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In 2025, the TTXC Taiwan Technology x Culture Expo will hold a
forum in Kaohsiung. The event, themed "Al Synergy for Next Cont:
will focus on the comprehensive impact of generative Al on the ¢
industry ecosystem. Industry representatives from Taiwan, Ja
UK, Singapore, and other countries, including innovators in cultt
film and visual effects creators, art venue operators, immersive
and cultural policy makers, are invited to participate in the event.
topics discussed will be production tools, IP applications, busines
audience relationships. The experts will explore how technology
cultural narratives in the age of Al and analyze where Al will lead the
of cultural content.

Supported by the Ministry of Culture, Kaohsiung will once again
edge creativity and industry momentum from October 10 to 26, 2
solidifies the city's position as a major hub for cultural technolo:
development in Taiwan. In collaboration with the Kaohsiung Fi
event will feature Asia's largest "XR DREAMLAND Exhibition." It
the Taiwan Creative Content Agency's annual highlight, the “I
Taiwan Cultural Technology Showcase." Together, these two
areas will present the latest domestic and international XR and i
The event will also connect resources from industry, government,
for a series of events. These will include keynote lectures, interl

pitch sessions, and one-on-one matchmaking meetings. By buildi
cross-disciplinary collaboration and technology validation, the ev
to promote Taiwan's cultural technology content industry on a globa
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The TTXC International Symposium, themed "Al Co-
Creation X New Content Economy," brings together
innovative practitioners, industry experts, and cultural
policymakers from around the world to share cutting-
edge insights and industry perspectives. Through
keynote speeches, cross-disciplinary dialogues,
and international case studies, the symposium
will delve into generative Al, virtual production, XR
applications, and immersive experiences, exploring
new possibilities for the future of the cultural content
industry.

EIFR = &

International Forum
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The TTXC International Symposium, themed "Al Co-
Creation X New Content Economy," brings together
innovative practitioners, industry experts, and cultural
policymakers from around the world to share cutting-
edge insights and industry perspectives. Through
keynote speeches, cross-disciplinary dialogues,
and international case studies, the symposium
will delve into generative Al, virtual production, XR
applications, and immersive experiences, exploring
new possibilities for the future of the cultural content
industry.
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XR immersive experiences blend senses, reality,
and fiction. Kaohsiung Original VR presents Clouds
at Two Thousand Meters, Guardians of Yushan,
and Into the Heart of the Ocean, inspired by
Taiwanese literature and natural history, exploring
consciousness, forests, and the sea. XR Panorama
showcases international highlights, including Titanic:
Echoes of the Past and Survival Game. A total of 23
competition entries and special screenings together
showcase the diversity and innovation of XR creation.

= EEERED
Kaohsiung Film Festival

= 1 T 22 81 Kaohsiung Film Festival X G%E+ 8 £
o ERER—GaRRE EhH - XRERBIRE
HTRERNEE » UEEEARBEBEHIAERA
EARE 2025 FETE MBESRKZ E(RER
iMERRE « KE - BEEARIER » fEikinEIE R
RGN RAE ARG - WTNATRHIBESNMAE
hE=F-o

The Kaohsiung Film Festival (KFF), held every
October, is Taiwan's only film festival that brings
together feature films, short films, and XR virtual
reality works. Its symbol, the fiery "Fireball Man,"
embodies the festival's passionate southern spirit.
The 2025 theme, "Extreme Immunity,” challenges
audiences to confront illness, disaster, forbidden
love, and collapse - awakening primal survival
instincts and revealing how humanity fights to
endure on the brink of ruin.
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t TAICCA

TAIGGA

reative Content Agency

Taiwan Creative Content Agency is an inter
connects resources in public and private se
funding, distribution, branding, to international
supporting cultural content industries in Taiwan t

Taiwan has a variety of cultural content, dyn:
notched tech capabilities. Content industr
technology, and international partners to ele
market-oriented works. TAICCA is tasked to ¢
expand global markets, and secure fundamental
with investment and financing tools to bring do
into cultural industries in Taiwan. Through inte
exhibitions, and sales, TAICCA actively appros
encourages content industries to apply emergi
competitive roles in the production chain. TA
offers market surveys and latest updates, and o
platforms to support what industries need.
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Taiwan Creative Content Ag
organizes INNOVATIONS to
tech content. It connects ope
field, and aligns with internatio
bringing creators, technologist
together, TAICCA facilitates cc
market access.
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This section demonstrates policy outcomes at
TAICCA, which connects creators, operators, and
international partners. With grant results, international
case studies, and future strategies, TAICCA supports
industry development, and unveil a cultral tech
integration roadmap in the next decade.

Co-creation Field
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Creators propose innovative cultural tech pitches to
engage with potential investors. Promising projects
and partners present creative processes and results
include games, IP, and VTuber.
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In virtual narratives, participants
are both viewers and co-creators.
This section extends perception
with VR. Participants go beyond
daily dimensions, and create a fluid
border to enrich this experience.
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This audiovisual showroom
previews immersive experiences.
It's a portal that leads to all kinds
of perception dimensions. With a
variety of creative concepts and
technical applications, this section
pushes the boundary in perceptive
experiences.
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Immersive Experiences at
Moondream Reality
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At Moondream Reality on
October 24th, TAICCA arranges
multiple immersive titles that it
has supported. Participants can
not only see these works, but also
walk into them. It's an opportunity
to feel how technology and culture
build immersive experiences.
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hnologies can empower cultura tech, redefine how

ural content generate values, and drive industries towards
eering and influential future. Under the theme "Co-
ate & Resonate", creators,technology providers, and
tegic market partners build multiplying effects to explore

yortunities for collaboration. Exhibitions, events, and

hes offer an open and inclusive ecosystem for innovations
[tural tech.
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Meridian Project
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IP Lab is committed to driving innovation in immersive imaging technologies
and cross-domain creation, utilizing 4DViews' volumetric capture system to
pioneer new applications for film and television production, performing arts,
interactive exhibitions, and the gaming industry.

Beyond serving as a technical platform, IP Lab acts as a bridge for creators
and industries, fostering exploration at the intersection of culture and
technology.
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RE
Meridian Voyager: VTuber Virtual-Real 3D
Initiative
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The project will be developed as a long-term serialized program with regular
installments and featuring cross-industry collaborations and themed
segments. The annual offline concert will serve as the flagship event to draw
in large audiences. By integrating the latest motion capture technology with

real-world settings, local landmarks, and Taiwanese specialties, the program
will pioneer a brand new format.

#2024 EHIFERMZEREARZITHE
#2024 Grant for Market-oriented Cultural Technology Content
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Homura Hime
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Homura Hime is a fast-paced third-person action game, featuring anime-
styled visuals and intense 3D bullet hell gameplay. Alongside Homura Hime,
players will fight against archdemons possessed by deviant emotions, and
get closer to discovering the truth behind both the archdemons and her own
veiled legacy.

#2024 EHIFERZXERBEATZITHE
#2024 Grant for Market-oriented Cultural Technology Content
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Pyscho-Sleuth
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Psycho-Sleuth is a mystery game that merges elements of psychology and
mental disorders. Players investigate a series of murders within a mysterious
religious group, interacting with characters suffering from different cognitive
disorders to uncover the underlying truth. In-game characters are granted
special abilities due to their conditions, making the sleuthing process more
challenging for players. To uncover the truth, players must collect clues,
engage in debates, and gradually piece together the identity of the true killer,
all while attempting to stop a shocking conspiracy that could change the
world.

#2024 EHIFERZXEREAEZITHE
#2024 Grant for Market-oriented Cultural Technology Content
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Rubinite is a 2D pixel-art boss rush action game that utilizes the unique

mechanic of "Focus" to pinpoint enemies’ weaknesses and execute thrust
attacks.

Follow Ruby, a princess who has escaped from the Scarlet Kingdom,
embarking on ajourney of revenge to reclaim her kingdom.

#2024 FHIERZLEHEAETRFE
#2024 Grant for Market-oriented Cultural Technology Content
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Cyber Pulse - Innovative Promotion Plan
for a Large-Scale Multi-VTuber 3D Live
Concert
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Cyber Pulse — Innovative Promotion Plan for a Large-Scale Multi-
VTuber 3D Live Concert is at the intersection of the virtual and real
worlds, leveraging 3D motion capture, real-time interactions, and immersive
stage designs to showcase the innovation of Taiwan's virtual idol industry.
Featuring RESCUTE, Monstar, Xtreme Deep Field Project,and more, the
NEXUS concert is a cross-dimensional live performance that showcases

the potential of merging digital content with the performing arts while driving
the deeper integration of cultural creativity and technological innovation.

#2024 EHIFERMZXERBEAAXZITHE
#2024 Grant for Market-oriented Cultural Technology Content
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Project Box
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Every tenant in the apartment has a secret to hide, and all of them are tied
to a mystery from ten years ago. The question remains: why are the two
protagonists, Joey and Adam, here now? Throughout the game, players

will dive deeper and deeper into a web of clues and puzzles, with the truth
coming to light only at the very end.

#2024 EHIFERZXEREARZITHE
#2024 Grant for Market-oriented Cultural Technology Content
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Kuroro Space Academy: Rocket Base 1 -
Project X
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Kuroro Space Academy: Rocket Base 1 — Project X uses original IP
characters, content, and playful designs to transform complex space
knowledge, elements, or even imagination into an immersive theater. Using
immersive interactive technologies and devices, Memes Creative delivers an

immersive theater that welcomes audiences to explore the rocket base and
embark on their own adventure through fun and engaging interactions.

#2024 FHIBERZLRHEREXRIFE
#2024 Grant for Market-oriented Cultural Technology Content
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NAXSUN Media Co., Ltd.
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Sunset Town Virtual Music Festival
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The Sunset Town Virtual Music Festival was created in 2023 by Sunset
Music and NAXS STUDIO as the first global-facing virtual music festival
from Taiwan. Fusing games, music, and technology, the festival offers music
fans and participants an immersive and interactive music journey, and is
now Taiwan's largest immersive 3D virtual music festival. With unique humor

and creativity, the festival offers an unparalleled music experience that is
interactive and immersive, redefining the possibilities for music festivals.

#2024 FHIBERZXERHER AT ZIFE
#2024 Grant for Market-oriented Cultural Technology Content
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Animmersive theater unlike any other, A Song of Angry Men unfolds notin
afixed venue but aboard a moving bus. As participants travel through the city,
they are drawn into a social movement where reality and fiction intertwine.
Set against the backdrop of a fictional self-help movement formed by
victims of a public safety incident, A Song of Angry Men weaves together
sound design, theatrical elements, and interactive mobile technologies.
The bus becomes a microcosm of society, placing audiences at the heart of
the movement, confronting themes of conflicting individual and collective
choices, power struggles, and the complexities of human nature from
differing perspectives.

#2024 FHIBERZXERHERNEZIFHE
#2024 Grant for Market-oriented Cultural Technology Content
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Word Game World is built entirely from Chinese characters. Players solve

puzzles by editing text and can go beyond exploration to creation—using the
in-game editor to craft and share their own worlds.

#2024 EHIFERZXEREARZITHE
#2024 Grant for Market-oriented Cultural Technology Content
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Cosmic Immersion: An Experiential Art
Exhibition of LuxuryLogico
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Cosmic Immersion is an exhibition integrating art and technology,
combining interactive technologies and immersive experiences to guide
audiences on a journey to explore the secrets of the cosmos and the natural
world. Created by LuxuryLogico, the experience blends their artworks with
science venue exhibits to deliver a unique multi-sensory experience. In this
immersive space, LuxuryLogico offers an incredible visual, auditory, and
interactive experience that spotlights featured artworks but also highlights
the convergence of science and art. Throughout the experience, audiences
are invited to appreciate its beauty while gaining scientific insights. Cosmic
Immersion can be flexibly adapted to various venues and settings, and we
hope to launch the experience in different countries around the world.

#2024 EHIFERZXEREARZITHE
#2024 Grant for Market-oriented Cultural Technology Content
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Moondream Reality Co,, Ltd.

1500

EREERDBERAT
Jimmy S.P.A.Plus Co,, Ltd.

A1EE(I Partner (s)

AIAMAGIC BOX [BEfty 77 HREA (i i 8

RYBSTUDIO CO, LTD.

Rkt

EHHR &

BE=KREIP ZAZNIFEEEREISHEE
Annual Pass Immersive Kids Theater Development
Project Showcasing Three Taiwanese Children's IPs

A EFEETEMTE IPESRERNAR IR EIBTR M R E
B HERTTSBMEREEENNER - B> 8N
REIPBEUEE BE - 88 - AIFELER > EAEREP
AR R EE AN D B E LU EE AR - BRME
RSERERANISHE RN EBASNIERT > BE
EREIPETERES  HAsHReRENRFHIEERER
EiEL o

This project integrates local Taiwanese children's IP with our team's expertise
in light-based immersive theater and curatorial experience to promote new
media and digital arts in the family and children's market. Currently, children's
IP in Taiwan is typically presented through books, animation, TV programs, or
theater, but few creative teams have the opportunity to explore immersive light
art. By leveraging Moondream Reality's venues and capabilities in immersive
interactive content production, we collaborate with Taiwanese children's IPs

to pioneer a high-tech, high-quality annual pass business model for markets
targeting families.

#2024 EHIFERMZXEREARZITHE
#2024 Grant for Market-oriented Cultural Technology Content

TEIZCKERREE) 2IRUIUREHR
TOUCHING HEAD WITH JIMMY LIAO |
IMMERSIVE INTERACTIVE EXHIBITION

DUAORZ BRI E (SRREERERRGE) AR > EFm
e E (RAE - MAE) M (ARSRT) > EBSH
BRRME  INRRRT - R RARESRE - ik 020 i
BUEE AT > 118 TREAZRINREDRE > &
BER - BiEEmifE BN - R ENEERT
% BIEIP REXNE ©

The immersive experience is based on the concept and plot of Jimmy Liao's
new illustrated book - Touching & Talking - released during the pandemic,
but also incorporates elements from two of his classics: A Chance of
Sunshine and The Moon Forgets. The experience leverages multi-media
production, immersive projection, motion detection, and interactive designs
to bring the stories to life, while 020 gamification extends the experience
through social media marketing. Through ticket sales, merchandise, and
international licensing, Touching Head with Jimmy Liao expands the
brand's reach and taps into new markets, maximizing the long-tail value of
thelP.

#2024 EHIBERZXERRARXRITHE
#2024 Grant for Market-oriented Cultural Technology Content

Photo by Quentin Chevrie
AIRREBRAR
Flash Forward Entertainment

A 1{EE (i Partner (s)
Film Addict (%)

BRAMRERFERAE
HYPER CURRENT Co.Ltd

S1EE (i Partner (s)
Fifth Atrium (3&)
Local Formations (3&)

w

The Shadow

(®F) ZBlancali 2SR - FREBERNERZEE
RISHES (¥F) » MHE{EMR Edith Canat de Chizy &1F »
200 R VR BEREEER > NIRNRS 2 gEH—
BHBEFFREBNREZR - HEBE—IHBRIKER
CHETFEGRRER  REARETFEELEFEGS > EEW
HEZ2EM - MERMNEFESRITE—ESBRHEERR B
BB AL EENRIERANTE o
Bianca Li's latest immersive experience, The Shadow, is inspired by
Hans Christian Andersen's glassic fairy tale L'Ombre and created in
collaboration with composer Edith Canat de Chizy. Facing six dancers and

one percussionist, 200 audience members, equipped with VR headsets and
earphones, are invited to freely wander throughout the performance.

The Shadow tells the story of a scientist who has sent his shadow off to
explore the world, only to have his life and identity stolen by his shadow,
eventually becoming entirely replaced. The creative concept behind this
experience is to create a mysterious, spellbinding Andersen-inspired
universe where audiences canimmerse and wander.

#2024 X{ERIFEIR S EaNZHHE
#2024 Innovative Content Grant for International Co-Funding or
Co-Productions

EET . RAtRA
Lian & Natsuko: A Hybrid Documentary

BEETR—ERERESLER - EETE_+FRIRGHTF
BT H@BEEONBRER HRPNEHEHNEERET
MNE—ESH  BEF - TEENRAENAZRFHEEREEY
T BEFHELRE THNEE » UKEFRNREEMMELER
BYRERAEIIE

Lian & Natsukois anew media hybrid documentary.

Nearly twenty years ago, Shia Lian showed her grandson a shocking video
depicting a massacre. The events that transpired in the shocking video led
Shia Lian to abandon her previous identity: Natsuko.

With the help of Shia Lian's daughter and grandson, Shia Lian and Natsuko
attempt to document the Shia Lian of today and the blurred, traumatic past
associated with Natsuko.

#2024 X{EREEIR S EANZITHE
#2024 Innovative Content Grant for International Co-Funding or
Co-Productions
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BIERE
Moondream
Reality

LIRRBRHBRAR
Moondream Reality Co,, Ltd.

S1EE{i Partner (s)
GEDEON Programmes (%)
Femme Fatale Studio (%)

BEMERRAT
Serendipity Films Ltd.

A 1EE(I Partner (s)
Digital Rise (G£)

Caves - The Art of Darkness

[ P4 3£ B GEDEON Programmes £ Femme Fatale Studio 1t
FEFTENIRNRERE - MEEN - BRERT  BEER
EAHRR BB ERIENEESELL

In collaboration with GEDEON Programmes (France) and Femme Fatale
Studio (France), Moondream Reality delivers animmersive experience of art,

history, and technology, inviting audiences into world-famous cave sites to
examine prehistoric cave art.

#2024 X ERBERAESNIIFE

#2024 Innovative Content Grant for International Co-Funding or
Co-Productions

RE S : M3

Sensory Concerto: The Seasons

(RREWH=E : OF) B—HReETRKEKTNINZHRE
5 > BRBRREAY 20-30 8% - iEi8 ASMR ELLIEB SRR 0 4
BERRAIKY  EMRZERSE (WE) T4 -

An immersive experience that blends sound and spherical projection,
Sensory Concerto: The Seasons is a 20 to 30-minute experience that

delivers a brand new rendition of Vivaldi's The Four Seasons with the help
of ASMR, psychoacoustic design, and Al-generated projections.

#2024 YR EIR S EANZITHE
#2024 Innovative Content Grant for International Co-Funding or
Co-Productions

[ /R 7 BB i Flying Theater]

B LT

LUDA : Monsters of Forest

DAIAF THIGON

REEEARAR
ENGINE STUDIOSLLC

A 1{EE (i Partner (s)
ERENRERMNERAR
BROGENT TECHNOLOGIESINC.

HEREZWAERAR
247Visualart

A 1EE(I Partner (s)
WRHH AP B R AR

Ambi Space Inc.

IXAEBFMRITEIBR
Luda: i-Ride Flying Theater

AATRRIIP NERIZHM) BFERENRHITE NFEHRM
RATRIBE)  EAHEMNRERISN o UBRESIEERRITE
HWLESE > TRRR &R ARSELERERN > BUWE
B EZIRE 2R ©

RIEFRREFANMRIT > RAUGBRREREAERREE
R MRIERM] o MRFE R ERF ~ e« BN
FELERBEERARENRIZAE > BRESTE SR
BHSRIERES ©

With its original Luda IP, ENGINE STUDIOS collaborated with Brogent
Technologies to capitalize on its leading motion technologies for the Luda:
i-Ride Flying Theater. In the flying theater, motion seats simulate flight
through changing landscapes that are complemented by wind, scents, and

lighting effects for a multi-sensory experience. With i-Ride technologies,
viewers experience a realistic sensation of soaring through the sky.

Throughout the journey, audiences soar alongside the protagonist, diving
deep into a forest of monsters and spirits, a world built upon Taiwan's
rich folklore and ecological landscapes. Along the way, experience the
unparalleled charm of local culture and technology as you encounter
mysterious creatures from Taiwanese folklore, including the Mo-sin-a, Earth
Ox,and Stone Spirit.

#2024 XHPREERATE Ti-Ride RITHIBE 1P E:EHE
#2024 TAICCA & Brogent Technology's i-Ride Flying Theater IP Program

(BiEEAR— BUHBAKHEE) REKERE
iR
Nature and Artificial Natures: Symbiosis
Beyond the Organic

(BEBA—BHARNELE ) BEAXERZRF » WRlEHE
EMRFEEHFEFRD > REEEEMERESE « AR 8
RERMNSELHE > FREE A EREBREG - REEM
®’itEY) > BES M EYEREY TS —EiEER R T
FNRESE > EAR—REARERBRREEANEREE
AR L EERTAE ©
The Nature and Artificial Natures: Symbiosis Beyond the Organic
exhibition is supported by TAICCA and co-curated by AMBI SPACE ONE
and Artist Pu Chen. The exhibition is a dialogue transcending art and
science, nature and technology, and observation and perception. It merges
Al-generated interactive images, installation art, and bioluminescent plants
with lifesized projections of real organisms, culminating in a sensory space
that stretches across time and space. The exhibition invites the public into

a space that ponders the multifarious possibilities of future civilizations and
different forms of life.

#2024 TEEFLERR

#2024 Demonstration and Application Programs
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BEARAHE
QUZ ZHENLTD

S {EE (i Partner (s)
HEERMBRAE
INVENTEC CORPORATION

MONO LAB

EREERAERAT
MONOLAB

A EEAI Partner (s)
FEERERHABEDL
EEIEE 104 BRI
ST ERE
EEEEHE
EEEXHEAE
French National Centre of Cinema (CNC)
CENTQUATRE-PARIS
Kaohsiung Film Archive
French Office in Taipei
French Institute

Al [EEEZ A Mila Mii
Virtual Artist Mila Mii

AETELUERB A TMilaMii RAIE | B0 && AIERRS -
BNEFEh fEBEE &L Unreal Engine [EIEE S > SThl 3 IB4R LEA 115
BEREZEES > RROTEER > B MEPHEERRBHE
o BBTLY X Bi X HBEN=9%KE > REEEELNN
BETY > BETEF R RITRAAL - EEFRIENEREIESER
B > ITERRE R AR S ER -

The project centers on the virtual artist Mila Mii and delivered three online
and one ticketed offline concert with the help of Al-generated content, real-
time motion capturing, and a virtual stage powered by Unreal Engine. The

four concerts attracted nearly a thousand viewers, helping Mila Mii develop
her brand and fan base.

With the three-pronged strategy of music, technology, and community,
the Mila Mii concerts verified the market feasibility of virtual performances.
In the future, QUZ ZHEN plans to modularize the technology, develop a
membership system, and collaborate with international partners to build a
cultural technology operating model that is scalable and replicable.

#2024 TEIREIERAE

#2024 Demonstration and Application Programs

CGRPRIKIETER : FIEBERGSPRIER
REEAAIESR)
The Eternal Garden in a Bottle: Infinite
Algorithms and Digital Life in Unstable
Systems

(HRAPRIKIETERE) BREMRREFHNER > ERREHEN
HAERA - RAEANEBRCIRRAREAEREY) > BLT
REESHE > UECABISH NRhEl) o SHERIBRLY
REEES > HASCIREBRERBERANE®L  ER—
BRI ERFERER ER A E S RNEAEE - GEHRRE
BRESE—E S o ILFRAE XR - REKE « BE
BEH A DHAGECERNSS > 2IRINIANEREEME
FHEEY o

The Eternal Garden in a Bottle, created by artist Che-Yu Wu, is inspired
by the concept of a closed digital terrarium. The ecosystem in the terrarium
features a weather system and virtual organisms that generate data, which
is transformed into uniquely "distorted" musical scores. Musicians improvise
based on these scores, and the resulting signals are sampled and fed back
into the system, influencing the ecosystem's ongoing evolution. This creates

a closed loop of human-machine interaction that evolves between chaos
and order.

The work incorporates audience interaction to deliver experiences unique to
each audience member. Integrating XR, visual projection, algorithmic sound,
and Al-generated poetry, it presents an immersive new media art installation
and live performance.

#2024 EXIRNABEMFARE - SEAREFERRER

#2024 Villa Formose Immersive - France XR Prototyping Residency

FRERAEEXERRAR
ReLiveProject Entertainment CO.,, LTD.

A 1{EE (i Partner (s)
REBREFRMNERAR
HTC BEATDAY

RRBEHUREBRAE
E-CAPSULE CO, LTD.

A 1EEE(I Partner (s)
REBREFRNERRAR
HTC BEATDAY

FHERFE

RelLive Project: The Greatest Carnival

ReLive Project BR1S X SR PrefliBh » B AR A =R EHY 3D WIE
HEBRE Wi ERHRET & Beatday BRIBL ©

(FRREFE) HR=STEEREMHE > KARRKREES
HeE o
BRUERERSFEATHSE  BEARHEBREHE
EREERSHNIUSNERME -
With funding from TAICCA, the RelLive Project was able to increase

investments into its three members' 3D productions and programs, which will
be aired exclusively on the virtual entertainment platform Beatday.

RelLive Project: The Greatest Carnival features three themed variety
programs, each with its own distinctive style and interactive elements.

Audiences enter the interactive space through virtual avatars, then move
into the performance area to enjoy the shows — experiencing an immersive
viewing flow that blends the virtual and the real world.

#2025 EXERHE A B IG5 £ 58:8 5t 8 | HTC BEATDAY ERTER
HEtE

#2025 Cultural Technology Content Business Verification Program: HTC
BEATDAY Virtual Platform Performance Program

BRiE(E | E55i& x BEATDAY

G LERE

Idol Evolution: Xia Yu Yao x BEATDAY
Online Concert

(1BRiE{: EEEXBEATDAY 48 LEIE g ) (dol
Evolution: Xia Yu Yao x BEATDAY Online Concert) Zsig2ZL THTC
BEATDAY BT &1 AES > MAaERA IPRIUSIVEE
g o AEEERY=IHTEEANID EL  FEAIRE 3D
AR~ EnfERIR A Unity EENE4AR » R BIBE RARHARE
B2 EEY > BRESEERENEEES -

Set on the stages of the HTC BEATDAY virtual platform, The Idol Evolution:

Xia Yu Yao x BEATDAY Online Concertis animmersive concert featuring
anoriginal IP from Taiwan.

Three 3D concerts of distinctive themes were organized for the virtual idol
Xia Yu Yao using Al-generated vocals, 3D modeling, motion capture, and an
interactive module powered by Unity. Audience members can send stickers
to show their support and unlock new costumes and songs, demonstrating
the untapped commercial potential of virtual performances in Taiwan.

#2025 EXERHE A B IHIN R EEE S | HTC BEATDAY ER T 2R
HEtE

#2025 Cultural Technology Content Business Verification Program: HTC
BEATDAY Virtual Platform Performance Program
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JENNLEE

THE ZikrPER
BETWEEN PROTEGTION AND FLOW
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BERERABRAF
JENNLEE Co, Ltd

S1EE (i Partner (s)
EEBERMERAT
Makalot Industrial Co., Ltd.

SR s
Ve TP 38 L SRRV o
KZIBEBEREBRAR
Mangowork Studio Co., Ltd.

A{EE (i Partner (s)
4158 MAGIC BOX [E1itT 5 3R BN B B AE
RYBSTUDIO CO,, LTD.

