes  and  develops  onl ine  interact ive  enter ta inment  contents .  Spanning 

across  markets  in  Greater  China,  Japan  and  Korea,  a long  wi th  the  propr ietary  GASH  v irtual  

bank  system,  Gamania  has  bui lt  up  the  largest  onl ine  gaming  community  wi th  over  8.61 

mi l l ion  members.   Provid ing  services  for  MMOG  t i t les  inc luding,  L ineage,  L ineage  I I ,  

EverQuest ,  Seal  Onl ine  and  numerous  casual  gaming  t i t les ,  Gamania  hosts  a  wide  array  of 

dig i ta l  enterta inment  under i ts  leading serv ice platform.  

Foreseeing  the  potent ia l  of  combine  gaming  wi th  animation,  Gamania  is  a lso  developing  and 

integrat ing  animation  projects .   Gamania  is  committed  to  a  cont inual  innovat ive  s trategy 

coupled  wi th  a  resource- integrat ion  model ,  and  wi th  our passionate  creat iv i ty ,  manage a  new 

creat ive  cul tural  industry  bus iness  model  to  expand  the  scope  and  value  of  the  dig i ta l  

enterta inment  industry .  

Gamania  st r ives  to  become  the  leading  brand  in  internat ional  d ig i ta l  enter ta inment,  putt ing 
every  ef for t  in to  bringing  Asia ’s  creat ive  cul tural  industry  to  the  wor ld,  thereafter  us ing  our 
vis ionary inf luence to bring readi ly access ib le enter ta inment  to our dai ly  l ives.  
  
About Sony Online Entertainment  
Sony  Onl ine  Enter ta inment  Inc.  (SOE),  a  subsid iary  of  Sony  Pictures  Digi ta l  Inc. ,  is  a 
recognized  wor ldwide  leader  in  massively  mul t ip layer  onl ine  games,  wi th  a  subscr iber  base 
of  over  750,000  act ive  accounts  around  the  globe.  SOE  creates,  develops  and  prov ides 
compel l ing  enterta inment  for  the  personal  computer ,  onl ine,  game  console  and  wire less 
markets.  Known  for  i ts  b lockbuster  franchises,  EverQuest®  and  PlanetSide®,  as  wel l  as  for  
developing  Star  Wars  Galax ies®:  An  Empire  Div ided®,  SOE  cont inues  to  redef ine  the 
bus iness  of  onl ine  gaming  and  the  creat ion  of  act ive  p layer  communit ies  whi le  introducing 
new  genres  on  various  enterta inment  p latforms.  Headquartered  in  San  Diego,  CA,  wi th  an 
addi t ional  development  studio  in  Aust in ,  TX,  SOE has  an  array  of  cutt ing-edge  onl ine  games 
in development.  
  

About EverQuest I I  

EverQuest  I I  is  the  next  generat ion  of  massively  mul t ip layer  gaming,  a  huge  onl ine  wor ld 

where  thousands  of  p layers  come  together  for  adventure  and  communi ty .  Featuring 

breathtaking  graphics  and  a  vast,  beaut i fu l  game  world  to  explore,  EverQuest  I I  sets  the 

standard  for  graphical  real ism  as  players  are  immersed  in  the  game’s  exc i t ing  locales  and 

dangerous lands. EverQuest  I I brings players into i ts  wor ld wi th a powerfu l  epic  s tory l ine and 

gives  them the  power to  be  the  hero  or  vi l la in  in  their  personal  adventure.  Players  enter  th is  

wor ld  by  creat ing  their  own  unique  character,  choosing  from  16  races  and  24  c lasses. 

Players  wi l l  encounter  hundreds  of  creatures  as  they  t ravel  across  majest ic  landscapes  of 

ro l l ing  hi l ls ,  barren  deserts,  dense  forests  and bust l ing  c i t ies.  Thousands  of  i tems,  hundreds 

of  spel ls  and  unl imi ted  adventure  awai t  a l l  who enter  the  wor ld of  EverQuest  I I .  EverQuest  I I

also features:  

•  A  new,  massive  onl ine  world  for  thousands  of  p layers  to  explore,  f i l led  wi th  danger, 

adventure and mystery 

•  Voices  for  a lmost  every  non-player  character  (NPC)  in  the  game,  a  huge  project 

encompassing  nearly  100,000  l ines  and  130  hours  of  d ia log  (the  equivalent  of  more  than  65 

feature f i lms worth of content)  

•  A  s tate-of - the-ar t ,  cinematic  qual i ty  3D  graphics  engine  capable  of  improving  as  hardware 

technology advances  



•  Amazing  character  customizat ion  capabi l i t ies .  In  addi t ion  to  thousands  of  p ieces  of  armor, 

weapons  and  i tems,  p layers  wi l l  be  able  to  customize  their  character ’s  facia l  appearance  to 

an incredib le level  of detai l  and personal izat ion  

•  16  races,  dozens  of  levels  and  24  c lasses  wi th  a  branching  system  that  a l lows  players  to 

choose thei r  c lass as they advance 

•  No race/c lass combinat ion  l imi tat ions,  a l lowing  players  to  t ru ly  choose who they want  to be 

in game 

• Player-owned real  estate (such as apartments, homes and gui ld houses)  

• State-of - the art  combat, spel l  and sk i l l  systems  

•  New user  fr iendly  game mechanics wi th  reduced learning  curve  for  both  new and seasoned 

players  

• Trade sk i l ls  avai lable to a l l  p layer classes 

•  More  than  160  unique  creature  types,  from  Orcs  and  Gobl ins  to  huge  dragons  and 

menacing Living Statues  

  

EverQuest  is  a  registered  trademark  of  Sony  Computer  Entertainment  America  Inc. 

SOE,  the  SOE  logo  and  PlanetSide  are  registered  trademarks  of  Sony  Online 

Entertainment Inc.  

  