JENN LEE | 5Bh5R 2K X BB i Ak AR RN F B PR 512y
JENN LEE | Fluid Future X Digital Fashion
Sustainability & Innovation International Project

ZAsHE LI JENN LEE ¥R FIEM TRENRK © HIRART 5
ZOEH > REERRHRERERSURNEREF L KB
B& Showroom £2fE#F Showroom M {THIHREEL > #HFAE
ERE R MBTEEE TSNS ERR R o ERREES
MR N R » ITEXRREY - MBEANEERES

B BRERMNREBRFHNEBEME > FaERR
ITEREmES -

This project centers around JENN LEE's latest collection — Fluid Future
x Digital Fashion Sustainability & Innovation International Project—
and merges luxury fashion curation with digital performance techniques.
Employing a dual exhibition model that combines both physical and
virtual showrooms, the VR installation aims to enhance the visibility and
competitiveness of Taiwanese fashion brands in the global market.

Featuring the brand's signature and proprietary zippers, the work creates

an innovative, narrative-driven hybrid exhibition space that fuses virtual

technology with high-end fashion, propelling Taiwanese technology and

fashion into the world of international luxury.

#2025 FEXERHIETABTHEEM © (PortalMy BHEESH EIMTIHIGRE
sHEEE

#2025 Innovative Co-Production Program: Call for Entries - Overseas
Marketing and Expansion for Portal: M Tech Fashion

IMERFLER  SELEZE
Deer May's Adventure: The Lost Book of
Heart

METEEMZAIERAREAMERES | HaEREIYR
SHHER CMBNFLIER  SRILEZE) BEEEEINR
XBEEBHHRTRES > AFE PLEENEHES | #BEAG
S EMENTREER S EBRIE ITETIEEH TR !
WEBIMEBEBYBHRREZRMNENE - BBEH
BEE > —ESHBRANOERMEMY  SHERETENES
BLTE | BRI/ ME—EE R ARF A E IR !

Say hello to Deer May's adventures and the magical forest. Designed based
on species endemic to Taiwan, Deer May's Adventure: The Lost Book
of Heart is Taiwan's first interactive animated theater for families and a new
chapter that expands on the Deer May IP. In this production, the animated
characters drive the story and experience, delivering a fairytale experience
for parents and children with interactive technologies.

Deer May's Adventure: The Lost Book of Heart tells the journey of Deer
May and her animal friends as they explore the secrets of the town in the
magical forest and try to save their friends through interactive experiences.
Each level is hidden with surprises, so come join Deer May on a fantasy
adventure!

#2025 RS A BB A B | A28 Magic Box i 5 R B (I # R

2RSS EHRERR

#2025 Innovative Co-Production Program: Full Inmersive and Interactive
Experience at RYB Studio's Magic Box

EERRARIN B RAE
WOWWOW TECHNOLOGY
CORPORATION

A {EE (i Partner (s)
RREEIRNBIRAR
HTC VIVERSE

mANEREHERABERAE
Pumpkin VR

S1EE (i Partner (s)
Astrea (G£)

BEFEHKEMR3.0VRBAEHIERXE
BHALEs
Welcome to World of PILI

AENESRBENERBEHNCHER (BAER) > Uit
AERERERMNZ AESN VRESIIEZAESR « IIRFH
AEP—8 > IEETRMIKNEBAE > EEBF B EB=
HHKHRES  BEIRE—E_NBMFRER > TEREAET
BHEIRRER » @S RARRHTRPNEE IRFIBER
FE > MekRS2HEEM  WEACHNERXRBERENER
ey

Inspired by Pili International's classic The Legend of the Sacred Stone,

Welcome to World of PILIis a multiplayer, interactive, and immersive
walkable VR experience.

Players can choose to become characters of different clans from the movie
and master the martial arts of one of Three Teachings: Confucianism, Taocism,
and Buddhism. Welcome to World of PILI offers players a unique combat
experience, bringing them to fight alongside Su Huan-Jen to confront the
sinister Mokui and become a hero in the world of Pili. In this game, players are
no longer simply viewers. Join in combat and inscribe your name in the end
credits as a Pili hero.

#2025 FEXERHEARH S &M | HTCVIVELAND VR EiR 4R ERER

#2025 Innovative Co-Production Program: Business Verification for the
HTC VIVELAND VR Arcade in Kaohsiung

EIREA

Devil Hunter

(221838 A Devil Hunter) 2—X VR Roguelike 5TE2 i} o TTHR
{ESREE » EREEEIEEI BRI BPabR
AEEREE » IRASPKEXSR K BOSS » SERUEIRG 2k ©
Devil Hunteris a VR roguelike FPS where players become an exorcist on a
global demon hunt. Choose your class, upgrade through random cards, and

forge unique builds. Face traps, mobs of monsters, and powerful bosses in
fast-paced VR battles. Every runis a new challenge.

#2025 EXERHXABTEIR T BEEERE | VR BHMAEAE

#2025 Innovative Co-production: VR Game Early Access Production
Program
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A BLACK CLIMBING DOG
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REBRDBRAT
Team9

S1EE (i Partner (s)
Astrea (G£)

BRESARAR

Acorn Den Studio

A 1EE{i Partner (s)
Astrea (G£)

A Black Climbing Dog LITE

{A Black Climbing Dog LITE) 2—% VR € > ;iKR1tH
BEENEEIESEPREE o URSREIKI R H RS
BRREWE - WEESEMEEERE A1 > BAERE
RESLIPES o
A Black Climbing Dog LITE is a VR climbing game where players transform
into a Taiwanese black dog scaling a surreal tower of arcade machines, fast
food, and ruins. Motion and barking boost jumps, with multiple paths and
hidden collectibles for replay and speedruns. Offering 3—4 hours or shortcut

runs, its low-price, high-replay design targets livestreaming and UGC
communities, positioning it as a viral VR title with long-term IP potential.

#2025 EXEEHXABTEIRFaBEEERE | VR IBHMAEAE

#2025 Innovative Co-production: VR Game Early Access Production
Program

SRR « FRAFHBRIEEZ R T AiBE X
EYsE

Cat Captain ¢« My Cat Became a Sailing
Expert After Death

(HIEA R ¢ BROHEIRFEERR TIEERENHE) BRER
# VRIEE - TR HE2ARERISELE > FIFREEREES) )
f > AT EEES > TIMWRIEHBENAR - SKEEE
F AR - RIS R EENIRAIRIE
Cat Captain 4 My Cat Became a Sailing Expert After Deathis a
therapeutic VR game where players sail with an angel cat across tropical
islands, seeking the mystical Mirror Pool. With simple wind-blown controls,

each three-minute voyage offers relaxation and gentle exploration—perfect
for cat lovers, weary gamers, and those longing for pets.

#2025 ERHE AR EIRF A l¥ERE | VRIEEFRME

#2025 Innovative Co-production Program: VR Game Early Access
Production

FEARAT
Floating Point Art Co., Ltd.

A 1{EE (i Partner (s)
FilmGate Miami, Phillip and Patricia Frost
Museum of Science (3£)

ZERAMRNBRAR

Reform Creative INC

R fE T
TEMPORAL STRATA

(ERIfEIE) (TEMPORALSTRATA) B—HIERETEE
BERBIER RN20-30 0E - FRUEMBEERGE
Ambisonics ZEEE AL > BEC 4K+ 2RI » AERBEK
360 EEEXRMIZE - FRmFZRASMRRERMER > AR
EEE - EMAENTERBERM ) TEAFEZRE  HEH
EERMEEERAEN  ERBINBERKEEEESIEHRE
TEMPORAL STRATA is a 20 to 30-minute immersive dome and audio
experience. Created using Al-generated images and full-sphere Ambisonics
surround sound, TEMPORAL STRATA is complemented with a 4K+

panoramic view, offering audiences a 360-degree enclosed sensory
experience.

The production is ideal for artistic exploration and technical experiments
as well as screening in museums, art festivals, and immersive spaces.
TEMPORAL STRATA can also be turned into a ticketed event, educational
activity, and branding collaboration. There are currently plans for
TEMPORAL STRATA to tour Taiwan and collaborate with businesses for
marketing exposure.

#2025 EXERIXARTHSEMG - STEREREHE [(REFAASHE]
#2025 Innovative Co-Production Program: Dome Projection [Taiwanese
Original Content Exhibition]

MR EBE SensWave] JUEREMKE
BER
SensWave — A Greenhouse of Immersive
Art and Sensory Experience.

{SensWave JKEGAE)

2025 FHBEABRZHEKEEZCAA ANKR HEFITE » £E1N
AESFEAIERERRER - MEBA - BRIREEE &
MBS - BERRERINTIEE » EA—EARBIEER ©
BB TRABSNRS > SIEAMMBERLEEKN DR
R > RRIRIZEEE 2 MARHEE - 72848 » B UET
FI ~ ERTEASE > |IFERIFA B2 R H R - BB NTENRE
A o

SensWave

Created in 2025 by LoFi Land and the curating team ANKR, SensWave
is a space for immersive sensory experiences located in a greenhouse.
Merging nature, technology, emotions, and generative art, SensWave
invites audiences to step far away from the bustling city and into a shelter of
greenery.

Through light, air, and sound, SensWave reawakens people's innate waves,
empowering them to experience the quiver of resonance between their
surroundings and emotions. Here, you can slow down and re-align. Enjoy
the sensory experience, resonate with the space, and rediscover your inner
connection.

#2025 LRI AR EERE I E

#2025 Grant for Business Verification of Cultural Technology Content
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WETHXRIRNBRAR
StoryWorks and Creative Industries Co.,
Ltd.

EENERNARAR
SURPRISE LAB

(Hhi2d > PR ERF ?2) VR ERNKE
EREIURIB RS

How Do | Call You, Sister Lin-Tou?

—IBEERBEHEERER (VR) EMNERARE  BER
MRS« XM SRCRESERMBEMNXBHNERSRE -

EHET - TH - HMRERRSBNES 5| RRRENER
M REERMEENERE -

How Do | Call You, Sister Lin-Tou? is an immersive performance that
merges live theater with VR technology to explore the emotional landscapes
shaped by gender fluidity, female bodily experiences, and Taiwan's belief
in spirits and gods. Through the interplay of sound, space, technology, and
audience bodies, the work invites a reexamination of traditional female
archetypes and contemporary gender discourse.

#2025 FXCRE AR HEMESTHE

#2025 Grant for Business Verification of Cultural Technology Content

2025 (fHEEKERIE) IURTNEIS SHEiL
The Great Tipsy

Bk BB EIE AR (THERAERIE)
EABEMMIRSHREF - (FIFBIRIRE « FRNFLIER
SRR 0 EABRILEZHRS -

TEERZ 8 > A8HE —

MAHOBEE « MR THA ~ EEEEEE

EF o RS TEER > TiERE.

BREUSE  AERINES
BER—HBIHGERITEINAEE » R 15000 BERS
81, WEEREATRR TR - SRREHRSTE ©

Welcome to The Great Tipsy —a place you can never truly checkinto.

Step inside this hotel that has mysteriously appeared, where reality fades
and you wander through mesmerizing scenes and stories, meeting guests
who have lingered here for far too long.

In the haze of tipsiness, begin to remember—

the words left unsaid, the people you can't let go, the choices you cannot
face.

Perhaps here, you will find yourself "sobered by the tipsy," discovering the
subtle shifts within what once seemed unshakable.

Animmersive experience beyond imagination, The Great Tipsy has hosted
over 15,000 audience members to date and received both the Red Dot
Design Award (Germany) and the Golden Pin Design Award.

#2025 EX{CRHE AR B ERERITHE

#2025 Grant for Business Verification of Cultural Technology Content

IFO

EEMREMROARAR
IFPLUS CO, LTD.

A 1{EE (i Partner (s)
OASIS Immersion (i)

RENO

STUDIOS

BIREK

BEREEEGREROERAR
RENO STUDIOS CO, LTD.

S1EE (i Partner (s)

REERMBA

EEMBAXIER

Chiayi City Government

Cultural Affairs Bureau of Chiayi City

Z: imilEZiR
The Cycleof Zto Z2ZZ

HMEAFRFEIZNEIEIZE OASIS Immersion #F > B
W TeLER Al RERAFREE2EERES > 217
BEFRRIBHIIUZ AR °

Created in collaboration with OASIS Immersion in Montreal, Canada, The
Cycle of Z to ZZZis, at the core, a therapeutic experience for the mind
and body. Merging therapeutic aesthetics from the East and motion-based

interactions, The Cycle of Z to ZZZ is an immersive experience that
captures Taiwan's spirit of originality.

#2&)]25 EXERBEATHARY  TRXATRENE (BEFRAAE

#2025 Innovative Co-production Program: 360 Immersive Exhibition
[Taiwanese Original Content Exhibition]

FHEARAD | ATE ¥HTE RRTE
Chiayi

MZEsEh 320+ 2524 »  (GEZEAC | ATE 7T WR7E) BARK
—RBEEERNXTIRE - REMSTEFES « S H
BT > (EEBEHEIEER « BIERKENER - IEAZ
TR ERERE  BR-EEEHENERNEE HERETSE
REREPRENENOE  KREMETENNE  EHME
REEMHXEER

Chiayi was produced to celebrate the 320+1 anniversary of Chiayi's
establishment, bringing audiences on a journey of light and shadows
across time. The exhibition merges visual poetry, diverse media, and digital
technologies to construct a real and virtual profile of Chiayi City. It pieces the
fragmented memories of Jhuluo Town, the night parades of the Chenghuang
Temple, and the city's reinterpration under modern arts. In Chiayi, audiences
will discover a multi-sensory experience and listen to the echoes of Chiayi's
city walls. Experience the power of faith and protection, and reconsider the
cultural soul of Chiayi City.

#2025 EXERIXABTHERY | ERHRExZXRERNTREF
iR

#2025 Innovative Co-Production Program: Call for Entries - Chiayi City
Cultural Technology Content
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EERAEH

Detective Dunkadoo

(SREiEEh) SRIFEMNBEIE o MERE > KEFTEZMATRHRANAEE  VEGHEZR
BRENEE o KB RHMEE N FHUEFINEESR » FA/ SRR HE |

Detective Dunkadoo is the funniest mystery game. Dunkadoo, a newly-minted supermarket detective, must face threats froma
mysterious caller. With the help of a box-dog with special powers, Dunkadoo searches for clues and uses his small brain to solve
big problems!

1% & %R We are looking for

1L ESRIREAREITHE EEXEBIBRAR
2R IPERCEEIEE Goosewing Creative Co., Ltd.
SHEBRESE

HEXAIEINFRRAIBMURERND » FAEXEXMEE > TERAK

EMEBEHENESEEE - ARER (KBREH) EEMED » Bk
EEERERG P EEMRERAIAE 0 THRRERASIERE -

2. Opportunities to

commercialize or commodify Goosewing Creative specializes in original digital content for entertainment. By bringing
ourIPs together expertise in programming and the arts, it aims to create interactive experiences
with compelling stories and gameplay. Detective Dunkadoo, their signature game, is
currently in development, but the team is exploring opportunities with entertainment IPs
and international markets and looking for cross-domain partnerships.

4. BRI EETHEREY

1. Investors or distributors

3. Cross-industry partnerships

4. Commercial and marketing
consultants

B R4EIH KR {E2: Expertise & Strengths

REFAE BRI ERFERE » SEERNERRHLENES - B
ERERBIEENR Ko SEMIBERRTRES > BIEANHEN
FRIAR - BEMEEINKER > ROREER P CHEEFEEAREMERN
Fam °

Goosewing Creative specializes in game development, distribution, and sales, and can
effectively streamline all stages of production. Our team excels in exploring unique
aesthetics and styles and merging cute elements with puzzle-solving to deliver highly
recognizable original content. At Goosewing Creative, we care about the player

experience and are committed to developing works with scalable IPs and potential for
expansion into global markets.

JAEE N Contact Information
[%% B Dawn Chen
BUE A Producer

dawn@goosewingcreative.com

3758 Pagui #5832 %

Pagui

HHRBRBEROBRE ) - Wb TRERE) MBI o SEUEARMIEETBIEE /IS R BE SR kG
BRI o 3V1#Y PVP ISR o BIFMESEARE RIS » TIERMEAESR « AZHIER « PARHEEAT - LUEITHA
#KER > BHERAERNGR -

The "light" faction, dedicated to slaying demons and vanquishing evil, faces off against the"dark"
faction, determined to protect their homeland. In this 3vi PVP game, players engage in asymmetric
warfare featuring two-way hunts, strategic terrain use, and the suspense of hide-and-seek gameplay.
Unlike traditional hack-and-slash games, players must use talismans, navigate their surroundings, and place traps to carry out
exorcism rituals — faithfully recreating the authentic process of demon exorcism.

%4 ER We are looking for
TAELES | PIBE B EEZRBEERAT
afF PADENDON CO,, LTD.

Film & TV industry [, N e — A N =

matchmaking, IP licensing, and EERRETAESECRIZE MR (FT5 PAGUD > MER

game collaborations AEEBMB > £E5 D EHE IFETARE  EEERERERNAHER
XL o ERMURERE M EXCEARSERIIMNIR » s e ERE
IP Xk -
PADENDON focuses on creating PAGUI, a ghost-adventure game with Taiwanese
cultural themes, which incorporates religion, Taiwanese Hokkien, and local customs.
Combining 3D town modeling, motion capture, and music technology, the game
authentically presents Taoist rituals and Taiwanese parade culture. With its profound

storytelling and cultural depth, the game has resonated with players both locally and
internationally, emerging as a leading original Taiwanese IP.

B R4EIG {22 Expertise & Strengths

EPRBER KESR - BRAIENA=TER » ERGEERERRE
fif - BN FERERDE » RHSEREEM  BEtREECARIME
i BURRBREAEEAR - AR1E (FTR) REBARIMNIR » B
EHRERGHE -

Our team specializes in screenplays and digital arts, bringing extensive experience from
the industry, academia, and entrepreneurship. In our over nine years of field research,

we have delved deep into Taiwan's unique cultural themes, transforming local stories
into innovative creations that reach the public with a gentle touch.

A E A Contact Information
HhE&E# Lin Yueh Han

B4E A Producer
lion455@gmail.com

Pagui, our most popular creation, has captivated players at home and abroad,
successfully bringing Taiwan into the global spotlight.
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EIREA

Devil Hunter

{EBIR¥E A Devil Hunter) 2— VR & %E— A%E Roguelike §TEiERE - iR EREE > EIHITEE
BN UERE TEYIEIR o BEEESEAZd | BREFEEBENARRISNEE - BRRNTEERCH
FHE ~ EFHRFEFPOERIELGR(CAENRBUER S - B TERBIFSRIAIMK 0 REBIDEEAMEAFBOSS ©

Devil Hunteris a VR roguelike FPS where players become an exorcist on a global demon hunt. Choose your class, upgrade
through random cards, and forge unique builds. Face traps, mobs of monsters, and powerful bosses in fast-paced VR battles.
Every runis anew challenge.

1R &R We are looking for

1L AESLE RIS BAREEERMNBRAE

2IGIBRERE Pumpkin VR

S.ATSHRERS HAAEENERGERATLNEREIERRER  ALEFAIRNS

1 Large-soale mmersive BlfE > RPEBNXR NN BEHEENRAS R - BEAR-

2. Cross-industry venue VR~ MRFIAIFER > WEEA « 88 £ ELRIRBAATE o HHIESR
partnerships {Quantaar & IE%H5RY ~ (Arcade Ranger)

3.Marketing consuiltants Pumpkin VR originated as a VR game developer specializing in 3D real-time rendering

and VR content. Services cover VR software, hardware integration, and cloud
applications. With global markets and partners like NCSIST and ITRI, the company
also received support from the Chunghwa Telecom 5G Accelerator. Works include
Quantaar and Arcade Ranger.

A 1EE{i Partner (s)
Astrea (G%)

B R4EIH KR B2 Expertise & Strengths

EERBIENEE XREAXEER - SREREE -

SRS | lBRRE  MERATIE -

TURFEF © AIRZRHE « BRIEEH - BHTEE -

RN EREE R EEE - FRE R R —REARTS - AEERBRYITEN
RIRRFZE ©

Virtual Reality Software Services: XR business application development, high-fidelity
simulation systems.

Hardware Integration Services: Full integration of motion-sensing devices, arcade
system engineering and development.

Cloud Application Services: Network architecture planning, database computing

SO TR i
*AE R Contact Information frameworks, and advanced monitoring technologies.

BRI Peter Liao
Founder & CEO
yihsiang@pumpkinvrar.com

Pumpkin Virtual Technology provides end-to-end XR solutions, combining immersive
software, hardware design, and cloud management to deliver innovative applications
for industries and entertainment worldwide.

aIbAZEEE : B
Raid on Taihoku: Farewell

(BIEARZEEE : BX) B (RILAZEE) IPFHPHRN ARTTEFER > U TEBE) AEE - ZBERIE
L AREBIREE) > IREL _BSILNELISSR > f85 AR NEFEUEE IR RAVRIH - RET(FHR
S (RIEAZEE) NERHE > FHHEFAFEAERENERFMm
Raid on Taihoku: Farewell is the latest AR spinoff in the Raid on Taihoku IP universe, offering an immersive narrative built
around the idea of bidding farewell. Through motion-based AR interaction, players are transported back to WWIl-era Taipei

to relive historical scenes and personal emotions, showcasing an innovative blend of AR storytelling with cultural memory.
Concurrently, Mizo Games is planning a new Raid on Taihoku film with a completely original story and characters that will

expand the IP's universe.

{8 -&35R We are looking for

K& BRESEA > HEIPFHE
BRARE > FRBEIRTH SRS -
FTEs ek © HABD AR/ XR Bfii&1E >
EF R EENREER » $RER WebAR ZAIH
FEF o

RPN BREURERBOEE (B
JERZEEE) HER > HA P 2HRAR
HEHo

Bl FA . SREBREE > BRABHE
BREE - 35 BT EXE
&% -

Investors: Seeking investment to expand
our IP universe and film plans, tapping into
opportunities on the international stage.
Technology Partners: Opento AR/XR
collaborations to elevate interactive
experiences and explore innovative
applications like WebAR.

Film Partners: Inviting film industry
collaboration on anew Raid on Taihoku
movie to co-create fresh visual narratives
forthe IP.

Distribution/Platforms: Seeking

platform partners to apply our content

in exhibitions, education, and game
distribution, expanding cultural reach.

AT E N Contact Information
B35 £ Robin Liao

HZ4TIR Project Manager
pd@mizoriot.com

HETIEHBIRAT

Mizo Games

PRETVEHE R AR TIHEERFER P (SIEAZTE) M > U
BEESRX(CEMAZD - RESEHNBEAIESSE » (ERRE
it BH BE RERE RS ITEHALNE PFE o
EFXERBETE IPREFEH » ARER AR/ XR EIHERLA > I
B ZBARIE > UBRBIFIFERREEREEARTES -

Mizo Games focuses on brand marketing and the original IP Raid on Taihoku,
spanning board game, video game, comics, novels, and a stage musical. The
studio translates Taiwanese history and culture into widely loved content. It
actively explores AR/XR to enrich interaction and builds a multi-layered IP

universe—including the AR project Raid on Taihoku: Farewell—positioning the
franchise for continued cross-media expansion.

{ERSAIHRIES Expertise & Strengths

RN EEXEEMNRIFASHEE » RETEHIEX MRS
AR 5T > ERIBEMEAENMN « Bl - THZEK > TEN
RHISIERSESE - B FREARIEERITIHE S » BRI THTEMNEE
REEEE T (RIEAZE) RIIRERE « BIt - H85%
EN > BREINXERBHAEES -

Mizo Games focuses on translating Taiwan's history into innovative creative
content. By integrating cinematic production concepts into game design and
collaborating across art, writing, music and more, the team creates immersive
transmedia experiences. With strong capabilities in both content creation and
marketing — including tens of millions of NT dollars in crowdfunding success NT-
dollar crowdfunding successes —its Raid on Taihoku IP has expanded from
board games to video games and even stage musicals, exemplifying the studio's
unique strength in cultural content development and cross-media innovation.
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FIEE

YARETA

(PIEE YARETA) B—mBEM T RIRRMESREE - FIRBRREAM - FRERSMNES > FHESHW
M EikeE > WEMBFNEY—REME
YARETA is a puzzle game where players explore the open world. Soar above breathtaking landscapes with the unique

Skybound Rope and explore the beauty of the open world. Unlock the ancient secrets and embark on an adventure with
mysterious creatures.

H &R We are looking for
18T i i
2HEEKE Mariana Games
;Esrséj”eb;tiz\rlsestmems TR — BEE R T M A BRI A PAERE - MBI kERI B E
' BHENEE > BREATIKTER—ERPMAR  MEEEEHNESR »
EYNEA)
The team at Mariana Games was formed out of a shared passion for gaming. We are

committed to tackling innovative and challenging projects with the goal of delivering
unprecedented, beautiful worlds that offer players deeply memorable experiences.

B RSEIN KBS Expertise & Strengths

-FHHEREEAR RS SHEA R

-FAZR A 2A L ERTERENE » UBTLINEER
-BEA PR EE MR

-PIREIT IR BEFSERZETHRISRFMEF
-SHEBRABRES  BEZERESTE

- We are an experienced game developer with several R&D partners

-We are familiar with producing AA and AAA games and have tons of outsourcing
resources

- We have experience in IP management and commodification
- We are familiar with distribution processes and maintain strong relations with many
international distributors
JAEE Contact Information
SLE 1A Froggy Shen
HEAIHEA Co-funder
contact@marianagames.com

- We have participated in several international expos and received many awards

BiixE
Moon Fete

CBAXIRED) BR—REEKEEREFLMEMNDEE - TiRICEIRESER » L&A ABHIKH ° FEiB
BAREREIREE > EH AT EES IS R SRMRREENCE SR o

Moon Fete is a game that wraps management simulation in a fantasy adventure. Players become tour guides and manage a
night market that shifts under the moving moonlight. Arrange your stalls and make strategic choices to rise up to the challenges
of different cities and customers as you experience a management adventure full of change and stories.

Y# &R We are looking for
EERERE

Project investments

RIRERAT
YUTUO GAMES

SRR —EASHEMANENER » BUCSECHBENAEER
T BURMEBEHENAMNER NBLTBETLS) - AEMEEH
BHEEBRTFRZREHNEIR > FERTHNEERBEREE—LF
ZIMEH o FUEFRMEEHREE S ECEMBRMBREE - FELUEE
NN EESEBNSaREEF -

Yutuo (fish printing) is an art form that uses ink to make prints of fish, preserving the
species and size of a catch as a lasting memory. We believe this reflects the essence
of games: to play and to create memories. At YUTUO GAMES, our goal is not only to
develop games that bring moments of joy but also to convey deeper meaning through

play. As such, we focus largely on developing games with a unique Taiwanese touch,
hoping to share the beauty and wonders of Taiwan through games.

EREIG R 2% Expertise & Strengths

FIRBREINRM A SE X EARTUE » BRITERANENREHE
T RIRAVIERY - PR FETEBMEES > HERE - ABINRRRTE
BERIISTRY > M RBEFRES BEREE s EHERARERAE
BIYEdm

YUTUO GAMES specializes in bringing together Taiwanese culture with innovative

gameplay, excelling in creating games with strong stories and artistic expression. We
are compelling developers who are able to independently complete world-building,

AT E N Contact Information
273 Michael Liao

EM#A Director characters, and system design. With overwhelming experiences in international expos
michael@yutuogames.com and awards, YUTUO GAMES can deliver creative games with a human touch.
g1213368@gmail.com

+886 937 452 661
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Word Game World

(XFBEER) ERAE (XFBE) BEHEE E > SRERIEER o

EEFBPXFER  XFAMERNERNE > BE=RYMG - B8 155 - RRFEEAE T3 - MR~
%8 « FARELE A SCF R IR BB R o
MRMESERFMR - EFHGRISHT - eI MUBHTEKNE - B FERMAF  BHEBRMH S o

Word Game Worldis built entirely from Chinese characters. Players solve puzzles by editing text and can go beyond exploration
to creation—using the in-game editor to craft and share their own worlds.

18 45K We are looking for

—

ITHERRG ARl (B
W RESFEBERREF) -
EERXFERAESBEER
(BN : A RRRSR
5B EER « BlfEE)

2 BiEmmfE > REmREIEE

1.

Marketing resources: We are
open to sharing marketing
resources through various
formats (e.g., levels exclusively
designed for cross-industry
collaborations) to promote
our Chinese word game to
more potential audiences (e.g.,
educational KOLs, regional
revitalization teams, creators)

2.Merchandise development to

help promote the brand

JAEE M Contact Information
PR Jessy Kuo

B Z24TIE Project Manager
jessy@team9.co

BRIRBERAE

Team9

FRIZARY 2018 £F » 1 (XX FiEE) i3S - BORITIEAE « REBRIFN
HAASA °

ERRTIER (XFBRER) 25 > Team0 FHER T 2 IREU IR L
B A XR BIEEEIRE - BAIEERE (a)_losing<game>. (MR) £ A
Black Climbing Dog LITE (VR) & 15 75} o

Founded in 2018, Team9 began with Word Game and is dedicated to creating pure,
innovative digital content. Beyond the series, Team9 explores global entertainment

trends and develops XR titles, including (a)_losing<game> (MR) and A Black Climbing
Dog LITE (VR).

B RSEIN KB Expertise & Strengths

Team9 p{ S EESBEEYER 5T  EEVEEMT - FEAIFE XR #AiTH%E » (X
FER) BENBREETHN > R3ITRENR  BRAAHLIBEM
R > SBEEARTUER S BT AENA - thEeRRERE R F RS
B JIfE (CFilERY) B RREIR 5000 HRIEEEINELFET

Team9 brings together expertise in game design, interactive art, storytelling, and XR.
Word Game broke traditional barriers, engaging not only gamers but also newcomers

who rarely play. By turning Chinese characters into playful, creative interactions, it
expanded the audience and earned 5,000+ positive reviews.

ABCD

A BLACK CLIMBING DOG
°
+QOa

‘ !

A Black Climbing Dog LITE

{A Black Climbing Dog LITE) 2— VR 2@l » :iKICE&E RN > 714 - RREETEEERN
SIETRHE o BERERUEKIIEFA DR > WIRER S BRTHEWGE M o B354 3/ > BFaEE © KES
Bt > HEEBHERIHEY > REIPREEEIPES o
A Black Climbing Dog LITE is a VR climbing game where players transform into a Taiwanese black dog scaling a surreal
tower of arcade machines, fast food, and ruins. Motion and barking boost jumps, with multiple paths and hidden collectibles

for replay and speedruns. Offering 3-4 hours or shortcut runs, its low-price, high-replay design targets livestreaming and UGC
communities, positioning it as a viral VR title with long-term IP potential.

% &R We are looking for

ABCD # % E % TAICCA »
Astrea Bl B £ 5 > IRBRSH
BN IP 8% - B3
MREBRAS ~ FITHER
HEEE > WA STERELT
1 HEITERAZIKERE
BI VR o

The ABCD team has received
financial support from TAICCA,
Astrea, and crowd-funding
sources. We are currently
looking for additional investors to
help expand content, marketing,
and community growth, and to
develop a full version and spin-
offs. We hope to turn A Black
Climbing Doginto a globally
visible and commercially
successful VR project.

A 1EE(I Partner (s)
Astrea (G%)

A& Contact Information
3RS Winfield Chang
HREREA Co-producer
winfield@team9.co

ERIRBEIRAE

Team9

FRIZAY 2018 £F » #ff (XX FiEE) i35 - BTSSR ~ REBRIFM
HAASA °

ERRTIER (XFBRER)Y 25 > Teamo FHER T 2 IREU IR S
B B’AXREBIEELME » BAilEERE (@)_losing<game>. (MR) £ A
Black Climbing Dog LITE (VR) & 15 75} o

Founded in 2018, Team9 began with Word Game and is dedicated to creating pure,
innovative digital content. Beyond the series, Team9 explores global entertainment

trends and develops XR titles, including (a)_losing<game> (MR) and A Black Climbing
Dog LITE (VR).

B RSEIN R {BE Expertise & Strengths

Team9 (ABCD EF¥) ZRiBEEIEET  RIEAIEE XREIEE » U (XFiE
B) EZHEEREN2R2K - SREEX bk > MafE - EEH
TURITE  ITIERB BN ERMENER » IR Meta - Astrea EEIFRFE (¥
BRI IEETIZHEE » BE%E ~ T2 « EMRTHER » HEAZRIK
BN XRIRRIES ©

Team9 (ABCD team) is a Taiwan-based interdisciplinary studio specializing in XR game
design, interactive storytelling, and experimental art. Known for the award-winning Word
Game, the team excels at transforming cultural elements into innovative gameplay that
merges creativity with immersion. With proven experience in global exhibitions and

collaborations with Meta and Astrea, Team9 combines design, engineering, art, and
marketing expertise to deliver original XR projects with international market potential.
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- SEDEREER

ERIFBYTEIETERIR T MBS RIBITE

SHIRAER « RRAVEERFEERA T MSEREGS
Cat Captain 4+ My Cat Became a Sailing Expert After Death

(HPRAL R ¢ ROVSEDRIER R T UBERENHF) B—FURER VRIBE o TS FEMAC2 R ERIFH -
BE/)\WWATEERS - SREEEE ANSREET » RE—I57HSREEBIERE
BEER  FREEWEMARE M BRREICRL REANERN - BANNGLE « WKEFE
HMBSRYNERMR » EMWRTERR SR

Cat Captain 4 My Cat Became a Sailing Expert After Death is a therapeutic VR game where players sail with an angel cat
across tropical islands, seeking the mystical Mirror Pool. With simple wind-blown controls, each three-minute voyage offers
relaxation and gentle exploration—perfect for cat lovers, weary gamers, and those longing for pets.

18 &R We are looking for
-RAAS BEEESERAT

- BT Acorn Den Studio

e~ & - . 1o B S B i
RE -~ L SRIME BERTAERUERAET AT ENEBENTIEER » BEE

-BERAAF RETEEMBHOER > MAIRAMTNEREIRMNERER VR EE » BHE

- Development funding BEMNREIG B M AR AR IR

- Game distributors A Den Studi tes th ticVR .

-Exhibition, showcase and corn Den Studio creates therapeutic VR experiences.

workshop participation Slip on your VR headset, dive into our acorn den, and join us for the cutest therapeutic

opportunities adventure!

- Sound design collaboration

B R4EIH KR {22 Expertise & Strengths
BRERLZEINRPRRRAERERRER  FRUBRMERNNE
EREANEEEMAZD  FHRIZERREE - ERERSMS
XEEHEHERMAIUSNES) > BB FERERLBEESE o
BREANEZENRESFRAE - BME2EREME  TRESEER
BETE » FHEHRE VR AR EMEBEEET EERIIEREL -
Acorn Den Studio creates therapeutic VR experiences with warm narratives and
cultural-historical themes that are especially beloved by female audiences. By blending
local culture, social issues, and immersive interaction, the team evokes emotional
resonance through gameplay. Having been recognized at international film festivals,

Acorn Den brings a unique soothing atmosphere, artistic aesthetics, and social
awareness, advancing VR as a medium of both artistic value and social significance.

S {EE (I Partner (s)
Astrea (3%)

AT E N Contact Information
H{EZ Ko Chia-Wen
acorndenstudio@gmail.com
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BEATDAY

VIVE ORIGINALS BM#$7E 2025 FiEIB 2 IRE—1E VTuber BIRIEFEHH VPOP ASIA 1B ERBERAKLE
BB FEFRRERRENREK  BFEHEE -

As VIVE ORIGINALS will be launching the world's first VTuber talent show, VPOP ASIA, to explore virtual talent management and
the future of virtual entertainment, the team hopes to explore potential partnerships for this venture.

&R We are looking for
EHR P AR~ EREE 1788
B -EESEA - BERES
BHAE-

Collaborationin virtual IP
management, virtual production,
marketing and promotion,

advertising placement, and
business investment.

VIVE ORIGINALS

VIVE ORIGINALS 2 HTC A A kg » F R FERIERAB R EEE
17 RRNBHE S XRER « £1i7 « BB FURIFHEIRLE - IIEH]
VIVE ORIGINALS iZFATRIE ~ EMEiE BRI ER T EERAS
fmh# BEATDAY » 821 %3543 b SR B E 4R - 2025 FhFiE—
FIBFBRIKE —1E VTuber BIREEFEIE VPOP ASIA 1R BB AV
LEEE > HEERRERREIRE -

A content brand under HTC, VIVE ORIGINALS is devoted to producing and
distributing original virtual content, exploring fields such as XR movies, art, concerts,
or location-based entertainment. Four years ago, VIVE ORIGINALS launched
the virtual content brand BEATDAY with volumetric capture, motion capture, and
virtual production technologies and has since hosted several virtual online plays
and musical performances. In 2025, VIVE ORIGINALS will also be launching the
world's first talent show featuring VTubers, VPOP ASIA, as part of its expansion into

virtual idol management and operations as it continues to explore the future of virtual
entertainment.

{ER4EI R B2 Expertise & Strengths

FRIERABTHRIERET  FRNEBHESXRER £« BEE
MR 531 B R 4 o

The production and distribution of original virtual content, specifically in areas of XR
movies, art, concerts, and location-based entertainment.

&AM E M Contact Information
#275%R Yang Nai Chen

{>EI42EL Content Planning Director
naichen_yang@htc.com
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BEFHKAER3O0VRSAEH NS EHER
Welcome to World of PILI
FEREERRENERELNCHEY (EaE:R) » MAEREBHAEEMNZ AESR VR EFINR
HEEE - MR EEARF—8 > AEEFTRMIKNEBAE > E3F B« BE=HNKHARRE > {2t
RE—R_NVEFRER > TEREXEETERTIRIKER > RARSERP2ERENEREREE -
Inspired by Pili International's classic The Legend of the Sacred Stone, Welcome to World of PILIis a multiplayer, interactive,
and immersive walkable VR experience. Players can choose to become characters of different clans from the movie and master
the martial arts of one of ThreeTeachings: Confucianism, Taoism, and Buddhism. Welcome to World of PILI offers players a

unique combat experience, bringing them to fight alongside Su Huan-Jen to confront the sinister Mokui and inscribe their names
in the end credits as a Pili hero.

&R We are looking for

1. IPEBEXIERRE

2HIBITHHRER (AHiB%R
B ~ IR~ EEER

EERHRAR AR IRAT
WOWWOW TECHNOLOGY CORPORATION

BERERIR AN XN EEE » A XR -~ loT HERRUXI - IRIEE AL

SERE S HBEEERAL ! ;
#40) WESRBREERARE - RIEH P ES  RENHS  TARE
R —— BBHT » WIRELHENE > HHERNNBRE X EATEHEARIUE
HRWEBIER - RPRAZHAE PERE - BHASIEREAES

1. Cultural IP owners

2. Marketing consultants
(for market strategies,
data analysis, advertising,
fundraising, social media
management, and influencer

H Twow) BIEERITSER -

WOWWOW TECHNOLOGY specializes in translating cultural IP into immersive
content, integrating XR and motion-sensing technologies to deliver cross-domain
interactive software and vertically integrated services. We have years of experience in

marketing) the IP industry, from game development and platform building to distribution. We utilize
3.Overseas venue operators or modular processes, bringing out professional expertise as well, to support domestic
'IPmanagers and international partners in transforming cultural content into highly immersive

interactive experiences. We are committed to supporting the internationalization of
Taiwanese IPs, striving to deliver moments of surprising and emotional WOWs for every

A1EE(I Partner (s) user.

RRRZMURNBRAR

HTC VIVERSE .
B R4 KR {22 Expertise & Strengths

BEXCAREEZEOMBERNE  IRERERES - B THHEEN
—ihARTS o BELEEMNBERR S - KM UE IPE(CARRR
AITHILR USSR > AR P REEESIBBRNTEMRSE o

WOWWOW TECHNOLOGY excels in translating content into different formats and
producing interactive games, providing one-stop services for software-hardware
integration and offline venue building. With extensive experience in cross-domain

integration, we've been able to translate cultural IPs into viable immersive experiences,
providing customers with a comprehensive solution from concept to practice.

A E 3 Contact Information
#kE572 Minerva Yao

EiER COO
minerva@wowwow.tw

e

BEY BNEER S SLER (*;*aﬂé.‘%%))
Sunset Town Virtual Music Festival

TSk MRERSHE ) SER 2023 £ > HY[FE 545 NAXS STUDIO HFE1TE » B8 EEEERER
B B S 4480 1P o JEBIRI S IERY  SELEARNY > BIRIAIRIE 3D LR TRSES » FHRE R B AV ZT LLIRIZ o

UESHMERER R » A2MERERAMAENINERNES) > EMERSTEBHN ALY » LRASEXL
B ASRREES -

The Sunset Town Virtual Music Festival was created in 2023 by Sunset Music and NAXS Studio as the first global-facing
virtual music festival from Taiwan. The festival merges games, music, and technology to deliver alarge immersive 3D experience,
bringing audiences on a musical journey with cross-domain interactions. With distinct humor and creativity, the festival delivers

an unprecedented immersive interaction to global interactions, redefining the possibilities of music festivals and representing the
best of Taiwan's cultural technology content.

% & 53R We are looking for

SBNERANITEBREETE > B

MRRRELES B HRISH o

1 EREEN > TIRRIESFE R
BB BMEARITESEBIREE »
RF BB EREME o

2 HBIBHIER  ERRAERZEHE
HEBERT - RILRRIRIERR(E
RRBH -

SENRMED  BETR  EBHHEMY
RESTERINMASR » HEFAER
BISCIEIRLERRER -

Sunset Town seeks to build a platform for

cross-domain cooperation and is looking

to work with other brands and organizers.

1. Sponsors will receive exposure
through Sunset Town with crossovers
highlighting the sponsoring brand's
designs and unique immersive
experiences in the town that can
generate interactions and value

2. As an existing virtual space, Sunset
Townis available for hosting events
or exhibitions, with ourimmersive
environment being able to strengthen
engagement

3.NAXSUN Media offers customized
events, and we are prepared to
tailor innovative and unigue cultural
entertainment experiences by
combining music, interactive designs,
and technology.

JAEE Contact Information
JEHTF Feng, Han-Yu

4885 Director

fhy@naxstech

EREHERGARAT
NAXSUN Media Co., Ltd.

NERREIE] ERH TYRRE%) B DEFRER) HE/KII > B
RERBRE TGN EERSES) g BAgE2ERNESHE
BammAlL o USBMEABER D REREEZRIIERE > KK
BB BIZ O RRBZ T EBRE  FHHRRRITS SRR
S Z ATAEM - BAORITER GRS « BT RAHZMNAIFT X EiEER
A
NAXSUN Media is a joint venture between Sunset Music and NAXS Studio that
was established to manage and grow the Sunset Town Virtual Music Festival
brand by leveraging resources from both parties to maximize yield. With Sunset
Town as its core brand and primary focus for business development, NAXSUN
Media will be exploring diverse opportunities around Sunset Town, including

potential crossovers into pop music and new media technologies as well as
innovative cultural experiences with entertainment, art, and technologies.

{8 R4EIE R {B2 Expertise & Strengths

Bl EEEREINIERENENRRXEE > BGEXR B8R
SHAERBIREN ; EESSNF FEAREESEYL - WiE
HARBATEEE > INTE TYB/EERSHE) G- E
FEREHES  GoRERAZETNG ; AESTEETRE

SRRBARER  BER ST  BITERE > L REERSERKRRES -
FHEREBCREER ©

Specializing in new media art and immersive events, NAXSUN Media integrates
XR, interactive designs, and VR technologies, while also branching into music
production, video content, and stage performances. NAXSUN Media also
advances digital curations and platform operations, and has built a successful
brand around The Sunset Town Virtual Music Festival. The team excels
in cross-domain integration and merging software and hardware to develop
interactive content. With diverse professional backgrounds and branding
experiences, NAXSUN Media can combine music, art, and technology and
leverage past experiences in international partnerships and curations to continue
delivering unique cultural experiences.
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bR IZFRIAARITEIBR

1781 BE i Flying Theater

PRI

LUDA : Monsters of Forest

BROGENT ®inss 5

Luda: i-Ride Flying Theater
KATRAIIP NKEZRM) BFEREARRITE NHRIERMRITEIRT ©

IRAZ PSR E ARIRIT - RAM
A s BENERESERBEAE

BERIRERRERREIBRN RIERM AR ERMEIE(T

RERENRIEAE » BRESTEH X CRERRNEBIG] -

Withits original Luda IP, ENGINE STUDIOS collaborated with Brogent Technologies for the Luda: i-Ride Flying Theater.

Throughout the journey, audiences soar alongside the protagonist, diving deep into a forest of monsters and spirits, a world built
upon Taiwan's rich folklore and ecological landscapes. Along the way, experience the unparalleled charm of local culture and
technology as you encounter mysterious creatures from Taiwanese folklore, including the Mo-sin-a, Earth Ox, and Stone Spirit.

Y84 ER We are looking for

MR RFBHRMRITRIPR) BT
ISR o MDA 2 R E) T4
1M 1P o BAFFIEIB BB R -
FEYE - CIFEEUZ IR
EEMEIE > TMERERITERIBTAR
ARRSEHKAR » EEREMHIERB
BERE > BUSEZNERSE
A48 > HHRETTIRE - inHEHE
RhRMEE AR ETAE o
We are looking to present the Luda:
i-Ride Flying Theater abroad and
expand into international markets,
leveraging this opportunity to
promote the Luda IP. We hope to
partner with cinemas, theme parks,
cultural spaces, andimmersive
entertainment businesses to present
the flying theater abroad, but also
explore additional opportunities
to grow the Luda IP, build amore
extensive network of international
partnerships, and tap into the
unlimited potential of Ludain
licensing, market development, and
brand value.

S{EE(I Partner (s)
BREARZRGERAT
BROGENT TECHNOLOGIES INC.

JATE# Contact Information
F & Vick Wang

3% Director
3dvick@gmail.com

+886 988101480

FEEERARAR
ENGINE STUDIOSLLC

BE&EERARRE 3D BEHEERERANEIE » A HHRENSEL
5> AHBRERSEREITIRIENKSEE

TERERBERSBNESHEXE ISEHERESE) » LESHEDER » &
RS R B ISP SEATBE R BT IR © 2024 BB E R TIKIR
M o BRIEREERIK 20 ZERX o

ENGINE STUDIOS is dedicated to original 3D animation and cross-disciplinary creative

applications, and has over twenty years of animation experience as well as experience in
international projects, distribution, and licensing.

Its animated series spotlighting Indigenous peoples and science, Go Go Giwas, has won
two Golden Bell Awards, and its new media works have been featured in art museums
and festivals both in Taiwan and internationally. In 2024, ENGINE STUDIOS launched the
animated movie Luda and has since licensed the movie to over 20 countries around the
world.

BRI R{EE Expertise & Strengths

FEEERSRR TRA B EEREERE » WIEHEA IP ERHREM
IUREIS « BEEHBISE -

BiF TEEHENE) FRSHERER KRR SHEER » UKEA
SNREMRBEI S EEYR TEEEE) B TEEEIESHE) VRIE
mahit 2020 MAEFEMEREL o

At ENGINE STUDIOS, we uphold originality and remain committed to anime production,
seeking to apply original IPs to technology art, immersive theater, and cross-domain co-
creations. Previous works include the original animated series Go Go Giwas, animated
movie Luda, and exhibits such as the Immortal Blossoms in an Everlasting Spring

New Media Art Installation featured at the National Palace Museum and abroad, and
The Spirits of Forests,aVR work exhibited at the Ars Electronic Festival 2020.

B SENSWAVE

_

)

-
Ay
e

CREGRAE) JERREMRERERE
SensWave — A Greenhouse of Immersive Art and Sensory Experience.
{SensWave JEEURZE) 2025 FHBEARBRBEREERAA ANKR HEITE > ER—EREBEA - RHZHE
% EMABMITVE R ERBTM - BRRENS TRABINZET  BENEN DER) - RSB
I EBAEROSE o AT  HMIBEE « ENE > BNEERREAA

SensWave created in 2025 by LoFi Land and the curating team ANKR, SensWave is animmersive sensory space that blends nature,
technology and emotions, and generative art. Through light, air, and sound, SensWave reawakens people's innate waves, empowering
them to experience the quiver of resonance between their surroundings and emotions. Enter the space, slow down, and re-align to

reconnect with yourself and nature.

I &8 3R We are looking for

1. BEEE | AEELRNEME - B8 - XAIE
& ~ EXTER/ -~ fRTE o

2ERKBA  ERRE - HARE  AIKRE -
TURRARRE KERE - BEEEg -

3.ERE1E | EIFFEME - BEREARM

A1THHERRS | HIGERES BB - BERK
HEIRE - HBEE R -

5. 4%t ¢ AR - BRES - EEREH
5% o
1. Venue operators: Real estate owners, department

stores, cultural and creative parks, art and cultural
spaces, and hotels with previous experiences.

2. Investors: Film and entertainment, startup
investment, cultural and creative investment,
immersive content investment, sustainable
enterprises, and educational foundations.

3.International partners: International art festivals or
international curating organizations.

4. Marketing consultants: Market strategies, data
analysis, advertising, fundraising, social media
management, and influencer marketing.

5. Technology partners: Innovative technologies,
cross-domain integration, and interactive devices
R&D.

A E M Contact Information
SR Ava

fmh#/AR8 Brand Public Relations
lofiland.info@gmail.com

EREIMRBEIRAR
Reform Creative INC

ZEBIFFATIUEAE LOFI LAND Bi%il) » #8h TRE1Hh)

RE G GBAAREMS > ERERE HETmEEERS
HOHEE ~ B TEMEERERE > A28 Farmer Life in the Lofi
Vibe > FRRRHT B9 B A% AN

Reform Creative is promoting the concept of eco-friendly land with its LoFi
Land, integrating nature and science to rebuild the ecological chain. The
LoFi Land brand under Reform Creative is a farm, restaurant, bar, wedding
planner, florist, and specialist in ecological aesthetics. The brand carefully
curates the Farmer Life in the LoFi Vibe, launching the next generation of
natural living.

{ERSAIHRIEE Expertise & Strengths

BRMABEA - RIREE » TSNS RE AR -
BERBAGIHERESELS > RS BRIRE » BliER
A EMETIZERN MR - RREIINREMN « BF)
KEHETERE  TARBRESHBEIRRE o BRBEMNREE
BEIME  BRITIHEEZMBAMATES » IBHEKE « BlF -
RAIHITRITERE S 2 o

Reform Creative excels in merging nature, technology, and art to deliver
immersive experiences and next-generation styles. We are able to bridge
natural spaces with commercial operations, building marketable spaces and
experiences —including farms, restaurants, and exhibitions —with stories. At
SensWave, we specialize inimmersive art, interactive installation, and sound
experiences, with strengths in cross-domain integration and international
perspectives. Our strength is in being able to balance aesthetics with
commercial endeavors, leverage marketing and cross-industry pop-ups to
maximize impact, and provide comprehensive solutions that are sustainable,
innovative, and feasible.
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How Do I Call You,
SisterLin-Tou? ain var's iggitbewerd

Gl

(Mg > R ERF 2 ) VRIRRERZIRINSSRIAETE
How Do | Call You, Sister Lin-Tou?
—IHEERIGRHEERER (VR) RMHIUSHRE  BRRUNRD - RIS IRERESERWEMD
RHHBERRER - BHEE - T - BRERRSRNES > 5| EBERENERT MR REER MR
ENBERE -
How Do | Call You, Sister Lin-Tou? is animmersive performance that merges live theater with VR technology to explore the
emotional landscapes shaped by gender fluidity, female bodily experiences, and Taiwan's belief in spirits and gods. Through the

interplay of sound, space, technology, and audience bodies, the work invites a reexamination of traditional female archetypes
and contemporary gender discourse.

A Song of Angry Men

{A Song of Angry Men) %A—URRITEIEIIZETE » HITHICARES » BRBER—WEL » EAIZE
BN ZEFRE - AMEU—EBNARERA TR BB ERE BISTREFHESRI
HEERRSREMSESHED  EREERNPESR  BNHBE > URTRBRETHAME -

With the city as the stage, A Song of Angry Men is animmersive theater where audiences board a moving bus and embark on
a journey through a social movement where reality and fiction intertwine. Set against the backdrop of a fictional public safety
incident, A Song of Angry Men weaves together sound design, theatrical elements, and interactive mobile technologies to

place audiences at the heart of the social movement, confronting themes of conflicting individual and collective choices, power
struggles, and the complexities of human nature from differing perspectives.

18 &%R We are looking for

1.6~ AR~ AEUTUR RIS

2EB IPEMRNEERIE (B
RRAL ~ B3R %)

S AESERIBEREENER
BEEA ~ BIBE ~ 4B

1. Large immersive venues

in Northern, Central, and
Southern Taiwan

2. Cross-industry brands
(publishers, film/TV studios,
etc.) with experience in IP
adaptations

3. International agents, theaters,
or directors with connections
tointernational expos

A E A Contact Information
{AT§MIHE Ho Pei-Hsuan

{TEASI2 Administration Manager
woodenra@storyworks.com.tw
+886 229115600

WE TS AIRNBEIRAS

StoryWorks and Creative Industries Co., Ltd.
HWETHXRIRMNBRATR 2014 &£ 3 ARIL » BWESEEIHE - LURH
BEFEAIERERABIE » #HBEIFEAINS IP (Intellectual Property) EZE
2R MONREBERE « B2 BB m - HERBRINEERR -
StoryWorks and Creative Industries was founded in March 2014 by Lin Chia-Feng
to develop original Taiwanese theater productions, promote representation and

management of original IPs, and market original and innovative Taiwanese theater
productions to Mandarin-speaking audiences at home and abroad.

{ERSEINRIEE Expertise & Strengths

1. RSB iR AT

2. FREE 1T EREL

3. BIS51THH B mm g AR &

4. AR ESGEEIT

5. ISR EERS AR B BN 1T

1. Representation for original theater productions

2. Marketing and representation for performances

3. Marketing and brand planning for theater productions

4. Execution of cultural creative or art events
5. Software/hardware planning and execution for theater productions

%4 ER We are looking for
1. 88 BB / B 1E

2 BABERBESE

3. GRS KISt S 1

4 THHESER

5. hEBISHR

1. Equipment sponsors/

partnerships

2. Cross-industry partnerships
for merchandising

3. Partnerships with venue
operators for a flying theater
tour

4. Marketing and advertising
sponsors

5. Private corporate events

;A& Contact Information
EZH An-ChiMao
BN ARBEREABERATIEEA

Director, Resonance Public Relations

Consulting
angel@rprc.media
+886 931110762

RIEFRTIEE
TTC Studios

SREFIEEA—REBEMER  (ERESERRKERELESER
BARIER S E - =TI EME - S EEAXEERS (Z4) A
AU OEIREM O ~ BEITENERE « HEIFEEE - B ENEE

HEEREEEE -

TTC Studios is a visual arts team whose works have toured internationally and received
international acclaim and awards. Their projects have been featured at institutions
such as the Taipei Fine Arts Museum, Taiwan Contemporary Culture Lab (C-LAB),

Yamaguchi Center for Arts and Media (Japan), Asia Culture Center (South Korea),
Compton Verney (UK), and the Wellcome Trust (UK).

fERSEIN R {BE Expertise & Strengths

SREBFTEEEAF LEKTRS » AIENNEREE » TUHBURRS
i BEEE ~ B RBHEENS > ERERZTNAEIRENEM
At TTC Studios, we integrate online and offline content to create immersive
experiences. Using digital technologies as our medium, we amplify the experience with

sound, lighting, devices, and theater to present the complex state of diverse content
and contexts in the modern era.
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FHRERFE

RelL.ive Project: The Greatest Carnival

ReLive Project ER1S X SRt #iBh » IBARA UM BRI 3D HIFHET B RE) > WAFH EFRIRST 5 Beatday
KL o (FREEFE) HREZHTIEGENE > SARBEENRFE - BRUSBERSFEAES

5 BEABHEHBENE > BRETRSHN

HEBRERIE

With funding from TAICCA, the ReLive Project was able to increase investments into its three members' 3D productions and
programs, which will be aired exclusively on the virtual entertainment platform Beatday. ReLive Project: The Greatest Carnival
features three themed variety programs, each with its own distinctive style and interactive elements. Audiences enter the interactive
space through virtual avatars, then move into the performance area to enjoy the shows — experiencing an immersive viewing flow

that blends the virtual and the real world.

Y8 &R We are looking for
1. BEEE
REIBEEES MUREQTES
2. RARE P IEMH
FRE VT HEB - IP AEREBNEES

3. BIMERIES
HEMEETTR « BT ARS  REBRESBINER

4. FTERE S
B|XR VR, AR ETAT - IEREMmAEES

5. BEFEXLRI
B B BHEXES
1.Event partners

Partnerships with venue operators and digital exhibition
companies

2. Contentinvestors for IP expansion
Investorsinterestedin VT programs and IP development
3. Overseas expansion

Partnerships with international distributors and streaming
platforms to bring ReLive programs to global audiences

4. Technology applications

Partnerships with XR/VR/AR technology companies and
hardware providers

5. Cross-industry cultural technology
Partnerships with film, music, and gaming industries

S {EE (L Partner (s)
REERETFRNBERAR
HTC BEATDAY

AT E M Contact Information
[ERALE Bill Chen

#HITR CEO
reliveproject.official@gmail.com
+886 976 293 491

FHERESERIRAR
ReLiveProject Entertainment CO., LTD.

ReLive Project @—1E2R B & & RIEE:E VTuber E X »
BRI MREZIESEIB 15 (I A B HPEINAERE
BASHIERZEA o HMRB4A T VTuber BAMRIE
BHE > EMMEUERREBRATENMS - ELI%E
7 TEFZEmMEBA ] HEE -

ReLive Projectis a Mandarin VTuber team from Taiwan that
has nurtured over 15 virtual artists with distinctive looks and
performance styles since its founding. We believe in giving
VTubers creative freedom, allowing them to showcase their

most natural charisma, earning us the reputation as a cradle for
comedic talents.

{ERSEIHRIEE Expertise & Strengths

FRT Vtuber 4R E EiB B4R EB) 2 5 > Relive th
RIBHERERGE > SIFERKLBEEAT 3CHEMm
kg~ BEE - BRBE - EEBEBARESE—
BHEETBAXICRE - SERESHATEMRTFHE
REE > RUBEREELES -

We specialize in more than just VTuber livestreams and fan
interactions. ReLive also actively engages in cross-industry
collaborations, partnering with online gaming companies,
consumer electronics brands, restaurants and bars, and even
adult product shops. We have also worked with government
agencies such as the Taoyuan City Department of Cultural
Affairs and Kaohsiung Metro to promote events, successfully
expanding our influence across industries.

I’ Idol Ii\'L;!ul';un Live
- ]'{%‘E'ﬂ:
\ L
B EEBSG
8 x 3 x5

WA =i

Bi%ig{cx : 53518 x BEATDAY 43 FRIEE
Idol Evolution: Xia Yu Yao x BEATDAY Online Concert

(BRiE(L : E:51& x BEATDAY 42 EJEIEE)  (Idol Evolution: Xia Yu Yao x BEATDAY Online Concert)
LUHTC BEATDAY T a8 = HEHRIEE - RDES Al RE « BifFEiR - BRAUBREREHIRE «
B BIRAERR P NERSHEEEES o
Idol Evolution: Xia Yu Yao x BEATDAY Online Concertis a three-concert event hosted on the HTC BEATDAY platform using

Al-generated vocals and motion capture technologies. Audience members can send stickers to show their support and unlock
new costumes and songs, demonstrating the global appeal and commercial potential of original Taiwanese IPs.

18 &R We are looking for

1. RS —
R RREA

2 Rt —
AEHE « ERED
SIEBERE M —
BEEmEERER

4 BB ERAE——
ZHIPERME

5. AIRSRREERET—

Al BEhFEFRIEE

1. Brand and corporate sponsors: For
co-branding or product placement

2. Game or entertainment companies:
For character crossovers or virtual
performances

3. Event or exhibition organizers:
For exhibitions or commercial
applications
4. Government or cultural agencies: To
support the internationalization of IPs
5. Interactive Al experience design:
For development of interactive Al
applications

A 1EE( Partner (s)
REEFETFRNBRAR
HTC BEATDAY

JAEEH Contact Information
fBE4 % Eric Chou

EiE4EEE COO
voicemith168@gmail.com
+886 906 101261

REXBEBURZARAR
E-CAPSULE CO,, LTD.

RABESUR R ERDFE A BEE » 2T VOICEMITH
M EEEE - BT RESAG - 2024 FRMEBETEFIDE
IBE > &5 ARBEININES » FTZNMFT - BRTMTIERR
RBE A BAE > M (ABL8 NeXus) &1F » BBREES « BH
RS > HBAERAIPERER o

E-CAPSULE specializes in virtual singers and Al voice technologies and has
cultivated talents such as Xia Yu Yao and Oscar under its VOICEMITH brand. In
2024, the team hosted Xia Yu Yao's 10th anniversary 3D concert, delivering Al-
generated vocals on an immersive stage to widespread praise from fans. The
team also created an Al voiceprint library for Pili's Su Huan-Jen and collaborated
with Wind Fantasy NeXus, expanding into gaming, live performance, and
multimedia to bring original Taiwanese IPs to the global stage.

{E RSB R {BE Expertise & Strengths

FRRBESMURIEMIL 2005 F > EFFHHEENE « ERIF

FRE « EAKCH A BT > BR3D BE « B Al e
& IEREEREESR - 8T VOICEMITH 25 E:8i& - B

Bk URPNTHBEFEID EEE > THERRERA BAER (B

BLI8NeXus) S1F > RIRBHESHEIPRLEHESN -

Founded in 2005, E-CAPSULE specializes in music software licensing, virtual
singer development, talent management, and Al voice applications. With
expertise in integrating 3D modeling, motion capture, and Al-generated vocals,
we deliver comprehensive solutions for virtual performances. Under the
VOICEMITH brand, we have developed characters such as Xia Yu Yao and Oscar,
hosted a 10th anniversary 3D concert, created an Al voiceprint library for Pili's
Su Huan-Jen, and collaborated with Wind Fantasy NeXus - demonstrating our
strengthin cross-domain integration and IP creation.
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Cyber Pulse - & A VTuber KBS 2 3D Live ;B H A EE
Cyber Pulse - Innovative Promotion Plan for a Large-Scale Multi-VTuber
3D Live Concert

Cyber Pulse - Z A VTuber AZYEEHS 3D Live ‘BB FRAIFIES EU TERERENIE) AT o BB/
A 3D BARHEIE ~ MU EA RN (EEZAINEXUS) - &4 (HRERBEREE) - (BEFER)  (RF
EEE) REE - ITEBERTHIRGEY - B AR EREE -

Cyber Pulse — Innovative Promotion Plan for a Large-Scale Multi-VTuber 3D Live Concertis at the intersection of the

virtual and real worlds. The NEXUS concert, created with 3D motion capture and immersive stage designs, features RESCUTE,
Monstar, Xtreme Deep Field Project, and more — delivering a cross-dimensional live performance that promotes cultural

creativity and technological applications.

18 & 53R We are looking for

BFIERES REAKATEN - B2 -
BB ~ BTERKRERARHHE
BEE1E LRSI TER 2L
B R XNEBRE - SR
& BEmRREREAHESE
2 o BRI EASEAIR ~ Bl
FERR TSR ERNBAESE
EREEEE  BEEL HEK
EEkE T > BRI o

We are currently seeking strategic
collaborations with government
agencies, brands, venues,
technology teams, and cross-
domain content partners to co-
develop projects such as offline/
online performances, immersive
interactive exhibitions, brand
collaborations, merchandise,

and international stages. We look
forward to working with partners
in need of cultural creativity,
technology applications, or
market expansion. We are open
to partnerships for festivals,
exhibitions, educational initiatives,
or commercial marketing.

SAEE Contact Information
[ &% Chen Shan-Qing
ATEEA Owner
Springfish@spring-fish.com

ERAERHABERAT
Sprindfish Co., Ltd.

HFREIEE—HRFE AERTRABNEE » BRSHE+FSP) @
FRIRSHY VTuber B4R o FE T A (HRERBEE) ~ (SEEL) ~ (IR
WEFTE) ~ (RHHTEE) - (FEI) REUSFEA > LE2HE
BB 280 IHERGF » HEANSTEBL THNERRERNTLER -

Springfish Creative is a VTuber talent agency that believes in injecting real warmth
into the virtual world and daring to take that extra step forward. The studio currently
represents RESCUTE, Monstar, Xtreme Deep Field Project, Celestial, Timaeus,

and other virtual artists. We've participated in over 280 cross-domain collaborations
and built diverse virtual entertainment ecosystems for the Mandarin-speaking market.

{ERSEINRIEE Expertise & Strengths

ERRIEHEER2AR% 3D 1L VTuber ~ §E—2ETRK+ELE -
B ARR18 180 EFTRIE 11 {ERIEN » (ERLiBIE 280 HER S1E o T
RERAERT - SRUEIABITHENESER » HEEEERRY
BR - ITEBHEARRNBIEIRIE -

Springfish Creative has the largest number of 3D VTubers in Taiwan and is home
to the only all-girl group in Taiwan with over 100,000 subscribers. Our talents have
amassed more than 1.8 million subscribers and 11 billion views, and we have facilitated
over 280 cross-industry collaborations. We provide integrated resources ranging
from character design and music production to business marketing, driving the
development of Mandarin virtual entertainment while creating an environment that
supports artists' growth.

Al & B /RS
Al-Generated POA

AEEFBOIEAE  IHREFERR » &6 A EREBNEAURE > RHBEESEEACHARE -

BEEAGMEEEENALD > RIFAETEHDE I > WEESHEMS BT RIATRG o 155!
BRARNEELSHEERREENEE » IR RF 2 EEREEERE -

This module combines personality tests, photo interactions, and Al-generated POAs to deliver a highly customized experience
for participants. The POAs serve as an entry point for brand membership, encouraging users to actively engage, collect, and

build long-term interactions with event organizers. Our products are great for companies seeking to cultivate communities and
loyal members, enhancing user engagement and conversion rates.

18 &R We are looking for

REBFBRAFITERSS Al £ R
fURENEEEE > BEEiE O
B MBREAN > ASREERE
BNFT» E—PRICABEGHRE
B#I(L - RFHZEA PESE
BN RBERRANEEHSIE
HAMESREERIES P > BIER
H2HAREHMCHENE  HRT
ENMEEERTRSERRERS -

Our teamis dedicated to creating
interactive modules that combine

Al generation with POAs, enabling
the production of exclusive NFTs

for participants through personality
tests, photos, and more. This deepens
brand connections and drives
membership conversion. We hope
to collaborate with IP-based event
organizers, exhibition curators, or
operators to integrate this interactive
experience into events, enhancing
on-site engagement and the value of
digital records, while jointly creating
anew kind of virtual-real exhibition
experience.

AT E M Contact Information
#1815 Tseng Li-Chun

H 22438 Project Manager
sabrina@awespire.tech

+886 905 079 007

BT B IR AR

Awespire Technologies Inc.

BRI R EE « SRR AR VR ABRRMEENFT FEAR > I
B 2021 FF{EEIE Tezos i £ NFT & akaSwap © BIFXE S RMTEERE
B BB - tERKREASIER 50 558 0 BIERELK ASMeiR
NFT ~ BE 2% ~ TCCF MMM EE » k@10 BAX » R
TENEBEESHE Web3 FEFAKE °

Awespire specializes in interactive experiences, digital exhibitions, AR/VR content
production, and NFT applications, and has operated the Tezos-based NFT platform
akaSwap since 2021. Combining technical expertise with curatorial capabilities, the
team has collaborated with galleries, corporations, and curators on more than 50
events, including A-Mei's ASMeiR NFT, Nuit Blanche, TCCF, and the Presidential
Inauguration of Taiwan. With these events, Awespire has reached over 100,000
participants and built extensive experience in virtual-real integration and Web3
applications.

B R4EIH R (B2 Expertise & Strengths

RINBHE ST E B ST ERT > BRESERE « AIERE NFT %
fiif » ITEEANMEBGURZB L ENRSER o BB O IRRIER « RGN EES
RTERS > BEVEWM A EITRRITADIN - 8B CETHEEE -
RFEIERRARESISR » BRIRAEH S EERIRELS o
Awespire specializes in virtual-real interaction designs, with expertise in combining
blockchain, Al generation, and NFT technologies to create POAs. Through
personality tests, photo interactions, and POA collection, the system helps
organizers with user behavior analysis, membership conversion, and marketing

automation. The system can be applied to large-scale events to effectively boost
participation rates and strengthen brand connections.
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SNAPMOVE

1838 MOVE

g Move

SnapMove

A T twodot

(fEfAMove) LU TXXME, 1P X Al X a1 &%l > SRS HE(CHHRETA - AERK EEHRARAXIE

BEE+ AISHBEESHE
Al-Driven Interactive Experience Integration Plan
BfRY TE8+ AIRRENS) » JEREE « MERRNERERIREEM - RE S WebAR EE SR ES) -

\
A

§i B OB R

TRAEIP R - EREBRY > WESFEREEM - ARBEENIFE > BERTREEHE > MR
S22 o ILIRFRAUGHEM BHEREE - EBR TR X R LIEM - MES AR R EERNEER -

EURISSIEE, ~ RFID / QR ¥ BB RMERIR ; BB Nodejs BIEKIE » Filsix Unity BI4AEIE1T o 2R
HEt ~ IRBEE ~ RIREKE o
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SnapMove centers on the fusion of culture/IP, Al, and photo sticker experiences to transform participants into story
protagonists. Al integrates uploaded photos with cultural elements and IP styles to generate exclusive photo stickers, while
holographic projection technology creates an immersive atmosphere on-site, turning the focus of the experiences from viewing
to participation. The photo stickers hold both collectible and social sharing value. By combining offline interaction with online
extension, Move SnapMove empowers audience engagement, brand storytelling, and content monetization.

%4 ER We are looking for

RARBRMEESE  IRH A EER
ABE > EEEGIERRHBESR
Eo
 XACEmIEEBEEME) &5
BT & > B@EIUZI Al HABGARES x
FEREET RARSEEEE -
. IPSRIfEEHA | HFERME IPERE
B Al BIE EEREER - ITiEMHSHE
FHLBERRER o
Film and entertainment industry
collaborations: For Interactive Al

solutions to support promotional
campaigns and ticket sales.
Culturaland brand event
partnerships: Integrate cultural
elements withimmersive Al photo
sticker experiences X holographic
projection displays to enhance the
value of brand events.

IP or creator co-creation: Co-develop
Alinteractive experiences tailored to
specific IPs, building fan engagement
and community participation.

-
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;A Contact Information
RIK## Raymond Sung

B/ E 428 Creative Director
raymond@twodot.com.tw
+886 975519 087

MTHEBHERAS

TWODOT INTERACTIONLTD
MITHEFHFE TN UM BEARKITEEERE > FARTHEITHE
Mo EXERBAUEERNARNEARIIM » WEb2BEEERY
REFHEBEENRR > BB CETIHED -

TWO DOT INTERACTION specializes in interactive experiences built on creativity
and technology. By integrating design and marketing concepts, TWO DOT aims

to deliver cultural content more intuitively to the public to generate traffic and
commercial value and bridge cultural content with markets.

{ERSEIHR{EE Expertise & Strengths

UmE R AZD » IR EERKEITHEY > TERERRHA
BRNAE - XSS ESRESUAS » BLARRRER
BBRR  MEBERFRERFEN > TAERERREMSEEN R
ES o

With brand strategy at its core, the team focuses on bridging interactive
technology and marketing to deliver solutions that are both creative and effective.
By combining interactive design with digital content, we transform ideas into

immersive experiences and tangible results, helping clients stay competitive while
creating long-termimpact that balances user experience with brand value.

We offer an "Interactive + Al Experience Kit" that can be quickly deployed in museums, brand pop-ups, and campuses. The kit
includes WebAR-guided tours, immersive projection interactions, sensor-based games, and RFID/QR recognition with data
dashboards. The backend is built with Node.js and a database, while the frontend uses Unity and webpages. Services cover script
design, visual production, deployment, and operations.

Y8 &R We are looking for

SR BEE- YR £E
REGIEES S  RAEEE
BB K%, LED /181
BRI HEERS - AFRES
st HigEE - R
BN HAEERIZ - HHERM
B BEE  EEHER - B
AP| > i AT HIE KPI B RNER K o

We are looking to partner

with science museums, art
museums, themed exhibitions,
and brand event organizers,
systemintegrators, academic
and research institutions, as well
as projection, LED, camera, and
sensor suppliers. We hope to
collaborate in the form of project
co-creation, pilot programs, long-
term operations outsourcing,
and joint bids. We hope partners
can provide venues, availability,
budget ranges, and data APlIs,
and are open to setting KPIs and
performance reports.

&A@ E 3 Contact Information
5% Teddy Jan

4825 Director

teddy@tronk.tw

+886 952780122

B EEBIRAR
TRONK Interactive

BIRIEE (TRONK) B2—HKEASA ~ 525t~ TIRE Al SN EHRRRAF -
ERAR,VRELRIEF « RUAIZRHE ~Unity/ Nodejs R#ABERHERR >
RBUEREE ~ 3]« B BIREMEREEN—IEXIRTS > HBIEEE B
MUBHL BTN E > LRELE - SRFBEEN OIS RERIZE ~ HIH
REEHE T o

TRONK Interactive is an interactive experience company that integrates content, design,
engineering, and Al. The team specializes in AR/VR, immersive projection, sensor chaining,
Unity/Node.js systems, and data dashboards, offering one-stop services from planning and
design to production, deployment, and maintenance. TRONK helps venues and businesses
use technology to tell compelling stories, with support for multiple languages, devices, and
data collection, while also offering process optimization, training, and handover manuals.

{E RSB R E2) Expertise & Strengths

EPMURABEESIREEE RINREBBE - TURETE AR VR
WeDbAR - 1817 & 51 ZFERUAIZS > AEEE S Unity ~ Nodejs ~ BRI EEERR
TWIRHER+HEGEFHRE - AANFIEBYEES » Ri2kE » ERE
LEIETE » BERFID /NFC ~EEIFEL ~ Bl » S 3IE a3 R ~ L35S o

We combine design thinking with engineering practice, specializing in interactive exhibitions,
immersive projection, AR/VR/WebAR, camera vision, and diverse sensors. Our expertise
includes integrating Unity, Node js, databases, and dashboards, while providing cloud + edge
computing and operations support. With proven experience in public sector and museum
projects, we follow rigorous processes, prioritize information security and system stability,
and are well-versed in RFID/NFC, Bluetooth positioning, and stress testing, along with cross-
browser testing and multilingual compatibility.
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| INNovaTioN

& f | COLLABORATION

BlIRR ! &1 ! FERERKE

Innovation ! Collaboration ! Semiconductor Pavilion of the Future

BT | A1F | FERRRE - UL ERATENERE > BBOKSSR TETE ~ ™MHE) - TRiEER -
TRRERE) @ RERRSRIBEATENMREEHE - FEMRIE - SERED « BIFMIIFHRFERRE

HHERRDHT ERNEESS  RERRESL > AR BEHRERR - SEFSREEREENNR -

Innovation! Collaboration! Semiconductor Pavilion of the Future

The Semiconductor Pavilion of the Future is a permanent exhibition dedicated to the world of semiconductors. Divided into four
major areas, the exhibition introduces basic scientific principles and different perspectives. The exhibition combines artistic creations,
multimedia interactions, hands-on workshops, and real semiconductor equipment to guide visitors in exploring the logic, language,
and evolution of semiconductor technology. At the same time, it encourages reflection on technology and the future, overturning the
stereotype of semiconductors as abstract and difficult to understand.

Lviup BE1% - B A iR G R 7

Lvlup - Augmented Playground

Lviup B EENIRHERSE: - (S SRESFRHB(IERGS @ RS2 AERNEEABNE FEAMR > RE
BIRNEARES - RGAASEREN > LIEMHEERRERERE > sJRBIRREIES - BHREBHE
SHRYEHE o SRBIE « FRRBEE > KT RETREERE  BRBMASESSE -

Lvlup is a new interactive entertainment experience that combines physical movement with digital gameplay, allowing
participants to step into what feels like a real-life video game world —blending creative appeal with social interaction. The system

is highly agile, with its modular designs allowing for quick setup, making it ideal for pop-ups, short-term exhibitions, or as a
permanent facility. No wearable devices are required, enabling easy customization and seamless integration into various spaces.

8 45K We are looking for

1. ARRAIIP B AR « R
SUEAT ~ @ TER
B48E ~ R

2RAREE EBREE %
BE

1. Publishers, film and television
production companies,
brands, themed exhibitions,
museums, and corporate
pavilions with original IPs

2. Partners looking for
immersive experiences,
interactive exhibitions, and
curating services

S&HEE A Contact Information
ZR183E Zhu Yi-Hsuan
HZ4TIR Project Manager
23design.info@gmail.com
+886 2 25161282

Z=REARAR

23Design

EREEREREAERETEN

23Design FYILFL 2010 £F » EFRAAERE RS ENA RIS - REESRHS
REBERATTHTHEER - BYERT - HEHRR - NBHES > BRUES
RIS~ RURERERIER  RERIFERASERECRNTERE > WHH
HEREDT ~ FRERBW R STENRTE > BAEENKCRTEER o
Amplifying the Influence of IPs through Interactive Experiences

Founded in 2010, 23Design focuses on creating impactful, audience-driven experiences. By
applying interactive design across marketing, museum guides, educational guides, and content
promotion, 23Design aims to deliver comprehensive and innovative solutions that align with user
experiences. From early user analysis and strategic planning to complete design processes,
23Design ensures flawless execution backed by extensive experience.

{E R4 K B2 Expertise & Strengths

PRI E - BEREITEY

BREEHRANSHEEEZASNIER > BEBWRSIIEEEE » HHRIERE - N
AERETIFERRS  RMTEN—WEINRT - BRUAIESAZO > SafliniE
RERE ) TERERRERERESRNRELA T HIEE

Experience-based Learning - Gamified Marketing

We specialize in accurately translating complex content into engaging, easy-to-understand
experiences. From strategy planning and content curation to experience design, we provide
comprehensive one-stop services. With creativity at the core, our team integrates technology
and visual design to craft exhibitions and interactive experiences that balance technological
aesthetics with meaningful communication.

%4 ER We are looking for

1 RBERSEEEE WEE

AR - ERAEGEESE)
2 JREERTEE (B SEE
KRR D ~ BOLRE)

3 miREEERIER 0 AAER

EENERRE

1. Owners of large venues (e.g.,
department stores, shopping
malls, and space rental
operators)

2. Operators of entertainment
spaces (e.g., theme parks,
family entertainment centers,
and tourist attractions)

3.Brands and advertising
agencies looking for offline
events

& E N Contact Information
&1 Patrick Hou

174885 Technical Director
Patrick@Iluxmin.art

+886 926166178

Luxmin 152 HrBAE R AT
Luxmin CO., LTD.

Luxmin B FRBIR TRETSHRLNE > ERERKERE
¥ > SEoER A EREEBLR cBMEBRIERARES  HES
BIEL  REEY  RAREERNETES » EEFITEIUSNEER -
BEWTXRX EERBEAE » LEBIEXRSIEEETERE » RRHE
iB20 HEENER ©

Luxmin specializes in creative engineering and interactive entertainment, with members
spanning both the technology and creative industries and bringing expertise in electrical
engineering, Al, and exhibition organization. We excel in multimedia system integration,
including stage lighting, panoramic projection, sensors, and custom electronic devices,
enabling us to design immersive experiences with flexibility. Luxmin has organized the

TXRX Conference, collaborated on anime and manga exhibitions, and delivered over 20
interactive works.

{ERSEINR{EE Expertise & Strengths

BEREBFERETE  BRRENETEBY - mOEBEBERRATLIRRR
MAES BLRSERER ST 2 | EEAEM IR « TERMNEF AL » AR
STRIRSLE BTSRRI RNARER - BOZERMN MIEE - REEEFHEK
BURLETER] o

We have collaborated with several original brands and ensured reliable and efficient
technology services. Our core advantage lies in combining engineering execution with
experience design expertise: we can build modular, scalable interactive systems while

also creating entertaining and immersive game experiences that can be applied to
brand events, exhibition installations, and large-scale entertainment spaces.
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VRSTATE ©

Metaverse for Good
Digital Economy Space. .*

EETH
VRSTATE

VRSTATE [EE TiRiE RIS E T 1EILRH K Domain Agents (TTHREEET « I EES - THBHE K
%) BITRMRA > WRBEHRR 3D R » 2 (BT VRSTATE 72 Al x Metaverse (RIFAISESTHAT ©
VRSTATE demonstrates its Domain Agents (such as VRSTATE Health Manager, VRSTATE Guide, and VRSTATE Stylist) through

edge workstations for smart computing, and is also equipped with glasses-free 3D displays, showcasing VRSTATE's leading
technologies in the field of Al X Metaverse.

18 &%R We are looking for
1.6/ XRIRBESE
2 ERABRES

1. Cultural/cultural creative
content owners

2. Avatar experts

X FREKRBHARISZRT
Online Only, Not Featured at
the TTXC

A E A Contact Information
MBEZ R AllenLin
HEERGBRATEFRCE
Senior Manager at Inventec
lin.allen@inventec.com
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HEERNBRAT

INVENTEC CORPORATION

VRSTATE [EEB T B HHEEET T HRMEMIIMME » HEENTE
ERRIEE N R ITF HEBERI S 3D B EIE K AIGC BisHiflT » #HESR
Jt#B VRSTATE £ & » BBBRNTIHEALEEN Al E#BEIF (Domain
Agent) ELIEEEIEEN « RERD « [ESED - BEAGE - EESEA - FE
HEH LR D RRIEHA T FHERAKRRRE  EFAFEEE—HN
=3

VRSTATE is a brand established by Inventec's Metaverse Technology Division.
Inventec launched the VRSTATE platform utilizing advanced hardware computing
power, metaverse software development, 3D digital modeling, and AIGC software
technologies. Through practical market applications, it has developed Al virtual
assistants (Domain Agents) for business use, including virtual teachers, health
managers, chiropractors, tour ambassadors, and more. Simultaneously, it has also

introduced multiple glasses-free 3D immersive metaverse terminal devices, delivering
refreshing and surprising experiences to users.

{8 R4EIH KR B2 Expertise & Strengths
HEERTTFEHRIRME - EERSTTERE TEETH VRSTATE]
BEHEREN TUBHE - UEFE - EEHE-EEFE] &b
ERMEr NEgE 38 (DomainAgents) | ##R75 5 > ER Alx
Metaverse BRAET1TE ERRTERAS R » HREIMBUISBEEMNERE -
VRSTATE is Inventec's metaverse strategic brand and a pioneer in virtual-reality
integration. It highlights the brand's Domain Agents solutions, developed under the core
concept of "Real to Virtual, Virtual to Real, Virtual and Real in Symbiosis, Everlasting

Growth." These Al X Metaverse—powered solutions empower industries across the
board, driving the development of an innovative digital economy ecosystem.
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Hungry

JNIRYEK Hungry (UNR) #EHREETREFHNREF >  EREBRERBRINTARANE > RZFBUEBELESE -

E—RENHELS > thRASHPIENTLRN - BRIESFROVIKE - (FRRESHRESD  EMRE

it EMEBEES - BUFTREDHE > TEIRABBRE - HEREEEARLES

Hungry tells the story of Xiao Guo, the son of a glove puppetry master named Xing Zai. After his parents' divorce, Xiao Guo was raised
by his father behind the scenes of outdoor performances without a mother or any stability. During a ritual performance dedicated to the
gods, Xiao Guo stumbles into a glistening, golden cave and encounters spirits and monsters that have taken the form of his mother. The
art installation merges glove puppetry, artistic design, and VR technologies with the Taiwanese language, independent music, and 2D
animation to deliver a mobile immersive experience and inject new life into traditional opera.

¥4 5R We are looking for

1.6~ A~ EAREDR IS

2HEBHEELBNEERE
(GnEEYIRCy ~ MNDSEER / IS
BYZEM)

3. IS TTHRAR ( FTHIHREE
YEIN - BERB BE
1RF ~ HETEERMIBL)

1. Large immersive venues
in Northern, Central, and
Southern Taiwan

2. Cross-industry brands with
experiences in operating
and managing venues (e.g.,
shopping malls, coffee shops,
book stores, and art/cultural
spaces)

3. Marketing consultants
(for market strategies,
data analysis, advertising,
fundraising, social media
management, and influencer
marketing)

JATE N Contact Information
254t Liu Yu Shu

3% Director
hytree.studio@gmail.com

78

KESFET

HYLIGHT STUDIO
H2SHEETENER ST EN - BER - BURREX(ERS
ITENRIARE c HMLULEEBE A0 > MEEE - EHEEMRNE - &
BREA THHRRIZHER) » EENERRZEERIEMERE T - RS
HELRG R - BEERE « $1EXG - XS - BEEMKBEXEEE -
The team led by Director Yu-Shu Liu combines light art, sound design, digital technology, and
cultural content to craft immersive experiences. At the core of the experience is optronics
and sound, which is then fused with animation, interactive technologies, and local stories to
bring audiences into a "world that can be felt" and help them find faith and imagination at the

intersection of art and technologies. Our services include projection mapping, interactive
devices, animation, cultural videos, sound art, and cultural collaboration across borders.

{ERSAIHRIEE Expertise & Strengths

EHEEASEFEERT AR > EARUSE  KREERSEEE o B
RRME (JUARKY AERZHEESHELRE - NMEAFLITRE > BRAEEBRIEX
{EMEIFRRE S - 2IEEERAS VR INRRE - BHEBEEHAIRMTEIER
X2, g EAERMEERENER > TURS ~ 5MAZL » FERSER
BUEB AT ©

Director Yu-Shu Liu is a pioneer of Taiwanese animations and specializes in translating
culture with animation, light, and technology. His signature work, Hungry, was selected for the
Annecy International Animated Film Festival and Fantasia International Film Festival (Canada),
introducing Taiwan's folklore to international audiences. Liu often combines VR, immersive
projection, and rotoscope animation to deliver experimental and ground-breaking works.

His works spotlight folklore and folk beliefs to facilitate international productions and cultural
exchanges.

xi& VR

VR giagiang
1L ERARBEXIEVRIL  BIERIRBFER—XEEAER > REARERTEIR VR B steamPC #2858 ©
2D EBEREARAKM AVARHASEE RS —2HREFENHAAR-
SITRMER » RAKEBXEBEXEFE > BENRBEAFETHREMNES - SHLEMRARITIEEE-

4. RIRFHERFIMALEENIE -

At REEER -

1. The project transforms Pat Ka Chiong (traditional temple performance troupes) culture into VR, with motion capture performed
by the Hoyi Dance Crew. Using next-gen production techniques, the experience is available on both VR and Steam PC

platforms.

2. Through next-generation 3D modeling, Pat Ka Chiong characters and Taiwanese temples are both preserved in dynamic and

static digital archives.

3. The soundtrack for Paguiintroduces a new musical style, fusing Oriental instruments with metal and electronic music to give
players a cinematic audio experience. The music is produced in collaboration with Flesh Juicer.

4.In the future, we hope to incorporate Mazu culture and bring the local customs of Taiwan to the world.

Y8 &R We are looking for

HREEES - IPIRE - FE
=3
Film & TV industry matchmaking,

IP licensing,and game
collaborations

J&EE N Contact Information
HKEE Lin Yueh Han

BUE A Producer
lion455@gmail.com

EEREARAT

PADENDON CO.,LTD.

EXREER KERA - BRAIENA=STERE » ERBHEEERRE
filf - BRNERERE » FHABFEEM  BEMKEBEARIHE
o LUBRZBEEABREAR - ARME (TR REESAIMNIRK > BRI
MRERA -

Our team specializes in screenplays and digital arts, bringing extensive experience
from the industry, academia, and entrepreneurship. In our over nine years of field
research, we have delved deep into Taiwan's unique cultural themes, transforming
local stories into innovative creations that reach the public with a gentle touch.

Pagui, our most popular creation, has captivated players at home and abroad,
successfully bringing Taiwan into the global spotlight.

B R4EIH KR {BE Expertise & Strengths

BHREMREGREES - AR EERERBAL - 3D5R
BESENEREY - S LA SHMAER « SEMREERRF

At PADENDON, we combine technology, art, and traditional culture, spotlighting
characters and groups from folk cultures and building 3D models based on famous

attractions in Taiwan. As we invest in our own culture, we hope to introduce Taiwan to
the world.
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i
Blur

(ZME) B—SRABRINENES MERSERRERER > THIOURSIEREABREER » KR
AT AEREBNER - BRRFUEERFANSE  RERRMNBRRGRNFRATZHAR

TERFZIRPAETT o FERU

IURRFERSY S EBEBN TRENHEESTR - AIEBRERERER -

Bluris a mixed-reality theater experience that explores this liminal state between life and death, fact and fiction. The production
immerses the ten audience members in a surreal world that integrates a live performer with the digital wonders of virtual reality.
Stepping into the unknown, the audience journeys through an unfolding landscape, encountering firsthand the magical possibilities
and terrifying consequences of these scientific advancements. Utilizing immersive theater, Blur brings audiences seamlessly
across different media to deliver a unique viewing experience.

&R We are looking for
SRERBFITHE > BIFEN
ENIENES R T
BEES ATERERNE
firo

We are looking for opportunities
to present our works at

art festivals, theaters, art
museums, film festivals or

other organizations hoping to
host multi-viewer immersive
experiences.

JAEE Contact Information
214 Suling Yeh

#ITR CEO
suling.riverbed@gmail.com

FAKREIEBRAR
Riverbed Theatre Ltd.

FIREIERERES RIS « RERAREHM - 2025 ERIT XR IUIRBIHE
@ (ZR) > BMEXPH TEEHRFBEATE RS » RERMER
TIFA RERRERIEIFTNTT Arts NOVA BB EE » TABREHEBIET

NBBREBETT o E VRIER (ER) ~ (RILER) ~ (NFF) BERIRSE °

Riverbed Theatre's works span theater, visual art, and digital art. Their latest XR immersive
theater production — Blur — was launched in 2025 and is an international co-production
with PHI Studio (Canada) and Onassis Culture (Greece). It premiered at Taiwan's National
Theater & Concert Hall's TIFA and the National Taichung Theater's NTT Arts NOVA, and was
selected for the competition segment of the Venice Immersive. Recent VR works such as
All That Remains, Over the Rainbow,and A Simple Silence have all received international
acclaim.

{E RS KR BE Expertise & Strengths

BR  BEAE - EEES - EESNRERERSE

B B - EENFEERABRETTRINSE T » WESEREFE
HETE ©

BORES - EmiRAR B s SEBEEEARISE (BIft =R \RRE) o
EREREY - BT  BHRETENEEME  BRRTARER B
Services: Cross-domain creations, merging the virtual with reality,
international co-production, and audience experience designs.
Critical Acclaim: Selected for the Venice Immersive for four consecutive
years and received several international awards and accolades.
Touring Potential: Our works feature modular designs that can be
adapted for different venues (theaters, art museums, film festivals, etc.).

Visionary Themes: Riverbed Theatre spotlights philosophical questions on life, technology,
and existence, ushering audiences into a space of deep, reflective thinking.

c-4

HARFE —F—5 REENERZE
MASQUERADE. CHAPTER 1: PILLARO'S DEVIL DANCE

(AARFE -—F—5  RTBENERZE) HEHAENSERN VR EBCHRER - BRRE TR
EREARGENEREERER » TURISHSREN(CER - S8 BN FEES > (FRRESE - @RE5
RRSA > Wittt RSB R A C /NS SEEE IS -

Masquerade. Chapter 1: Pillaro's Devil Dance is an interactive VR documentary co-produced by Taiwan and Ecuador. The
audience steps into Pillaro's traditional dance ceremony with a devil mask, immersing themselves in the landscape and the
dance's cultural origins. Through an interactive dance experience, the work weaves together history, tradition, and emotions,
allowing audiences around the world to resonate with Ecuadorian culture.

{H & 53R We are looking for

146~ B EIURES R EE)
B HENE BEEHR
TR

2EESE REBIRIGWE -
ERAEFLRE

SEHERXERRE FY
& LFMERTHREE
FEERXFES > HE
ERNERR-

1.Immersive experience spaces
inNorthern, Central, or
Southern Taiwan for exposure
during holidays, carnivals, or
film festivals
2. Cross-industry collaboration
withinternational museums,
art galleries, and exhibitions at
cultural centers
3. We are looking for
international cultural exchange
and collaboration partners
and grants for international
marketing and socialimpact to
support our projects.

JAEE Contact Information
f=R11Z JAN Chian-jiun

#ITR CEO
jan@movieinstudios.com

BARERMARAR

MOVIEIN CO.,, LTD.

B MEARR) % MFEARGRREEN R « O RS
BESTREBEMNAIERR - MEXANBAER  BENTESHEINANRIRIE
Do

Under the name MOVIE IN (pursuing light and shadow), the studio aims to capture the
collective's fleeting glimmer of light through moving images, uncovering diverse creative
perspectives in the spaces between light, shadow, and each frame. With a focus on
Mandarin-language content, the studio is committed to delivering powerful and moving
works of film.

{E RIS RIBE Expertise & Strengths

BRURGRNSE  AFEREETRRE - R ~ B8R KR VR IR
RBERRIER CHRIEX) > WREER (TERZA) Rictkh CRBE -
EEABIRIE - FER (PEARLNFEM) ¥ 2025 ZESIKER
FREE LN ERBACERIG R AR o

We tell stories in feature films, short films, documentaries, and VR works. We are
developing a new film script, and two other projects, one feature and one documentary,

are both in the post-production stage. Our short film, Gazing at Mount Da-Jian, also
received the Award of Excellence at the Accolade Global Film Competitionin 2025.
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EHT
Lian & Natsuko

HEHEFE—EARERESRCER > BR—REAT/\RN—ISEINE : BE - BEEEI_TErHRE

BFET HEERONEBR

R RPN EAEREERETHNS—ER7 | EF - TEENXR

MBRFHEERIEEZT > EEFHELRETNEE  TRAATESRKERRARAFESANE
F o UREFRAREERISEERNEMOIE

Lian & Natsuko is a new media hybrid documentary about a 98-year-old Taiwanese grandma: Shia Lian.
Nearly twenty years ago, Shia Lian showed her grandson a shocking video depicting a massacre. The
events that transpired in the shocking video led Shia Lian to abandon her previous identity: Natsuko.
With the help of her daughter and grandson, Shia Lian and Natsuko attempt to document the Shia Lian of today and recreate the
young and naive Natsuko of the Japanese colonial period and blurred memories of her traumatic past using Al.

¥4 ER We are looking for

1R B RER

2.0 NIE B #1TRER

3. HIFTTIHERR ( S THISHRE
HBRDIT - EERN - EER
1E ~ HEFEERABALBA )

1. Immersive project production
partners

2.Immersive project distribution
advisors

3. Marketing consultants (for
market strategies, data analysis,
advertising, fundraising, social
media management, and
influencer marketing)

A 1EE (I Partner (s)
Fifth Atrium ~
Local Formations (3&)

JAT B #A Contact Information
E1ERR Lu Te-Hsing

Bl 48E Creative Director
lu@hyper-current.com

BRAMER(FERAR
HYPER CURRENT CO,, LTD.

BRAMEEFEESEEER  BINANSHEENE  BREAN
B EEEMREERNS - UINERE « 31E - BHRET - XRER
ZHAREE DREEGRRA » ERERLEZANER - @ ChaH
2% D ERE 4993 R) ~ (BWAIE) ~ (GEETF)

Operating in both Taiwan and the United States, the HYPER CURRENT team
specializes in content development and production, and is adept at leveraging new
technologies and cross-media approaches to tell true stories. Through new media
art, animation, exhibition design, and XR experiences, the team creates hybrid

documentaries that expand the boundaries of traditional documentaries. Their works
include 4993 Feet Under, SILIQ,and Lian & Natsuko.

B R4EIH KR {BE Expertise & Strengths
BRI SECEEANEERRITHER > ol iHEER & RNEEIMT
8 o

We work with post-production teams and marketing teams in Los Angeles to assist in
international co-production and marketing.

C-6

JENN LEE

THE ZIRPER
BETWEEN PROTECTION AND FLOW
LONDON FASHION WEEK
VR SHOWROOM

TR A TB
FKARRIFAER

JENNLEE | iEhR2R X S5 sk ERIFEFE 512
JENN LEE | Fluid Future X Digital Fashion Sustainability & Innovation

International Project

AEtELLJENNLEE &7 DREIFRIK | NIRRT A%l > RERERNEREBERSURERETFE » TS
EERMAENLITHRERR - srEERRMIRRSMRNERIIREN » ZBEREY - REEANEERES
15 BIRE AR ERREES » TIRA S ER R RER BTSN HRERRE T o

This project centers around JENN LEE's latest collection - Fluid Future x Digital Fashion Sustainability & Innovation
International Project—and merges luxury fashion curation with digital performance techniques, developing a dual exhibition model
that combines both physical and virtual showrooms. Featuring the brand's signature and proprietary zippers, the work creates an

innovative, narrative-driven hybrid exhibition space that fuses fashion with technology and elevates the visibility and competitiveness
of Taiwanese fashion brands on international markets.

18 &R We are looking for

FEESHRARAEBERRER - BE
EE - XE1TH s EEES (M VR/
AR) ~ RIS TSR E AT RIEFEREY
B o HMERMNEZER - NFER5
RIS > SERBhmEIEA
SKETISHESN > WIREHEERE-
UM ~ (R ~ XCHE el &R
EHEBRERARREGHKSE -

We hope to collaborate with partners
looking for brand development, event
production, cultural marketing, virtual-
reality integration (VR/AR), fashion design,
or visual content creation. We specialize

in aesthetic curation, narrative design,

and immersive experiences. We can help
brands elevate theirimage and market
impact to enhance the value of their
operations. We welcome government
agencies, corporations, cultural agencies,
startup teams, or any parties that require
our services to reach out and explore
collaborations with JENN LEE.

A1EE (I Partner (s)

BHEEERNBRAR
Makalot Industrial Co., Ltd.

JAHE M Contact Information
452 Pony Lin

SHhE/ARf Brand PR
ponyfromjennlee@gmail.com

PBFFIRESR B RAT

JENN LEE Co., Ltd

JENN LEE MEKBRIEZRHFAEE R E 2 X > BAMERBHRES
BN o FFERE - EmRET - mEREREBEAHMNRFEHR
FTEHEARERERMBERE M > BRASIFEARNBEREESTE
HMBRIEZ — « RMARNERNEE —EER > KR HENES
WHHERZE -

JENN LEE highlights the beauty of fashion with ground-breaking new energy, selling
storied dreams with an innovative mindset. Our services include fashion design, product
design, and brand visuals, but we largely focus on the design and sales of our own
products. Our strengths include cross-domain collaboration and staging international

fashion shows. With a unique brand that sets us apart in the industry, we fuse design and
art to showcase contemporary beauty.

B RSEIN KBS Expertise & Strengths

BAEEREANFHRTREET » MLUBHNESRtENEFE
BN RARTE AR R ERYTTEH B B3 - PRI SE AR RNK
B FEZBUBMAMESSE > RARBXILEENRMERER - RIES
FRAHEERFREBNERCE - RMIERREBAZIKER » £7
HRULBEERERE

We excel in curatorial narratives and building world views. With unique aesthetic
designs and narrative approaches, we support brands in delivering fashion marketing
and packaging. We transform abstract concepts into substantial stories, empowering
projects to transcend commercial plans and transform into brand experiences with rich
cultural layers. With years of experience at fashion weeks in London and around the

world, we are capable of placing brands into global contexts, elevating theirimages, and
creating international visibility.

83




o FERE

Panoramic Window




(BEBA—BEARHNEE) RKREESZHR
Nature and Artificial Natures: Symbiosis Beyond the Organic
(BEBA—BHAKNEL ) BERNERST - WrEEEMRFEELFERD > BREEBEMER
2 BANERE - BRERMMNSEHE ) TRES A ERESTEG - REEMN - RAEY > EEE 1
EYEREY  TEE—EREREETENRESE > EAR—REAEF BRI RXANERKE LR
AR S ERIAE ©
The Nature and Atrtificial Natures: Symbiosis Beyond the Organic exhibition is supported by TAICCA and co-curated by
AMBI SPACE ONE and Artist Pu Chen. The exhibition is a dialogue transcending art and science, nature and technology, and
observation and perception. It merges Al-generated interactive images, installation art, and bioluminescent plants with lifesized

projections of real organisms, culminating in a sensory space that stretches across time and space. The exhibition invites the
public into a space that ponders the multifarious possibilities of future civilizations and different forms of life.

Y# & ER We are looking for

BHRETEES BHNPR BEREEZHEBRAE
BERIRA - ER P AAERE 247Visualart

Ha

247Visualart is looking for
overseas exhibition platforms,
overseas IP licensing
partnerships, and domestic IP
licensing partnerships

H B 247Visualart B 7 ESIRI(E ~ REEREREt © IP G EABN(I 20 > BIB
BN MEEERMEE - SIEREAMAT « SXUEEP ~ SRR ~ BRI
FTEATEMIEE > WM ~ B ~ B8~ &%~ EFERRBAIRELER
BYEMAE BREABRSHBMAINES -

Specializing in cross-domain creation, experience design, IP development, and digital
art, 247Visualart crafts sensory experiences through cross-media storytelling. Previous
partners include the Office of the President, Ministry of Culture, TAICCA, and various
levels of government and Museums as well as Eslite, TCC Group Holdings, Fubon,

Taishin, and National Taichung Theater — a testimony to their strength in cross-domain
and artistic innovation.

A 1EE(I Partner (s)
WRHHERA BIRAT

Ambi Space Inc.

fERSEIN R {BE Expertise & Strengths
BEEGERt © IPHBYE - ZIRRLIER - REREBES  EERE

Experience design, building IPs, multimedia applications, cohesive brand visuals, and
exhibition planning

& E N Contact Information
[ PuChen

EAT4REL Art Director
247visualartpu@gmail.com

RE S : mF

Sensory Concerto: The Seasons
(REWEM : NF) 2—ERAETRREB TSR & BEREELN 20-30 Hi# > AIEMH 1215
MET -BHERHESEEMND 5B ASMR ELEEBRH EEEMAAREY  BHRSERS (I

F) HE%-

Animmersive experience that blends sound and spherical projection, The Sensory Concerto: Seasonsis a 20 to 30-minute
experience that can accommodate 12 to 15 people at the same time. For the experience, viewers lie in a domed space and
reexperience Vivaldi's The Four Seasons through a generative Al projection created with ASMR and psychoacoustic designs.

% &R We are looking for

1 BTEERY (BIERESE)
ERUBLEREATE > HEh
B RS 0E - SHEWME
FTEFEE > FUNREFIHE o

A REEEEMZIBE  (FmE
BEATRXEETERE > EXEK
AEE8 AR HFEEIZERK
RBEMEE -

. Distribution partners (with domed
spaces): Our work employs classical
music and is therapeutic for the
mind, body, and soul. Please reach
outif you're interested in themes of
the body, mind, soul, music, and the
arts.

2.Venues that can accommodate

domed spaces: The work requires

the construction of aremovable
dome space with aminimum
diameter of eight meters. We

look forward to collaborating with

venues and curatorial teams that

are able toaccommodate.

—

A1EE (I Partner (s)
Digital Rise (G%)

;& & Contact Information

HREU0 Jamie Lin
BU4E A Producer

jamielin@sfilms.com.tw

BTBERIRAR

Serendipity Films Ltd.

AR MRER 2015 FFERLIL 0 ML BEEIRPY » FIFMNER  HEH
FREE THRRERERRET - FF TMEXE ~ BERLE)
MRS » BREGHERMNES  FERIEZSTHESR - BBREIE
fmasl ~ EMEEUN > UFEXBHEENSEAN » EETENPT
REIZES -

Established in 2015, Serendipity Films is based in both Taiwan and Macau. The
studio produces films, TV series, and immersive experiences and has been
expanding its international distribution. With the belief of merging cultures and
capturing life, Serendipity Films blends imagination with technology to deliver
more diverse works. Team members span Asia, the Americas, and Europe,

delivering surprising creativity in diverse mediums with their expertise and flexible
collaborative models.

B R4EIN R {BZ Expertise & Strengths

BTMREETRE TR » EFERREENS RS
BEEERAIRE - BER - @MEE - EREEEREAIEH
ENSRE  GERIRR A ERRRIREEt - —HEKEMRE
FEFRZABRRNERABNRRIER » Z—HET B M 158
HEITER A REREE BRI o

Serendipity specializes in immersive experiences and content. Our works
span original development, exhibition design, brand collaboration, film festival
consulting, and distribution. With creative productions and experiential design,
we support emerging creators to develop original stories with unique narrative

styles. We also assist brands, venues, and institutions with building immersive
experiences that combine cultural depth with commercial potential.
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BE=AKREIP ZARINIFEERFIZHEE
Annual Pass Immersive Kids Theater Development Project Showcasing
Three Taiwanese Children's IPs

KT ERSETHRE PESEEKRMINRARRMRRELR » HERTFHISMERRRENNER - B
Al AEREMMREUERS - B2 18  ABSPRAER > ALELUNEEXERAREARS - SIRIREE

FRSARSEHERMKMEES  BaEREIPETEEHES  HAEHNKEnENRFHSERHERN -

The project integrates local Taiwanese children's IP with our team's expertise in curating immersive theaters to develop interactive,
immersive theater experiences based on children's IPs, promoting the development of new media and technology art for children's
markets. Currently, children's IP in Taiwan is typically presented through books, animation, TV programs, or theater, with few
developing immersive content for children. At Moondream Reality, we leverage our powerful resources in venues and production
to collaborate with children IPs in Taiwan and pioneer a high-tech, high-quality annual pass business model for markets targeting
families.

2025102120 *BiBI0ANE § CHEYOWU X Rodolphe Macabéo

B (o= THOCAE

(HEFPRYKIETEE : FIEEERAPIEMLESEEER)
The Eternal Garden in a Bottle: Infinite Algorithms and Digital Life in
Unstable Systems

(RAPRKIETEE) REMRIFEFAE  BRUREHAERH - RMASRREEREY > EESEE©G
7 TBE%GE) > AERRAERS > BEBERBZELERRLL  MR—ETREEKFBRENE(CA AR
EHHMAEE > BRITI2EFRERE B - RS XR RERR  BEBZEH AIFG > 2RIER
IRRSETASER o
The Eternal Garden in a Bottle, created by artist Che-Yu Wu, is inspired by a digital terrarium. In the terrarium, a weather system
and virtual organisms generate data that are converted into "distorted" musical scores, which musicians improvise on to impact

the evolution of the terrarium's ecosystem. This creates a closed loop of human-machine interaction that evolves between chaos
and order, with audience interaction resulting in each iteration being always unique and different. Merging XR, visual projection,

% & %R We are looking for
BE{THENAE B EAMMERN P A
=X (3
BFAGESENREENEEEINR
REIS » AIUEERARRERIRE
SRMTERIZ - BB IP SREHN
BEFAHEEmEEREN > TESEsH
SERAER  BATES -
BIBTIHEMMERENE S > KAE
L8P AHAITE N BEMNIEE
RAZEHDISEE -

We are looking for IP owners with
strong marketing capabilities and a
large fan base.

As an experienced producer with our
ownimmersive venue, Moondream
Reality can offer services spanning
from the initial content production
stage to final presentation. We are
ready to help IP owners explore

new presentation formats and
business models, combining both our
markets and fan bases to amplify our
influence. By capitalizing on marketing
campaigns and existing fan bases,

we hope to work with IP owners to
increase ticket sales and brand value,
co-creating a new chapter inimmersive
entertainment.

A& Contact Information
BE4fi£2 Zoe Liao

B28U Producer
info@moondreamreality.com
+8867 2695882

LIRMBRGERAT

Moondream Reality Co., Ltd.

LHRNBE2MRAE—REMRIUSEIRR

HEEREEE (MixedReality) ELIZRIER - URIHIEEMAI R -
ITEMBERNENIGE o E2EETMERMNERESEMIEA > 5L
HEMH—E D - 2021 FELIRINBWER > FIFKRENRERR - &
R REBRMNELSS » BESERARE -

Moondream Reallity is the world's firstimmersive MR theater.

By integrating mixed reality with immersive projection, Moondream Reality pushes
the boundaries of art through technology to create a new artistic landscape. In this
new domain, participants experience a fuller and more comprehensive immersion
as they appreciate the artworks, ultimately becoming part of the work itself.
Founded in 2021, Moondream Reality transforms fantastical dreamscapes into reality.

{E RSN RIEE Expertise & Strengths

FARIUER  EBHRREBREANSHEE - (EREELEBINERE
VR AR MREZ TR » MEKN « RHEKE > AIENRRRZ %
ROBIRSER o A B ASHEENEHEFT > 2024 FEXB IR ATA
5 ABETENRIREREN > IZEE8ARSENEMNEEZRENR
FHERESMERENRE  FRAENES AL -

Moondream Reality specializes in producing immersive, interactive, and cross-domain
content. Our works are presented in diverse formats such as immersive exhibitions,
VR, AR, and MR, and supported with technology, design, and storytelling to deliver
experiences that center on audience emotions. Previously the interactive design
division at Moonshine Studio, Moondream Reality, became an independent subsidiary
in 2024. We are equipped to produce content and are backed by Moonshine Studio's
robust artistic and film and TV resources. At Moondream Reality, we will continue to
push the boundaries of art and technology to explore the potential of creativity.

algorithmic sounds, and Al-generated poetry, The Eternal Garden in a Bottle delivers a new,immersive media art experience.

I8 &ER We are looking for

136 R B~ RAURESARLTR B

2 RIS S EEmMRERNE (MBI
B ~ B ~ BIBEEE C BIE)

3.4THHERR ( S THISREE ~ BUROIT  EEK
W BEIRE - HEFEERPAELY)

1. Large immersive venues in Northern, Central,
Southern, and Eastern Taiwan or abroad

2. Cross-industry brands with experiences
in operating and managing venues (e.g.,
shopping malls, art/cultural spaces, art
galleries, restaurants, and bars)

3. Marketing consultants (for market strategies,
data analysis, advertising, fundraising,
social media management, and influencer
marketing)

S 1EE (i Partner (s)
FEBEREBERZABHERO  EEIEER104 X
B ~ BEHERE  ZHEEESHE %
BB HEERE

National Centre for Cinema and the Moving
Image, Centquatre-Paris, Kaohsiung Film
Archive, French Office in Taipei, The French
Institute

;A E M Contact Information
SR183H Wade Zhu

#iTRCEO
wade.zhu@monoame.com

EMEHRAERAT
MONOLAB

MONOLAB B E 3R E1ii B &) B R EAIMIZ R mE > &
BEM AR 0 ARRGOBRRHAMITERHMEER o

BPIEEEMERESEZNGER > 8S—RBENMESREERK
ENER > EEHEBOBETHEN - U IR E2A%0

MONOLAB SRR R TR EFIRIE N2 - (RSN EHLREIREE
R EAEREMEENAL ©

Dedicated to interactive art exhibitions, performances, and innovative
spatial design, MONOLAB blends art, fashion, and technology to craft
new experiences for those seeking growth of mind, body, and spirit.
We believe that art awakens the most sincere emotions, and that each
exhibition and performance is not only a visual and sensory experience but
also a medium that touches the soul. Guided by the aesthetic of mono no
aware (the sorrow of human existence), MONOLAB invites audiences to find

strength in impermanence and draw courage from moments of emotion and
resonance, encouraging them to lead a more profound and enriching life.

{E RSN RS Expertise & Strengths

BRAENESEE  RRESETNARES - ERRIEZER
EmSE - ZRIEBRHEE

With unique, avant-garde aesthetics, MONOLAB integrates technology and

artistic systems to create unique ambient spaces that resonate with human
senses.
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TOUCHING HEAD WITH JIMMY LIAO | IMMERSIVE INTERACTIVE

EXHIBITION
DSORZ IBHARRN(E (SRREEERNGE) IS HME  GEMBKHRER (REE - mEE) M (AT
BT BIBBEREUE  JURT &E’ ~ RREENAS R B EhER 5t o Nk O20 BN E AL BT - T
& HRkea2RURESE) > BRER  BEnniHEREIMNEE  HRREENREERFT
B8 IP REM ©
This immersive exhibition centers on one new picture book and two classics by Jimmy Liao. The experience leverages

immersive projection, interactive design, and multimedia production to bring these stories to life, while 020 gamification extends
the experience through social media marketing. Through ticket sales, merchandise, and international licensing, the exhibition

expands the brand's reach and taps into new markets, maximizing the long-tail value of the IP.

18 & %R We are looking for
BE)  EREE

Sponsors, project investments

S {EE (I Partner (s)

4T$R MAGIC BOX a7 /5 5284
{IHEEE

RYB STUDIO CO, LTD.

JAEE M Contact Information

13 EEE Jeannie Yong
R R SIR

Business Development Department
Manager
jeannie.yong@jimmyspa.com

SRERRHAERAF
Jimmy S.P.A. Plus Co., Ltd.

SHRERARREKREMR L - ERSERNEE - 816 « RiENE
?% FRISKBANSTEE - AEERSEERSFER  ZRHE -
R~ ARSI - TETHERRES > RIFRIREAIFNERE
gﬁhiﬁir’é‘!—iﬁﬂgilzf&r FEREMENEE > RIRAKEMAVEHERES
HEL RS E A BTTE A XA mARRVFERI L o
Jimmy S.PA. Plus was founded to expand the Jimmy Liao brand, specializing in cross-
industry collaborations, film and animation, exhibitions and performances, public art
installations, themed spaces, and international partnerships. With a strong focus on
creativity and innovation, balancing art and business, and maintaining strict control over

brand image and quality, the company creates unprecedented added value for Jimmy
Liao's picture books.

{8 R4EIH KR {BE Expertise & Strengths

EFHRERU NP ABRBEEBRE Al FEEAREEARNETELEA

TRFEENZ TR - RMETEREQEARRE L RBER > BH%E

B ERETIZER Z BRI TE > LR FSEMASUERRE - LL

BIFTSRE BB ENIT » BN EBLREERCESD » MEHERRE
BREATPFERERES  HREZANTLEMIIAAE

Jimmy S.P.A. Plus aims to add value to IP content, consistently exploring ways to
transform illustrated books into different types of experiences. We have accumulated
extensive expertise in project integration and creative planning, striving to strike a
balance between artistic aesthetics and market demand, while paying close attention
to detail to ensure quality. Through innovative planning and precise execution, we are
committed to building a differentiated brand advantage and continuously expanding our
influence across new media and multi-scenario applications, creating more possibilities
for IP content.
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Moondream Reality will be presenting several immersive titles supported by
I M M E RSIVE EXPE RI E N c Es AT M OO N D R EAM R EALITY TAICCA. Participants will be able to see these works and walk into them,

experiencing a brand new immersive experience created by technology.
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EERRISMAEE #w R R F B4 dr) RIRGEREETE TOUCHING HEAD WITH JIMMY LIAO
ANNUAL PASS IMMERSIVE KIDS THEATER THE ETERNAL GARDEN IN A BOTTLE: INFINITE NATURE AND ARTIFICIAL NATURES: ik SRS T 2ame Ty s Sl
DEVELOPMENT PROJECT SHOWCASING ALGORITHMS AND DIGITAL LIFE IN UNSTABLE SYMBIOSIS BEYOND THE ORGANIC
THREE TAIWANESE CHILDREN'S IPS SYSTEMS EEEBEGEIRAS Jimmy S.PA. Plus Co, Ltd.
B R RAT 247Visualart 4T%3 MAGIC BOX BEfii 75382 ({14 %5 RYB STUDIO CO., LTD.
ZIFRERHHRAF Moondream Reality Co., Ltd. BREHRTERAT MONOLAB IWEHARIA B FRAE Ambi Space Inc.
FERREHEB B

National Centre for Cinema and the Moving Image
EEIEBZ 104 X{EH0 Centquatre-Paris

ST ERZEE Kaohsiung Film Archive

EBITE &1 E French Office in Taipei
SREIE I BELEE The French Institute
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Industry Network

AN ERE AR BEIFREREES - BREaEARBEER K
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PR - WHERAINEEE - RERARAE IP /& - 1Rl
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Cultural tech works from Taiwan have received many recognitions
around the world, based on cultural and tech achievements over
the years in the country. TAICCA organizes a series of industry
networks this year to support co-production ecosystems with
resources needed. Panels and presentations focus on how tech
enables IP development. From innovative business models,
commercial strategies, online experience consumption, to touring
management, we invite tech conglomerates, venue/platform
operators, curators, and agents for their insights. Pitches and
meetings help teams and companies to identify their partners and

markets faster.
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10/ 21
11:20-12:20

IP 2o | BHLANAE X BIRARGIE

IP Monetization:
Tech Empowerment &
Innovative Business Models

22

@B_EiHE XBE BITHAE

Bicycle Warehouse, Pier2 Art Center

13:00-14:00

IP E:ELRNRE ¢
Bl X FEEM
Co-production and
Commercialization: Translate IP into
ImmersiveExperiences

22

C@R_EMTE XBE BITHEARE

Bicycle Warehouse Pier2 Art Center

10/21

15:00-16:30
XERHEIR S AEPRH TR EFER

Creation to Market: Cultural-Tech
Distribution for Global Reach

22

@ B-BHBEABE BTEAE

Bicycle Warehouse, Pier2 Art Center

17:00-18:30

1P EIERKR -
ARG SRR
IP to Touring :
Global Trends and Success Storytelling
in Immersive Content

22

@B_EMRHE XBE BITEARE

Bicycle Warehouse, Pier2 Art Center

10/22
10:00-11:25

REXE ISR ERERTS

Session 1:
Immersive Experience Pitching
Session

22

@B_EiHE XBE BITHEE

Bicycle Warehouse, Pier2 Art Center

11:55-13:05

REXE
MR iR R ES
Session 2:
Cultural Technology Pitching Session

22

C@R_EiME XBE BITHEARE

Bicycle Warehouse, Pier2 Art Center

13:20-18:00

—H—EmHEa
one-on-one
matchmaking meetings

@ B_EiTEa 2 sEM

X PR EERD
TAICCA, Pier-2 Base No.2

10/23

11:00-12:30
REXT . BEHIERESE
Session 3:
Gaming Pitching Session
B ZEMSE KEE BITHEE
Bicycle Warehouse, Pier2 Art Center

13:30-18:00
AR

—H—EHEe | BEIRRES
Gaming Section one-on-one
matchmaking meetings

@ B EMISE Al 2 sREM

MR PREEREE R
TAICCA, Pier-2 Base No.2

10/24

10:00-16:55

BRI E RS
Immersive Experiences at
Moondream Reality

22

@ FRRE
Moondream Reality

22

BIRIER
10:00
11:38
13:16
14:54
16:32
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o ABREE EHEERNAR A SHEARE VIR
NP &R NZTHERN » BREREFRARETTEA
EHRUEL URRE - REMAITSITHERM 0 B
FRTFESEFSEWRR > W ERET Al BKAMTERED
BHRIEES - BEERE IPEENAIESE - ARSE

content producers are confronted with the challenge of converting
ble revenues. The session will spotlight diverse business models
monetization, inviting teams behind widely acclaimed and best-
e their commercial applications across virtual performances,
, and cross-industry collaborations. Speakers will break down
ces — including ticket sales, brand collaborations, or online/offline
e strategic integration of potential Al applications, content design,
. This session is great for content creators or businesses looking
onetize their IPs.

BAE X BT

ZF#F5 A Moderator

%85 Blaire Ko
S 44804 A Producer

BETHR  BRIUEAN ) IEREER | BER (RE) % 2024
SHRBEAEEE - BIRE (BEEELT) & 2023 SRR E
HEUMEA > WBEREREEE ; ABSER  £i81% - 5168
FENECEE ~ ANENIRIEE o IMFE(ESRUN © FXE ~ 70K ~ MRS ©

Blaire Ko is a Taiwanese musician and music producer. As a producer, Ko has won
the 2024 Golden Melody Awards for Best Taiwanese Album for producing Panai's
1a-Pé, the 2023 Golden Melody Awards for Best Aloum Producer for A_Root's
Holy Gazai, and the Golden Melody Awards for Best Hakka Alboum. Ko has also
been nominated for the Golden Horse Awards, Golden Bell Awards, and the Taipei
Film Awards for his music scores and soundtracks. Recent works include music

scores and soundtracks for Gold Leaf, Little Big Women, and The Bold, the
Corrupt, and the Beautiful.

10/21Tue. 11:20-12:20
BiTEEEEXRS




FEEBEER Panel

t8& Speaker

FEREEX Panel

FTEEHEAE IP : VTuber B93E 48T ELIR A4 BT

VTuber: Build Your Business with Fandom

t8& Speaker

ERT | ERERONERADEHELA
Hi-Chat | Business Development Manager of Springfish Co., Ltd.

REERAEHBINEE  TINERSIEATSAR - U TRAERGRETEE > B
REWREF T Bzl ITEAXCRE RS EEENERIRERERN 0 RRRTEN®
BRRNERGE > BEA—FRRLFEAHNE

Hi-Chat specializes in strategic partnerships and market expansion at Springfish Co., Ltd. Guided by the core
belief of "bringing great stories to life through virtual IP" he is committed to developing virtual entertainment
experiences that combine cultural depth with commercial value. His current focus includes advancing the
southern Taiwan market and fostering cross-industry alliances, growing in step with Springfish to open new
horizons for the future.

115 IP ERER TN THIEHR

Virtual Concerts: Tech and Market Plans

¥2T5%R | VIVE ORIGINALS 1 EI4HE:
NaiChen Yang | Content Planning Director of HTC VIVE ORIGINALS

TRIEE VIVE ORIGINALS 1 EI488: > 281EH XRERZFAE « BIFRRERE > ERXER
BEREMEERERABRZIREOKERERSTE ; T2HEEEIRET S BEATDAY 2
EHEEE » BAORERINSNRSERNBHIEIAE

NaiChen Yang has led the development and production of award-nominated XR projects recognized by the
Venice International Film Festival and the Global Chinese Sustainable Reporting Awards. She also contributed

to the launch and operation of BEATDAY, a virtual entertainment platform, advancing innovations in immersive
entertainment.

:83& Speaker

FHRENAS : JUER IP RERAISABIE

Space as Content: How to Develop Immersive Programs

AHIgE | BSONRLIRI B R ATIAREE

WRUFE B BRATNRITES SHRIERMBEIIRARNESER

Jasmine Chou | General Manager of CT Ambi Inc./ Executive Director of AMBI SPACE ONE
Co.,Ltd./ Chairman of Have fun Creative Co., Ltd.

ERRREM -EMEE - BXRE -HBAMAST A (EEEEEEMNERAIEE -
2021 EMANEIE > WEHH LT ERHR 2T ST o SRR B R ER B RIEAE
12 RAIE 101 BEZ 8 EAI 5GHK 2INURGE > BRINSABRETRES RS 15
HREREREEHAE ) LU EBRESHBEFENAIMERETISREA > K3
HEPNUABTRECEBEZEEHMRESE / QEEARMAMIE IR EDRE -
BRZEaE R BREEERLLEER -

Specialized in strategic positioning, space operation, and art curation.

In 2021, joined AMBI SPACE ONE, a company dedicated to creating a technology-art integration platform
and promoting technology, art, and cultural content strategies. Pioneering the first 5G+4K fully immersive
venue at Taipei 101, leveraging immersive exhibition platforms and combining strengths in cultural content,
venues, and display technology. Through immersive interactive exhibitions, aiming to drive innovation in the
surrounding entertainment sector. Involved in curating and producing digital content exhibitions, including the
breathtaking island time-lapse journal "Taiwan: The Beautiful Isle" and the immersive interactive exhibition of
Taiwanese contemporary art master Paul Chiang. The ultimate goal is to construct Taiwan's cultural technology
experiential economy ecosystem.

:8%& Speaker

sst X BHE X AE 1 BLAI 3L IP 1SR BIAR R R B i SR Im R

Innovative Exhibition and Commercial Channels with Al and IP

YL | HEREEMAIRARMNE BEHRESE
PuChen | Director of 247 Visual Art Co., Ltd. / Multidisciplinary Artist

BEREBZHEEEME IP EITERIFNERSS - (FRENRRENERBZ AEAEN
2 ~ FIIBETRI I SEAMEE « &40 101 Wk « AEEREMESEL

Pu Chen excels at creating innovative experiential scenarios through multi-dimensional media and IP
storytelling. His works have been exhibited at Roppongi Art Night curated by the Mori Art Museum, the

Stedelijk Museum in Amsterdam, Taipei 101's Double AMBI SPACE ONE, and the National Museum of Fine Arts
in Taiwan, among other venues.
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Co-production and Commercialization:
Translate IP into Immersive Experiences

LR IUBRERAL A B B IRENIA » HEHMAES P
EEBRNREER ? ZRFHEFIPASTH X 5
BT EHEHEB BB EE (KREEZIR
REFRE)  HRAISE (KERM) B=ES i-Ride
RITEIFRERIAE » 2 ZWAR 1P SR REL
RIERREE A KRMNZTER « URBEHSES
PR IHERE - KRR IPIEHREERES -

In an era where immersive experiences have become everyday
entertainment, how can venues leverage IPs to appeal to
their audiences? The session brings together IP owners
and venue operators for a conversation on transforming and
commercializing IPs through immersive experiences. Through
case studies such as the Touching Head with Jimmy Liao:
Immersive Interaction Exhibition and Luda: i-Ride Flying
Theater, the session will explore the diverse applications of
Al, challenges from cross-domain collaborations, and market
insights, uncovering the unlimited potential and untapped value
of IPs.

532 Alice Chang

XEAAFKEREIFTR
Chief Executive Officer, TAICCA Deputy

Bl 8ERRARSET - RAaETAILBMASELEEAN - A2
FEREREHEAEARBEER  GRERERHAZEE TR
IERHREERAR BRI S 1w > WTEE RSB HIAR - BUA
A MEREENREEBYERREHE - RAEEMER » RE
ERXACRHRBE R 2 KT I5HRE - RSB EREHRIZ R

Alice Chang, Deputy CEO of the Taiwan Creative Content Agency (TAICCA),
holds a Master's degree from National Taiwan University of Science and
Technology and is currently a PhD candidate at Taipei National University of the
Arts. She has extensive experience bridging technology and cultural content,
having worked at the National Science and Technology Council on foresight policy
planning and inter-ministerial coordination, and at the Institute for Information
Industry on initiatives in digital archiving, digital content, new media art exhibitions,
and museum technology. With a background spanning industry, government,
and academia, she now focuses on cultural-tech innovation and global market
development, believing that cross-sector collaboration can generate win-win
outcomes.

10/21Tue. 13:00-14:00
BITEEEEXRS
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i-Ride B /EHREE | MRITEIFBMAIEF L IP B MmH

How i-Ride Expands Internationally with Cultural IPs

%% Speaker

TEh | SRREROBRARNTERTLER

JoshPeng | Director of Operations Center of Brogent Technologies Inc.

EREETLERTER  BAEHARRENEERT2UKE+FHERLER - Mt
2015 EMABREEESREY  BEARM « FFHAETH - B 2021 FRERERE > T8
EBENIEREERBAIINEBRE

Josh Peng holds a Master's degree in Information Management from the University of Melbourne and brings
over a decade of media industry experience. He joined Brogent Technologies Inc. in 2015 as Special Assistant
to the Chairman, supporting public relations, business development, and marketing efforts. Since 2021, he has
led domestic operations while driving the company's international business expansion.

IP BIRNE AR : UNfAIERR T aHiaieia

Construct Upgraded IP Experiences with Tech Platforms

FitE | FEERARADHESE
Vick Wang | Animation Director of Engine Studios LLC

RERSHERERELENEE  AINURERARERGERHBRATME  2HBH
ZEHEERSIENEE RSN  HEBZHEXERECUNEIERBHELRRE
FEREERERSE  HEARSEEENER TBEREEE)  THEHMENE R
RIEBEXERBERS _ESEREEEEHER » WH 2018 FZE A TEDXTaipei & ©
2024 FHEHMIER (KIEBRM) BEERUR T RYERAER > Bl 7T —@R/RZ
MEEHFZ EEREEENTONE - B EMLURBKIRERITERR=T4ERX -

Vick Wang (Wang Shih-Wei) is the Chair of the Department of Media Communication Design at Shih
Chien University. With rich experience in computer animation, he has worked on numerous international
co-productions. His works have been selected by major festivals such as Annecy, and his co-directed
"GoGoGiwas" animation series won the Golden Bell Award for Best Animation Program. In 2018, he was invited

as a TEDxTaipei speaker. His latest feature, LUDA: Monsters of the Forest (2024), inspired by Taiwanese
folklore, has been licensed to over thirty countries worldwide.

8% Speaker

FTETIERAY IP BEIERY | #f MagicBox S HE 84T ES
MagicBox: Build a Replicable IP Exhibition Model

8% Speaker

Amily 15 | AIARMNBRAT LRI A B EIENEE
Amily Yang | Co-Founder/ Chief Operating Officer of RYB Studio Co., Ltd.

AEERERBEZCEEERERKERLR > ERNVIZANBERSHE P EEES
£ o BB Magic Box) BELRESBAIEFRASEEIRESE » AFREEERERES
THE - BAREHEM (RENZT) MIRAXAERAREIRINZNEES » RH#HEE
BUSIRAE R B E R B BIFRE ©

With extensive experience in fashion brand management, mall planning, and cultural technology, Amily Yang
specializes in immersive experience design and IP cross-sector collaboration. Her productions include
the patented "Magic Box" venue, the immersive musical Labyrinth Bookstore, the Oshi no Ko Immersive

Exhibition by Shueisha, Japan, and indigenous immersive concerts. She is dedicated to advancing smart venue
applications and the internationalization of cultural content.

ALK 1P BIg(E  URNE BT ESREAE

How Interactive Exhibitions Extend IP Lifecycles

s

FrRM | ERERRRGARATEEE
YusanLee | General Manager of Jimmy S.P.A.Plus Co., Ltd.

B 2000 FA I RMIELR > RN FELTERBEHRAHBMER > BEREX - ERHEY
=% VR B o ITEREKMEBERLE (IR NMRE) BEUSEBRE (SAOREER
]) > FERRAEERTES > BREBMNEE -

Since the establishment of the Jimmy Liao brand in 2000, Yusan Lee has planned and led numerous
exhibitions and public art projects, and has also produced films, short animations, and VR interactive works.
Most recently, she spearheaded the mini animation series Shiny and Moony and the immersive interactive
exhibition Touching Head with Jimmy Liao, further expanding the brand's international reach and opening a
new chapter in the digital era.
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o Market:
ech Distribution for Global Reach

BKEEE 0 IIRIRERE M - RS
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bal fast. Inmersive storytelling covers art,
xperiences. With distribution strategies,
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opportunities for cultural values and

ZF#F5 A Moderator

E&H Rae YEN
XAERB HRERT R BB FR R
Senior Manager, International Part
Technology, Taiwan Creative Conte

FARBIREIE » BORESHEE
RARREA TS © R Bi5 RSN i
THELESTEHSEEREESE
IR EIPR S 1ERBEARE] - EZEREES
5 B EASER o
Rae is currently serving as a senior mal
Agency (TAICCA), focusing on internatio
Taiwanese cultural content with technolc
market. Coming from a background in the

worked as an independent producer and
the Quanta Arts Foundation and Taiwan C

Rae excels in cross-disciplinary strategic
business development, and negotiatiol
production of exhibitions and live perform:
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Marie POINT | Dark Euphoria #8%
Marie POINT | Director, Dark Euphoria

RUEEM « RBHANKEZRY ) AEBRETAEHBAINEMERNAER > THEFERRE
NAREBACEIRIE B

3R4E Dark Euphoria #8585 » sZ B EER U ENM U R ST IERBVSE R EERIFT o
Marie Point B{ I FREEM B XR HIRE S » MR AR BMEIESE MPerforming Arts, Digital
Stages] &t o

YEEHEE AR AIREREEARE (PXN) HEERE » Wit 2024 EEEAXRE LR
BAZM Z2—-

Marie Point is passionate about the intersections between art, science, and technology. A graduate of the
Master's programin Cultural Management at Paris Dauphine University, she has been working for over 15 years
in the development of innovative artistic projects.

She is the Director of Dark Euphoria, a cultural production and innovation agency specializing in digital art,
immersive, and interactive artworks. She has a particular interest in the convergence of performing arts and XR
and initiated the "Performing Arts, Digital Stages" event at the Avignon Festival.

As Co-President of PXN, the French network of digital experience producers, she was named one of the "100
Women of Culture" of France in 2024.

Jordan MOUTAMANI | Astrea ZiER

Jordan MOUTAMANI | Chief Operating Officer, Astrea

B 2022 F A Astrea i£ > Bl A2 IKEBEANEAANTERNRIFHERZEM - Alt
Astrea {EBEEIFEE » B1FLL (Madrid Noir) $8E X 8% » R R EHT R BRI FIE o

Jordan Moutamani 12 2024 & H{F Astrea BiEE > TEZIMEBERT Meta Horizon Store
% 17> B #F (Wallace & Gromitin The Grand Getaway) & {Mobile Suit Gundam: Silver
Phantom) o

Jordan Moutamani joined Astrea in 2022, contributing significantly to the creation of the world's most

expansive catalog of immersive content. Since then, Astrea's works have garnered multiple accolades,
including an Emmy Award for Madrid Noirand a prestigious Lion at the Venice Film Festival.

In 2024, he took the helm of Astrea and oversaw the distribution of major titles on the Meta Horizon Store, such
as Wallace & Gromit in The Grand Getaway and Mobile Suit Gundam: Silver Phantom.

FEREEX Panel

8% Speaker

8% Speaker

Elie LEVASSEUR | ¥ Bl e B8 ol el
Elie LEVASSEUR | Head of Inmersive, Festival de Cannes

B 2023 FIER{ERIER B2 N IB B 48ES > Elie Levasseur T 5 MJUEHE) & IIEHiE)
MARE TSRS SIS > EFREANEZANEEAMEEMEANBERTEES - BE
th & S 183 1F Cannes XR 4885 ~ Newlmages XR fi3548E% » LU Cross Video Days &i B 488 »
BEABREREINRNEEEFHAENEETS ©

Elie Levasseur was appointed Head of Immersive at the Festival de Cannes in 2023, where he currently
oversees both the Immersive Competition and the Immersive Market—two programs dedicated to advancing
the recognition of immersive storytelling as a new art form. Previously, he served as Head of Cannes XR, Head

of the Newlmages XR Market, and Head of Programming at Cross Video Days, three leading marketplaces
focused onimmersive and interactive creation.

1)11;8— | MUTEK JP association B S 4885
Junichi TAKEKAWA | Creative Director, MUTEK JP association

ARERTFNXICERES » RONESEMEARE - FHRIARRIENHHAER - UAIRE
HERRBMERS > PEBEREXHES TR > HREMERER -

IRE MUTEK.JP I 485: > SN EBNE TS HEBUEAMTE > WiE{E MUTEK Japan
BE > EEMFEAXICRIM T ARAE o [ERFIR % PEACE NIPPON PROJECT 2% » Bt
RERFEBREAESMESR  UKAEBAKRHREIES » RREPRLENMAIE - S
David Watts Inc. $i7H » {5485 | SESRIREE B AEZR MBS IR S5t = -

Junichi Takekawa is a visionary cultural leader who bridges art and technology to uncover new forms of human

creativity. With his innovative approach to project planning and direction, he connects diverse industries and
mindsets to forge new experiential frontiers.

He is the Creative Director of MUTEK.JP, Asia's premier electronic music and digital arts festival, and a Board
Member of MUTEK Japan, advancing its role as a platform for cultural innovation. He also serves on the boards
of the PEACE NIPPON PROJECT, dedicated to Japanese aesthetic heritage, and the Japan Drone Show
Association, exploring cutting-edge aerial entertainment. As CEO of David Watts Inc., Takekawa leads creative
initiatives that challenge conventional boundaries.
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:E{E5EJo TAN
B &SI SCRISZ R ZER SRR AR LS IR
Curating Manager, Event Department, udnFunLife Co., Ltd.

REBISEUNAIRBR O » RARRIE 16 &£ > HHEEHE
Fof > MHNERE > A7 ERARERELRRE > SiRTER
HERM > FEESEREEMFIZH c Z2HBE  HER R
B RRSRUNE MBI AREBIIMNGERBEZS(ERMRE » 5l
ERABARLIEYIEE  ReHEWEE « RIEETE « FHEESRIS=
MTEESE o

Jo has been in the exhibition field for 16 years, joining various themes of
exhibitions ranging from dinosaurs to mummies and fine arts. She believes
that every information is not necessarily a knowledge, but all knowledge is an
information. Working with udnFunLife, a sub company of United Daily News,
and benefiting from the incredible connections UDN has as one of the largest
newspaper companies in Taiwan, UDN has built a rich history of events including
exhibitions and performances, collaborating directly with museums and galleries

in most projects. UDN is always looking forward to bringing inspiring cultural
events to Taiwan.

10/21Tue. 17:00-18:30
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Marie KUSS | Kunstkraftwerk Leipzig Jl;SN R EEIERIEA
Marie Kuss | Project Manager and Curator, Kunstkraftwerk Leipzig

BUE Kunstkraftwerk Leipzig B REEERRA - ABEERRNARRSEER > EENITIRIREN

SR B o

Marie Kuss SREINEREERBBAIMA L BHZTRE > WHAIZMISE > SRAEEM  BHRRUE
MR EPRRBEALE o ARNEEXEZRER > METEEH » TREFRFRIES » EM
HENREHE BE BN EN R BB o

Marie Kuss works as a Project Manager and Curator at Kunstkraftwerk Leipzig, focusing on immersive
exhibitions and interdisciplinary and international collaborations. Her projects aim to connect narratives with
innovative formats and to create new experiences. She is passionate about building cultural bridges, bringing
together diverse perspectives, and learning from international exchange. What inspires her most is developing
projects or experiences where art, technology, and society intersect with spaces that invite reflection and
dialogue.

R | REIME RBREMTP.OEMTE B BI85

Mentong GUAN | Associate Director, Artistic Programming, Lincoln Center

FAZE B 2013 R AJFEFIRBEM B - FERBBEEEE » B NAZBENERHRHE - it

S EEMAES TEESME (Ping PongProductions) | #T48ES » MO ERR NBBREEMEE AR

HI(EEp o B 2022 EEFEMALALNME REFEMFC (Lincoln Center for the Performing Arts) > IR{EE

fi & B BPEI4RES o

th &S 2 ERUNEMEIF E RN [EEEMECEATLIEY (Atelier for Young Festival Managers) 1
T4 T3 E4E#ETE  (Emerging Leaders of New York Arts Fellowship) | > TEIR{EBRR EEMHE
(International Society of Performing Arts, ISPA) 2@ EZE TR IKIEEZEZRE

BMERAE > MSREESERENELARBEMITRIE T2 > UWRIERABHEEBE LT o ith

MRIRPEIER » IS EREL o

Mengtong Guan is an active change-maker promoting cross-cultural collaborations in the non-profit

performing arts field since year 2013. She was the Executive Director of Ping Pong Productions, an

international organization with the mission to Bring People Together through the Performing Arts.

She joined Lincoln Center for the Performing Arts in New York City since spring 2022 and is currently the
Associate Director on the Artistic Programming team. Mengtong is an alumnus of Atelier for Young Festival
Managers by the European Festival Association, and Emerging Leaders of New York Arts Fellowship program.

She currently serves on the Membership and Global Fellowship Committees of International Society of
Performing Arts. Mengtong Guan received a Master's degree in Arts Administration from Indiana University
Bloomington, and Bachelors of Arts in English Literatures from Peking University. She grew up in Beijing, China,
but now calls New York City home.
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Hyunseok KIM | UNQP Ltd. B4{EA
Hyunseok KIM | Producer, UNQP Ltd.

Hyunseok Kim 5B EEUEA » ERAERERE - TERTEB T HE - 201 F8)IZ UNQP
(Unique PieceLtd) % > #ERERMERERBSINZEEMN - HBERBNEYS (B ZLHEiin
R) TIMNETIE > BB SEE(IEHE Excurio ~ LIFE 455550 « ZRSRH2E « =5 - REHER—
MIMESE « ERMIE > UKREEEZHE LA ECM Records ©
Hyunseok Kim is a multidisciplinary cultural producer whose work spans exhibition making, graphic design,
and acoustic recording. As the founder of UNQP (Unique Piece Ltd.), established in 2011, he has brought
internationally acclaimed cultural content to audiences across Asia. His career began with securing the Asian
distribution rights for the Pulitzer Prize Photographs Exhibition and has since included collaborations with the
Excurio, LIFE Magazine Archives, the Smithsonian Institution, the Henri Cartier-Bresson Foundation, National
Geographic, and the legendary German jazz label ECM Records.
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and resource partners to bring their prc
stage. These sessions welcome invest
tech companies, immersive venue of
platforms, curators, and touring agents
pitches, interested parties can meet each
collaborations.



10/22 WED

MR ERREFS
Session 1: Immersive
Experience Pitching Session

BWEREBEREETHNXERIZAB HiEHIS
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EiEo

The session aims to connect existing cultural technolo-
gy projects with market resources. Immersive experi-
ence project teams supported by TAICCA between
2024 and 2025 who have completed their projects will
pitch and present to venue operators, investors, talent

agencies, and tech or equipment providers with
commercial resources. The goal is to secure market and

_>>
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X{ER iR XS %
Session 2: Cultural Technology
Pitching Session

BRERRRE RS IP ATBEEGE HREMER
HmIEERNX R AR -FIZEEEHA IP AR
EEKEREAENNESEERARTERK [ IP
BB -ZHEERK - RREKREFETEREN
MERR O HARR MR EE IP S $EEF IP
HEANEABERAR

The session aims to connect experience design teams
with IP owners to develop marketable cultural technolo-
gy projects. Experience design teams with experience
in producing interactive experiences from IPs will intro-
duce and pitch themselves to IP owners, venue opera-
tors, and curatorial teams. The goal is to facilitate collab-

orations between experience design teams and IPs and,
ultimately, translate IPs into immersive experiences.

<<am
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BEIREE S
Session 3: Gaming Pitching
Session

BRERIRERS BREESAS 5T IP 85
BIERE ITEEE SRR SN T G - JEENEE
RIMEBE A BITE BRI EREEB A EA
BB PRI R Z T S R

A brand new platform for industry exchange and collab-
oration, the session spotlights market opportunities for
gaming content, technologies, and IPs. Investors,
distributors, tech companies, and other cross-industry
partners from Taiwan and beyond are invited to engage
in discussion with high-potential game developers,
hopefully inspiring new opportunities for diverse collab-
orations.
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KOKO ENTERTAINMENT CO,,

%OKO o AT HfEE Company Respresentative
— BES
%DKO
o 48 Job Title
BAF548%5 CFO

ARETTY

AE] / 14457748 Company / Institute Introduction
ARAAHMINREREXLE PEHEHRE - FRE
b~ ATEBEEEMARER S RERIER > L
@JF BEEHEATERER  TERE TRI5)

TR W1ER - IES R E8IE BL Bl (About
YOUth>> C RBmRE (BHiEs) ; HIRERIEE
EFRBEZEENRERR (BEFEBRA)
KRERRBSLE (B =1hek) K GRID ~ (h
BWAA»

KOKO ENTERTAINMENT is dedicated to adapting and
developing IPs for film and television, incubating content,
cultivating talent, and increasing investments in theater
and audiovisual works. The company bridges talents
from theater, film, and television to create works that span
both theater and film/TV. Projects incubated by KOKO
ENTERTAINMENT include the BL (Boys' Love) drama About
Youth and the horror series Urban Horror. With their z-young
initiative, KOKO ENTERTAINMENT produced the instantly
sold-out play Before Outdated and invested in revolutionary
musicals including Don't Cry, Dancing Girls: The Musical,
Your Song, and September Dreams.

18 & 1289 Matchmaking Target
Al 17 ~ IP AR ~ BRIEE -

Altechnologies, IP content, and performances or events.

ATF] / 1484854 Company / Institute Website

https://www.facebook.com/damoukoko/?locale=zh_ TW

{E RSB R{BE Areas of expertise and advantages

FRRE - TREE - EHRASIPHE - 2R
7 - BARINSHE RE-

Film and television investment, production, content/IP

development, distribution as well as content development/
production for plays.

AJ$R {1 § Available resources

KBRS HERIEHEUEERESESE > &
SERRR  KE - B/ ASHA - BRAETT
THEE  SIEREBEHIE © P IRERREDIE -
BIEERREIR - T RER T HEARE o

Depending on the stage and needs of the team, we can
offer flexible resources and collaboration plans, including
but not limited to investments, product/content co-creation,
distribution and marketing promotion, operations and
business collaboration, and IP licensing and revenue sharing.
We are flexible in how we collaborate and are willing to
explore and design partnership models based on your actual
needs.

ARRERRSEERABIRARE

DAMOU ENTERTAINMENT CO., LTD.

‘AB)HE#E Company Respresentative

(= #¥$ 8 CarolynLin
AEEHE
D A M O U B8%#8 Job Title
b Rl

ATF] / #4477 48 Company / Institute Introduction
ARREFEINCHEZAREKRERE  KE
ANBRLER - REBEMSZRY EERER
EERBEBIBETE o (FmBE (RMEEHE
B ~ (BIMA) ~ (MINWABRER) ~ (A
BZA-BERE) - (HMEZBHOERE 1) ; BE
HHARBEEEE (FikRbz Class) B (3K ! &
®EE 1) o FHENRKRBEZEAEER

DAMOU ENTERTAINMENT specializes in film and television
project development, investment, production, and talent
management. Armed with keen market observations,
DAMOU ENTERTAINMENT has delivered highly acclaimed
investment and production projects over the years. Their
worksinclude The World Between Us, Workers, Workers:
The Movie, Wave Makers, and The World Between
Us II. They are also preparing to launch Fired Up!, an
adaptation of the Korean webtoon /taewon Class, and
continue to expand and develop original works from Taiwan.

1% & 1Z#) Matchmaking Target
Al Bl ~ IP R o

Altechnologies and IP content.

ATF] / #i84854 Company / Institute Website

https://damou.com.tw/

{EREIN R IB2 Areas of expertise and advantages
ERRE s FRRME ZEHAS S IPHE 2R
BT BAREL ©

Film and television investment, production, content/IP
development, and distribution as well as talent management.

A {2 {5 /R Available resources

2k [ 3 eSS B 2 SR AR 4 ﬁ’f?ti%il_iﬁi‘“{’ﬁﬁﬁ ’
SERRR  KE ER/ ASH Lﬂﬁf—iﬁ
TS ~ EE SRS IE IP?E*EEEH&@%EEE—% °
BEERTRIR - KT RER T REARE o

Depending on the stage and needs of the team, we can
offer flexible resources and collaboration plans, including
but not limited to investments, product/content co-creation,
distribution and marketing promotion, operations and
business collaboration, and IP licensing and revenue sharing.
We are flexible in how we collaborate and are willing to
explore and design partnership models based on your actual
needs.
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‘AT HEE Company Respresentative

EIHE Joyce TANG

‘AB)HE#E Company Respresentative
A2 YaShin HSU

p I sm E&L#8 Job Title

RNREEERRE DA BERARHE
PTS XS: Kids and Teens Channel

B3#8 Job Title
RRHEERE LR EREES
PTS XS:Kids and Teens Channel

Scripted Content Team: Animationand Drama  Scripted Content Team: Animation and Drama

Team Leader

AE] / 14457748 Company / Institute Introduction
AEEMR 2024 £ 8 BEXBH/NAR (PTS
XS) > BAREE—EES 3 ~ 18 REKEHRIT
ENXEETE  SAFAMNARERSAIEE
BEAMZLOABTERAS » EFE—RRKHE
ATHN > HERIEFRERLEN « FH M EFEHF
MHNEERLAS  HASERLVEENE—m
g o BIBRBEREIE  NARBOIRAREED
MNNAIBEREN > LEEKEFEEEETEL—
ESENRETER o

PTS XS, Taiwan's new public service kids & youth platform,

envisions becoming Taiwan's creative hub for children's
content and animation.

Through its Content Incubations and Labs, PTS XS invests
in original programs across genres and format— from
animation to program— while embracing multilingual
storytelling to promote diversity and cultural inclusion.

With the PTS Animation Lab, we support the original IP, foster
emerging talent, and connect Taiwan's animation industry
with international talents to build globally competitive, cross-
media works. Serving preschoolers, school-age children,
and teens, PTS XS aspires to be a trusted companion,
inspiring young audiences to imagine, explore, and grow.

18 S1Z/Y Matchmaking Target

EshirEiaRAR & - A EBE/)\VAEEIE XR 18
RAEEER

Interactive game developers and those interested in
developing XR-related experiences with PTS XS

AT / #4848ik Company / Institute Website

https://ptsxs.pts.org.tw/

Team Specialist

{E RSB R B2 Areas of expertise and advantages

HENUEERVRABNE P L  EHREBETEM
HERAFER

PTS XS focuses on developing original Taiwanese children's
animation IPs, with the goal of adapting them for cross-
platform applications

A2 {5 /& Available resources

Rzig&E
Investments for projects adapting original Taiwanese
children's animation IPs into XR experiences

S8E A BHEMES

Taiwan Al Cloud AIHPC Accelerator

‘AB)HE#E Company Respresentative

&SR #E Kevin Chou

TWS wes
WEB 1 .
CERvICE 78 Job Title

Al BB INER AR 5TE $1TR CEO

AT / #4877 48 Company / Institute Introduction
BEZEABEINRASRESERER R ~ BIFE
2KTIRER > & AFAIEEERESNEE ~ &
POt~ BIREIN A EFEREREFER > IR
BB B A R T AISE M o BRSNS 1E - BHHE
HEXE KB HEESER  (REREEMEN
HEIABAUKELERR > BREAE Al EXEERIK
BEh o

Taiwan Al Cloud AIHPC Accelerator leverages the ASUS
Group's brand, innovation, and global market resources to
provide Al startups and businesses with a high-performance,
low-barrier, and low-carbon Al cloud platform and cloud-
native solutions — accelerating digital transformation and
the adoption of generative Al. Through cross-domain
collaboration, we connect vertical industries, technology
partners, and capital resources to drive investment and
enterprise opportunities, co-creating an Al-driven digital
economy ecosystem and expanding the global impact of
Taiwan's Alindustry chain.

1% & 4ER) Matchmaking Target

BEETTAERFEERES  WENE ~ £
HLAIRE -~ BInRSRERRIE « B - &R/
TE -HETEE - RABHAR - MERBER
BB WHETHRMES > HERERER
> WiEB TABHAINEARE KX TAINA
BIMERMETE ) ZFEE - SAUTIGME > 47
EAIBIIAERE -

Taiwan Al Cloud specializes in connecting resources
across the Al value chain, including startups, generative Al
companies, cloud solution providers, and industries such
as manufacturing, healthcare, finance, retail, and education.
By bridging venture capital, accelerators, and strategic
partners, we facilitate funding and technology integration
and support validation and applications. Through initiatives
like the Al Supercomputing Innovation Alliance and Al
Startup Launchpad for GISA & TIB, we support fundraising,
adoption, and market expansion to build an ecosystem for Al
innovation.

fE RSB B {BE Areas of expertise and advantages

£ %9 Al Foundry Service (AFS) 12t Al &4
T - RERNGREEAABE=ZKRRF > HSA
BARENER - £ A RMTEEEERES 5
B R MBIIRIRE A Al ~ FEIERLAS ~ INERTI5
1t WEBERAEFTERRIKRFE M A BRI

AN
& o

Our Al Foundry Service (AFS) delivers three core services:
Al computing foundry, model training, and commercial
public cloud. By combining Al supercomputing resources,
generative Al technologies, and industry chain integration,
we help enterprises and startups rapidly roll out Al, reduce
costs, and accelerate go-to-market strategies. International
collaborations further strengthen the platform's role as a
globally competitive hub for Alinnovation.

AR5 & Available resources

REBAENHEFES > TRCGPUNVMBEEZE
FREBERIRELE API RS - WE Al BI4REAFEFR
3K < 13518 AFS ModelSpace B 2 5% Al FEF »
TR MBI TEER ~ PoC SFHEER T > 5|
1~ MNERSZHEAEERM > A EEZERENR
MEITIENE S IR > FTERIFTER -

We provide Al computing power and cloud platforms
supporting GPU, VM, cybersecurity, traditional Chinese-
optimized large models, and API services to meet Al training
and application needs. Through our AFS ModelSpace,
we help enterprises integrate Al applications and provide
technical consulting services, PoC collaboration, and
fundraising support. We also provide connections to venture
capital, accelerators, and industry partners to offer startups

and enterprises with end-to-end support from technology to
market, building an ecosystem for innovation.

AT / #44E4955 Company / Institute Website

https:/tws.twcc.ai/
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REXERERBARAAE

AVA Angels

AT E#E Company Respresentative
AVA e
— F&#8 Job Titl
ANGELS SRABA

ATF) / ¥54$ 7748 Company / Institute Introduction

AVA Angels B —EZ 3t RHAR BRI E 2 47
KRERE RE—HEAEFGREEETINRG
BN BEETEFEEAXRERERKERS
HRMANRERLEEE - RAIFERE B
FRERENRERE > TBBMRBERZE
B ¥ E RER E © AVA Angels B A BB IR IE(E 4t
BREER > ARRAERZESEBHURE
B o

AVA Angels is an innovative early-stage investment firm
focused on seed and early-phase ventures. Bringing
together a group of investors with entrepreneurial spirit
and professional expertise, we leverage our fund to create
investment opportunities for individual angel investors,
generating a new investment model and value. We are not
only investors, we also seek to create unique investment
opportunities and leverage accelerator resources to help
entrepreneurs scale rapidly. AVA Angels is dedicated to

unlocking non-traditional capital and resources, striving to
be the most trusted growth partner for elite founders.

12 & 128 Matchmaking Target

BEENERR ~ BB

Game development teams and interactive technology
applications

ATF] / 1484854 Company / Institute Website

https://www.angeltoventure.com/

B R4EIA R B2 Areas of expertise and advantages
EEXEASEN AEEESER SRR
SaaS ~ £REFHY « HEERE « WEB3 ~ ESG

Al-driven industry transformation, vertical Al applications,
software technology, Saas, fintech, consumer tech, Web3,

and ESG

A2 {5 /& Available resources
BEERE s mIFER

Capital investment and market resources

BERMARAE

acer

‘AT E#E Company Respresentative

[

AT / #4485 7748 Company / Institute Introduction

HERNBERAT (Acerinc) BARHER A EER
REZERIFTRRRE - BIE2H 2025 TTXC 5

EREARE  FHUBEREENERERNES
EE c BIBETEZTEER  REREEH - B4XS
FREREEBFATNGRER » REXEARER
KEREME > LR1ESERERIRUERI B
P

Acer Inc.is committed to driving innovation and internationalization
in Taiwan's cultural technology industry, taking part in the 2025
TTXC Taiwan Technology X Culture Expo to support matchmaking
activities for independent game developers and immersive
experience teams. With a wide range of business units, Acer
provides business, capital collaboration guidance, and integrated
resources from the group and its subsidiaries to promote deeper
integration of cultural content and technology and to strengthen
Taiwan's competitiveness in the global cultural technology arena.

1% & 1Z#) Matchmaking Target

SHEN 1 BRI ESRINRRERAS ) B
RREFE > HEEABHRE - THRKITERTS
HEER > THBREEENSFREKETHISEE
SRR 2 I BUBEER 0 BERE 1P REEES
HZERBEREMAL - REMISETME « BRI
BAZEXE > MEEmRERCLRREREZIKTS

Target 1: Immersive experience content with innovative interactive
design. Teams should already have completed prototype
development and seek resources such as e-sports equipment,

cloud technology, and exhibition venues, along with market
promotion through Acer's partner network.

Target 2: Independent game developers with original IP and
international potential, looking for support in game art outsourcing,
market potential assessment for distribution, and cybersecurity
implementation to accelerate commercialization and global
market expansion.

AT / #4545 Company / Institute Website

https://www.acer.com/tw-zh/

fERSEIH B {B% Areas of expertise and advantages
REERESEN - Bif - BinRBEELERMN
B T AGEENEELAEER  BREET
NE > RECHBIBIEEETEREMNLT - Bif
RTEA - ELRERE » fTaBEALENTIS
B REUANESHEIEE N2 AR &
BEREENESED -

Acer excels in integrating expertise across computers,
e-sports, cloud services, and cybersecurity and is backed
by extensive experience in cross-domain partnerships.
Leveraging its subsidiaries, Acer can assist creators with
outsourcing game art, introducing cloud technologies,
deploying cybersecurity architecture, and assessing
the game's market potential. This allows Acer to provide
comprehensive support from content development to

commercialization, while maximizing the matchmaking
advantages of its e-sports industry presence.

AJ$R (i /§ Available resources

— BHE . RERTISEHETHER > HEE R
EmIRTIZER I REEE o

- affE  REUBPRAEESERTATE
R B EmRT « B E « BEESEMAT
BLXME > TRHDISETHEESIERE -

= EREAE  BRRENEREEERTTS
BEIAEERRZ T AR AEN » sRICERIR
BHETHRRE

1. Business Support: Acer offers exhibition venues and

marketing resources to help teams achieve product
exposure and market validation.

2.Partnership: Acer can connect creators with subsidiaries
for services such as cloud services, game distribution,
art outsourcing, and cybersecurity solutions, while
also providing market assessments and partnership
recommendations.

3. Industry Connections: Teams can leverage Acer's industry
networks and technology platforms to help creators explore
diverse collaboration opportunities, enhance product
competitiveness, and expand into new markets.
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HinE R BIRAS

Calocedrus Venture Capital

‘AB)HEE Company Respresentative
Z 538 Manny Li

78 Job Title
EERYSE

AE] / 14457748 Company / Institute Introduction
HH1& B4 Podcast (B&¥E) WIEABZARAIIL
BRABTEETARRIHERE  EIRE
BRENNEERIMBEHMAZEEEK  GanR
KEMEAER AR ESRHESHER
T EEIRE - B EEEFE GameWorks &1F » B
2026 FREBEEREENSE=Fr  BEX
TIEEGTRIEE o

Calocedrus Venture Capital was founded by Hsieh Meng-
Kung, producer of the popular Taiwanese finance podcast
Gooaye, and partially funded by ZECZEC, Taiwan's largest
crowdfunding platform. The fund focuses on supporting
Taiwanese game development teams with global potential,
specifically teams in their early stages. By combining player
insights with funding resources, Calocedrus VC helps
original game developers overcome early challenges of
limited funding and resources. We have also partnered with
game incubator GameWorks, aiming to reach NT$300
million in assets under management by the end of 2026 to
support the growth of new game developers in Taiwan.

12 &2/ Matchmaking Target
BERAIEE « PC B5RY « SFEERDIRIFI M o

Original Taiwanese games, PC games, and game
development teams at all stages.

B RSB R {B2 Areas of expertise and advantages
ZOERERE TBRRnX > thiEEER) NEE
519 > SRR ST R E 1 MR (.0 B REAR
EXREER > HEHEEEKBRIRERL - BRE
XN REBSIERM GameWorks TREIB S E
FTEFMAERER - BEE2RBITERNLR
AE AN B EMZIRETIZN > AREZRNEHRK
RS AR IR AR RE R o

Members of our core team are all gamers adept with the
game of capital as well. As such, we are able to accurately
assess a game's potential while providing long-term funding
and resources — with patience — to help developers turn
creativity into capital. Calocedrus VC can provide more than
funding. Our long-term partner GameWorks has extensive
experience in honing startup projects and connecting them
with global distributors. Together, we bridge development
and market needs, offering investees comprehensive

support ranging from development consultation to market
networks.

A2 {45 /& Available resources
REBEFAEESRE  BEREEH  TiHHE
L 1mEh o

Investment funding for game development, consulting
services for game development, and market connections.

PAREREERBARARE

ADVANCED INTERNATIONAL MULTITECH CO,, LTD.

‘AB)HE#E Company Respresentative

FRELRS Stan Chen

X

B3%8 Job Title
Aounwcen Group

AT / #4877 48 Company / Institute Introduction

BALEE BRI 1987 & > BB U ST/ NVEBE o
NEEEREBRE - RREHEESME > WAE
PR « 3C  HEE o B ELTE R
BEV1 > BRI R ER MR EMEMARENNES
HEZRE > AR = ASBREERZ— -
The Advanced Group was founded in 1987 and is
headquartered in Xiaogang District, Kaohsiung City.
The company specializes in metal manufacturing and
carbon fiber composites, with applications across golfing
supplies, consumer electronics, and wheel rim products.
With its advanced technical expertise, especially in the
manufacturing of golf clubs and related equipment, the
Advanced Group is widely recognized as one of the world's
top three golfing product suppliers.

¥ & 12 Matchmaking Target
BERBF&R - BRZERMER o

Completed works that have already been experienced by
real-world users.

AF] / #8484 Company / Institute Website

https://www.adgroup.com.tw/

Project Specialist Strategic Investment

E RSB RIE2 Areas of expertise and advantages
EERERE ~ IEEMEIER « BEIFRRE(

Precision casting, carbon fiber material applications, and
globalized production.

A {2145 & Available resources
B FESE S BBRIESL - BREBERES

Funding, prototyping, support for subsequent systemization,
and downstream resource integration.
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BRUXEIEE (5ItHXXEEET )

Songshan Cultural and Creative Park(Taipei Culture

Foundation)

EEX A Aurora Yeh

‘ g vo.

‘AB)HEE Company Respresentative

‘AT HEE Company Respresentative
EEREY Ruru Yeh

1o A e B Job Title
RLSCANE R pwmme azame

Business Development Division Senior

Assistant Manager

ATF) / ¥54$ 7748 Company / Institute Introduction
MUXBIEEANAIETHERE » 5154 1937 &
B ZMRLRAR  ABEELEE - BEUXIE
EERFENAARZD  #HERE - 5 &
REIRATR > AKSSE XA B EERET
ERNETEM o

Songshan Cultural and Creative Park is located in Taipei's
Xinyi District. Originally built in 1937 as the Songshan
Tobacco Factory, the site is now a designated national
historic building. Focused on preserving and revitalizing
cultural heritages, the Park has now become an important
hub for promoting Taiwan's cultural and creative industries

and urban development, hosting exhibitions, conferences,
performances, and international exchanges.

1% & 41EH) Matchmaking Target
1 IURREIS ~ RS ~ HFm s RES o
22ZAVR- BB IPHEE-

1.Immersive theater, immersive experiences, and family-
oriented products that are in need of funding.

2. Multi-player VR projects and Taiwanese IP adaptations.

AT / #4848iL Company / Institute Website

https://www.songshanculturalpark.org/

78 Job Title
EXEREEFEHEESFRES

Business Development Division Senior
Specialist

HEREIHRIBE Areas of expertise and advantages
MUNXAIEEUAXCEEFREFBMAAZL 8
REE - 2AERAF #ERS B &
REXAImME - BEFRAFELEAHBEERE
IBEF > ABERBSEHEEEEE ) aEHa
BRI R EERBIRRAEEEM o

The Songshan Cultural and Creative Park aims to preserve
and revitalize cultural assets. We excel in exhibitions,
conferences, and cross-domain collaborations as well as
connecting design, fashion, film and TV, and cultural and
creative brands. As an important hub for promoting Taiwan's
cultural and creative industry and industry exchanges, the
Park boasts a rich history, international perspective, great
and accessible location, and comprehensive venue services.

FJ$R {1 F Available resources

AREERSER > REERE (HEAEE - AR
g ENTR - BninE - BEER 28R
2 EER%) cEe:mE (KE - BXRHE)
HENARB B ERIERRE D TISERE > Z2IE8E -
R > SRERF A INREA BEPRTIS

We can provide support in the form of resources (business
matchmaking, networks and connections, production tools,
exhibition spaces, advertising resources, learning programs,
and legal services), funding (investments and consultations
for open calls), and assistance to content teams from initial
development to, later on, market expansion — helping them
to gain insight into trends, develop business opportunities,
strengthen competition, and accelerate their entry into the
global market.

Mkt E st
Shochiku Co., Ltd.

[ 8i= Charlie

‘AB)HE#E Company Respresentative

_—
SHOCHIKU
GAMES

HRE#8 Job Title

AE] / #4577 48 Company / Institute Introduction
MHA S A —REMNREER » ZFRE
FE 5~ BHEREMZITESE -

B 1895 FRIIILZR » HFARKRBANBEBES
BRRSHEER REEENRENS - FEH
IHERESENEREE > TEHSRENER A
BZerm > BEOMRBDZLELER o

The Shochiku Group is a comprehensive group of

entertainment corporations formed of the three major pillars
of audio and video, theatre, and real estate and the rest.

Since being founded in 1895, we have worked to provide
wholesome entertainment through theatre, motion pictures,
and other media. Our goal is to provide the priceless value of
fantasy and to touch as many people as possible by offering
quality motion pictures and theatrical performances.

¥ & 128 Matchmaking Target
HEPHFERTEEHER

Developing or developed games

ATl / #4848k Company / Institute Website

https://game.shochiku.co.jp/

B A / #1T & Founder / CEO

E RN RIB2 Areas of expertise and advantages
RN/ BE / MR/ EhE / TEIE

Games, film, kabuki, animation, and real estate

AJ Rt 7 Available resources
B RAEE S REITHE

Development funding and distribution support for
independent games
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RFEEFROARAE

ZTQ Games Taiwan

&= Matthew Chou

‘AB)HEE Company Respresentative

78 Job Title
CCO

V4 ‘I( GAMES
—_— TAIWAN

ATF) / ¥54$ 7748 Company / Institute Introduction

ZTQ Games Taiwan Z7E 2 Bk AV B Y 221782
HERFHEE - RMFESHRUZEASEE
BOBEREL IP > @SB - B - BEIEBEKRT
BBITIHER - MRS ERELE > HBIBRESE
BEIFABHERAZIKES » WK IPEESEIE
TGS TR ELRRES o

ZTQ Games Taiwan focuses on global game distribution and
data-driven operations. We continuously seek and cultivate
high-potential game IPs, connecting Taiwan, Japan, Korea,
and international markets. Through marketing strategies,
localization, and collaboration networks, we help developers
bring innovative content to the global stage while driving

value conversion for IPs and creating diverse entertainment
experiences.

Y8 A41Z ) Matchmaking Target

FREESHBRBEHNERERE > 55 2EF
7~ EMTEASS R IPEHREENER o ISR
BT WERBERSE BFHEREMNERIK
15 ©

We seek to collaborate with game development teams that
have international potential, especially those with unique
gameplay, distinctive art styles, or strong potential for IP
value conversion. We are open to publishing, licensing, or

cross-media collaborations for expansion across Asian and
global markets.

AF] / #4848iL Company / Institute Website

http://www.ztggames.com/

{E RSB R {B2 Areas of expertise and advantages
BREBZET - BESRTHEAMCRE > B
H8E- B4 FENBAEER - AL AR
BREE BEEZXETHARESEER > &Rk
B RRIER SN IR IR RS o

We specialize in cross-country distribution, precision
data marketing, and localization services, with proven
collaboration experience across Korea, Japan, and China.
With long-term participation in major international trade
shows, we bring strong market insights and an extensive

partner network, enabling teams to rapidly expand into
overseas markets and strengthen brand influence.

AJ 2% & Available resources

REEEEITEIR | RS~ SURDW ~ &b~
KOL/ {#B8 % & - SH#EEE NEXON ~ Smilegate 4
&> R GIGCAT-KMGA E#H g ; REEERRE
PlayX4 ~ TIG ~ BitSummit « BIC -~ Gamescom ° 1%
BhiR®E - B - REEAHNIP & MEREERH
FETHIS o

We provide cross-country distribution resources including
strategy, data analytics, localization, and KOL/media
support. Our network connects with ecosystems such as
Korea's NEXON and SmileGate, as well as associations
including GIGCAT and KMGA. We also have access to trade
shows and expos such as the PlayX4, TIG, BitSummit, BIC,
and Gamescom. We also assist with pitching, licensing,
investment connections, and IP partnerships to accelerate
entry into the international market.

REZRISFHEROBRARE

Mediasphere Communications Ltd.

- ‘AB)HE#E Company Respresentative
H% gEIL 3R# Sam Chang
MEDIASPHERE COMMUNICATIONS 78 Job Title
RE-RE-RE MRERHES EI48 4538 Deputy General Manager

ATF] / #4477 48 Company / Institute Introduction

FXILHL 1998 & » TEiB AN +54 » BMTHE
HRE EBNRE > RIAKBNEEHEIZHE
B TEMMREENEEETEER > BEF
FREE  FEMRENREMAES - XEAE
BRIERIBE LUR AR EB BB GRS o
Mediasphere Communications Ltd., founded in 1998,
has organized hundreds of exhibitions, events, and
performances over the past two decades, receiving wide
recognition and acclaim from the public. The company plays
aleading role in the fields of art and entertainment, offering
professional services in the planning and organization of
exhibitions, events, and performances, the creation and
sales of cultural and creative products, and management of
corporate sponsorships.

¥ & 12 Matchmaking Target

SXRELRASE « ZAEE) VR EBXS(E 5 WAE
HETREEGRHREEERAASHNENL - BmE
ERETHER > HZ2EBRZR ORI « HEHE
R EAEERSEHR - EERHEMNRS
HEERE » HRETEARBKENREANS -
We seek to collaborate with teams working on immersive
experiences and multiplayer interactive VR, especially those
able to provide content suited to different target audiences.
Ideal partners include those with completed works as well as
those stillin development but possessing core technologies.
By combining Mediasphere's expertise in planning and
operations, we aim to co-create performance content of
international caliber.

ATF] / #skE4Bik Company / Institute Website

https://www.mediasphere.com.tw/

{E RSB R E2 Areas of expertise and advantages
ERNIPERL - UATEHEL  BETER
B~ 17HH - SERHEN—IREERS] - BIIR
BZIEBYEMERE B IP> SlEERBNZR
B BREENXAIEEESHERICER > %
MEEBHRRNEBtARBEEEN X EER
EAARFS o

We specialize in materializing IPs and commercializing
digital content, with the abiliity to provide one-stop services
from planning, marketing, and operations to sales. We
have successfully curated numerous museum collection
exhibitions and licensed IP projects, both introducing
and exporting content. This demonstrates our extensive
experience in integrating cultural and creative industries
and building business models, enabling us to help partners
transform content into cultural products and services with
commercial value.

A2 {45 F Available resources
RIHFE R NEERT WA EERSHER
AR REEHESE BETERAESRE
TEEEE > HBEZIEFERE - BBEEXH
HERHEE  MBRAHHERIEATIZTENNRK
% o

We offer professional planning and operational services,
along with access to physical venues that can support
exhibitions and event collaborations. Mediasphere is also
able to invest funds or facilitate partnerships to ensure
project progress. Through financial support and shared

resources, we work with partners to create outcomes with
strong marketimpact.
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MEZAAHBEREEEEES

Taiwan Public Television Service Foundation

AT HfEE Company Respresentative

AT HEE Company Respresentative

Z{ R Shuping Lee 3&4] Yun Chang
‘. 7\ = B%8 Job Title %8 Job Title
V4R #ﬁ HE SEAAEEE 5 SRR A 75

Head of Drama Section, Program Dept

ATF) / ¥54$ 7748 Company / Institute Introduction
RAAEBEARREENBIALBREG » RHE
ZHEAWNER > ERAEEECREBUATET
EREELTXNEREENNEE - AHEBERE
BB BB LERRE - NERIRE - Fal%ER ~
MAIER  BUEEEER - BEEIA - 2HEB]
HEER VR EFEEAR  HiFTRASERRA
EEEMTFS o

Taiwan Public Television Service (PTS) Foundation is an
independent public service broadcaster trusted by the
public. PTS aims to provide programming services covering
a wide range of categories to present the diversity and
creativity in Taiwan without the intervention of commercial
and political power. PTS has cultivated strong drama
brands such as Innovative Story, Life Story, PTS Shorts,
and PTS Originals, producing high-quality works while also
developing scripts, supporting art and issue-driven films,
exploring VR, and engaging in international co-productions,

with the hopes of becoming a key platform for film and
television creation in Taiwan.

12 &2/ Matchmaking Target

BAHZA VR AR JURTASER

Single-player or multi-player VR, AR, and immersive
experience projects

AT / ¥H848ik Company / Institute Website

https://www.pts.org.tw/

Commissioning Editor, Drama Section,
Program Dept

{E RSB R {BE Areas of expertise and advantages

ABRELE - ERNEE - BEKR VR
[AREEIL R - EREHVR]

2025 (EEMTK) EHERSE /RE RFm

EiE 2025 BEMEE REIUREERAR

2020 (ERAERRE) E& R#54& /Marco Lococo

AE : 2020 HEHFE VR EHE

Content development and planning; theater, animation, and

VR production

PTS/International Co-production VR Experience:

The Clouds are Two Thousand Meters Up (2025)

Directed by Singing Chen & Adapted from the original works

of Ming-YiWu

Honors: 2025 Venice Immersive Grand Prize

Great Hoax: The Moon Landing (2020)

Directed by John Hsu & Marco Lococo

Honors: Nominated for the Venice VR Expanded

Competition of the 2020 Venice Biennale

FI$R it & Available resources

HERHAHFRE - WIEEZE -

BUE R BIEBIRBIRE AT TERCH o
RRBERAR + FEEM - ARTHEERT
B~ BITEXG S -

Joint development of projects at early stages, production
funding

B 3t = 18 B

National Palace Museum

‘AB)HE#E Company Respresentative

f R & Chen, Chung-Yu

AT HfEE Company Respresentative
ZBM% S Lo, Sheng-Wen

SilEd) Bl BoE i it

n:]:u NATIONAL PALACE MUSEUM  Eif5 Job Title

B P92 8 Senior Specialist

ATF] / #4477 48 Company / Institute Introduction

B EEYRRRSE EX£RY% - ARET K
SHE - KERE B KIBERES - HE5
WEHEERSE  THEEETREMBHREZ > @

NRREHE HBE2ERABHZZ L

BIEXIERES » BAMARRE « 455 - tt
R

The National Palace Museum believes in "professional
services, openness and diversity, inclusivity, and sustainable
development." The museum promotes cross-domain
exhibitions, educational outreach, and international
cooperation, safeguarding professionalism while facilitating
knowledge sharing. It provides diverse experiences in
education, community engagement, and knowledge sharing
to the public, enhancing cultural soft power, and aims to
become a museum for everyone, daily life, and the world.

12 & 4ER) Matchmaking Target

AfEREEA S EMEERAES > AR

AR HUBRZEMESRIRENEFIERET

B SR 2 EMAI R L HES o

Z P MBI UBI N EE S EE T L BB HE

> IR5|Z R » BIRXCEAETISHRE -

1. Al-powered smart analysis and generative interactive
technologies to enhance cultural content experiences.

2.Digital reproductions to recreate beauty through
technological art and forward-looking exhibition
technology. These works should aim to showcase the
aesthetic beauty of artifacts and reinterpret classical
aesthetics in aninnovative way.

3. Reinvention of classic IPs through innovative storytelling
and multimedia techniques to attract a diverse audience,
pass down our cultural heritage, and expand the market.

A / ¥¥E485E Company / Institute Website

https://www.npm.gov.tw/

ERbA8 Job Title
BhIBFAZE B Assistant Researcher

ER4EINRIE2 Areas of expertise and advantages
ARURREEEBERESERIGRE » REEER
REE ; B HEARES2ENET > ZBER
20 BEREREE > SERESHARMRER ; RER
RIE# AR > M S SRR EEEHSGIE »

(CREPEER—IURIE 30) ~ (HIREXR) ~ (W
BEALKER) ~ (REZE—IEREMNE) -
RIREIFRAEEBKEEE o

The museum specializes in curating exhibitions and cross-
domain collaborations to plan special exhibitions relevant to
the public's everyday life. We maintain a public digital archive
and interactive exhibits to encourage public involvement.
Additionally, we have enhanced our facilities and guides to
create a welcoming, inclusive environment. We also hope to
deepen international and local exchanges by leveraging digital
technologies to launch cross-domain digital exhibitions, such
as Gods Among Us: Immerse in the NPM Digital Exhibition
3.0, Evoking Aura: Invoking Visionary Insights, Exploring a
Wondrous Landscape, and The Epitome of Aesthetics: New
Media Art Exhibitions, showcasing our institution's innovative
energy and sustainable development.

AJ$R {1 /F Available resources

XPENIEE A 60 B ; BAREE - 81 - BmiE
FR1E B [E] 1549 41 B30 > 3D XXH 92 1 ; ZfiT B iRk
R RS RG st EUREAZD  ERE -
BE - EE ~ IBEERITIHRCRIEMRRTS ; &S
R EHRARERHE S BN HE > LR AIERHRE
ABE - BREMRY > BERESIEYEERES -

Currently, our digital archive features over 690,000 artifacts,
including around 410,000 low- and medium-resolution images
of books, paintings, calligraphy, artifacts, and textiles; 92 3D
artifacts; academic achievements and publications; and nearly
100 digital exhibits. Our strategy focuses on enhancing services
for both the northern and southern branches of the museum,
using landscape, exhibitions, activities, transportation, and
international marketing. We combine digital technology and
open data to promote art education and introduce cutting-edge
technology into collections, exhibitions, and services to create a
smart museum.
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SHOEICONTENT CORP.

AT HfEZE Company Respresentative

REM
= e .
=i gl 78 Job Title
ﬁﬁoﬁﬂﬁ! e

AT / ¥4 7748 Company / Institute Introduction

AEMA S ERREXRRESERIL 0 AN
BEEEREA PR LERES - BEEHARE
BITABEE SIEEERMBEALRRE » H
FEAS s HBEEEHENEERR ) EHE

ZERER > KEEZRE IP R ERSHENE
LEIRSS -

SHOEI CONTENT CORP. was co-founded by NADA
HOLDINGS and TAICCA with the mission of bringing original
Taiwanese IPs onto the global stage. By collaborating with
Japanese production and distribution companies, SHOEI
CONTENT aims to bring in industry technologies and talent
exchanges. The company hopes to serve as a professional
bridge between the Taiwanese and Japanese animation
industries, connecting international resources to help more
Taiwanese IPs successfully develop into animations and
enter the global market.

18 &1E/ Matchmaking Target

BB BRI R FREE - BEERAIR
BEAIMNHRERIEE > AIEEZR AR B8F
%o

FERERARIENISHEESIERME -
SHEHE P REBRBBEFHE AT -
HERELEFEAEE P T4 ESG BRI E

Independent game developers with original stories of any
genre.
Original storytellers creating novels, manga, etc.

Commercial partners interested in expanding into the
Japanese anime market.

Game studios looking for IPs to adapt into games.

ESG-minded companies interested in investing in original
Taiwanese animation IPs.

/AT / #4848i5 Company / Institute Website

https://nadaholdings.com/

BRI R {22 Areas of expertise and advantages
AERBINBERR P BERSEAZDL > &8
AEEEXEEREATS  RERARTES
REEBHBEHAHEREAT > BREEEER
EATTSRRE RS o [BR a0 P EBEERE
HEEE -~ R B SHERE > BRR
ZHEEXES BBEMBEEIN > BEER
BREEFNRN , TERAEEIEEALTES
RBHLHAEERERADS A ERESS -
At its core, SHOEI CONTENT focuses on international
collaborations for original Taiwanese IPs, leveraging the
resources and markets of Japan's anime industry to raise
the work's visibility. By directly connecting with Japanese
animation investors, SHOEI CONTENT reduces both the
time and risk for Taiwanese works entering the market. The
company also emphasizes cross-domain IP development
across animation, film, games, music, and merchandise
to achieve industry integration and IP applications across
multiple markets. Through market data analysis, it identifies
trends and profitable models, while prioritizing quality control

and talent development to empower Taiwanese creators to
expand into Japan and boost their global competitiveness.

A2 {1E & Available resources

BEEZMAERA P> BRiztAE :

EREE~SREE—LENESRBENE~
(NOBLE REINCARNATION -BORN BLESSED, SO

I’ LL OBTAIN ULTIMATE POWER-)

FHREAL! AEBKRITEFE (KIKITAIWAN!
TAIWAN RYOKOUDOUKOUKAI)

W THEiE) SEEEF > REEEEHED
mxod ([EE)] BEEBEEFE WV ~ RIZEE
MR < THERM) ~ JIE (KATANAHIME) -~ Af
ABELNEZNE (How ToBe AMind Reaver)

SHOEI CONTENT CORP. owns several original Taiwanese
IPs, including: Noble Reincarnation ~Blessed With the
Strongest Power From Birth~, Ikitaiwan! Taiwan Ryokou
Doukoukai , The "Incompetent” Royal Mage that is
Secretly Strong ,KATANAHIME, How To Be A Mind
Reaver

EEEE
Hua Nan Financial Holdings Co., Ltd.

‘AT HEE Company Respresentative

BFR

E&b#8 Job Title
REIRIE

AF) / #4#87748 Company / Institute Introduction
EETAERBERMBERAT EmEalR) BEERESE
EARAIEEEMEERERE > M THE - 1BE - alF
HE AES REHBERETAEE (ERBER CREEIRR
BENEERREN  FAEXEKRETERBEE X
ERREETHBEEAR RETHAESEERESH
EMTRIRRIGEEEERERE > ABREAMNERET
5 BIREEANETEYEE -

Hua Nan Venture Capital Co., Ltd. (Hua Nan VC), a subsidiary of Hua Nan
Financial Holdings, focuses on innovative businesses and emerging
industries. Guided by the principles of professionalism, stability, innovation,
and shared success, its investment scope covers fintech, biotechnology
and healthcare, green energy and environmental protection, and smart
manufacturing. Through a professional team and comprehensive risk
management, Hua Nan VC supports high-growth companies and
promotes industrial upgrading. Leveraging its strong financial background
and integration capabilities, Hua Nan VC actively builds industrial
ecosystems, serving as a key platform connecting capital and innovation
to achieve win-win results for both investors and enterprises.

1% 51289 Matchmaking Target

EMSARHEEESRRERMESE TEHTUTAREE
EFHM R EREBE - GEERIRREE R
ENEBNIEHYER - It WRBREHAAS ~ Bin
EHNERTE DEEMENEREE - EBEEIRRES
BEPAEEERR « sARREENEERTIZENNER
WHARBBEEHERIET » MEIHRERE > aEE
EEE o

Hua Nan VC targets high-growth and innovative industries, focusing on
fintech, biotechnology and healthcare, green energy and environmental
protection, with a recent emphasis on smart manufacturing and
semiconductors. We are also actively exploring emerging service
industries such as digital content, cloud computing and e-commerce
platforms, and interactive gaming. Hua Nan VC prefers teams with clear
business models, strong R&D capabilities, and global market potential, and

is committed to accelerating their growth through funding and resource
injections to help them become industry leaders.

AE] / #iE48iE Company / Institute Website
https://www.hnfhc.com.tw/HNFHC/index.do

B RSEIH R {BE Areas of expertise and advantages

EMTAREIEMBE « £RBE - GHEIRF
YERKERNESEHREE  BEFXEEKA
AERREREE > BERZERESBIMIZEARKMENTE
¥ o (REERESEER  RESINEREFIRFB L
BRESHTIBHRSR - ArRARMASEEAR
BIEE » BBEERIBHFRRE > HBEERER
WHEBNEEAR > TEEREEEXLE RS -

Hua Nan VC specializes in high-growth industries such as
fintech, biotechnology and healthcare, green energy and
environmental protection, semiconductors, and smart
manufacturing. With a professional team and rigorous risk
management, we accurately identify trends and uncover
groundbreaking companies. Supported by Hua Nan Financial
Holdings' resources, we not only provide funding but also
support for strategic partnerships, resource integration, and
market expansion. The company emphasizes long-term
collaboration and value co-creation, helping enterprises grow
and drive industrial upgrades through professional governance
and strategic planning to foster a win-win relationship between
capital and industries.

AJ{R{E /7 Available resources
ERETRIRREEIRSN BREEREBHR=%8
Bhe TETE > RERE - RIRMMEEEBER
BiRE > BEXFEESELRER,, TERE > K
RERSERR > BHMSERMY  HRMEEEE
EEiE > TIRMERER - MBEERRE ; 715
HRE > BETISAKEEEDN  BHBE  FFE
BBRE o

In addition to financial support, Hua Nan VC offers resources
and intelligence across three key areas. For funding, we
provide equity investment, strategic capital increases, and
follow-up financing assistance to support stable operations
and expansion. On the resource side, we leverage the Hua Nan
Financial Holdings system to connect partners, expand supply
chains and sales channels, and provide regulatory compliance,
financial, and consulting services. For market insights, we

provide market research and industry analysis, offering insights
into trends, competition, and policy landscapes.
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HIM International Music Inc.

‘AB)HEE Company Respresentative

BN

78 Job Title
KREIEIE

ATF) / ¥54$ 7748 Company / Institute Introduction
EMERSE (ERSYE) A RITSLNIER
TRHEF-RE- TFA XAIEXFREE
FRESRLEZTRBRENT) » ZEREIKEA
MITEHEER—RELTHEAR  KR1EF
(8) ~ UhEE) ~ (RIEREER) - ETE
ANBIESHE 81N KE « MEE « HEH - Riw
78 ~ Karencici % » TR « B2RE IR
REEIBLESPAE - B E 2000 HIRARARIE
EBHETE K8 REBEBEEE > RTE
ZHHER -
HIM International Music is an entertainment company
specializing in pop music production and distribution, as well
as talent management for singers, actors, hosts, cultural
creative illustrators and authors, and sports stars. It is the
only publicly listed company in the global Mandarin pop
music industry. Its most popular works include When, A
Little Happiness, and Don't Let Me Drift Away. Talents
under management include S.H.E., Power Station, Yoga Lin,
Hebe Tien, Fahrenheit, and Karencici. The company also
represents cultural creative IPs and athletes such as Song
Song Meow, Ma Laimo, and Chiang Hung-Chieh. Boasting
over 2,000 copyrighted songs, HIM International Music's
business spans music, talent management, licensing, and
concerts, and is committed to creating win-win scenarios.

¥ -S4Z/Y Matchmaking Target
HIERIRLEAERE ~ SR AE M E X
Lifestyle and entertainment-related cultural and creative

products or teams.

AT / ¥HS48ik Company / Institute Website

https://www.him.com.tw/

{E RSB R B2 Areas of expertise and advantages
FERF THEERIREAER ) BEE - REER
EREERKRREZNR  MEKRAAIMEER
T EEEL - TAHRRM TSRS -

We primarily focus on fields related to lifestyle and
entertainment, ensuring that our investments generate

strategic synergy. We are also open to investing in teams
with innovative technologies or business models.

AT & Available resources

— > BRG] ~ RFNEREIRE R E
BD « BESEXR > MBIFRER

Z-EHERE - RRRE -ENRE - BERE
NN E=5

= EBERWG - EEBRSE -

1. We are committed to supporting startups by providing

problem-solving, business development and fundraising
services as well as other necessary resources.

2.We can provide direct investments, strategic investments,
and investor referrals for initial or follow-up funding.

3. Access to capital markets and industry insights.

HINEE (TEEERRAE « RRAISESAMRAE AR)

New Cut Warehouse (Xingkong Warehouse, Ltd. | Hunper Creative,

Ltd. Representative)

R Jeff Lee

‘AB)HE#E Company Respresentative

WEWCT WAREHOUGE

HRE#8 Job Title

ATF] / #4477 48 Company / Institute Introduction
BNABMGIMES  FABARRTEES &
HEBAN AR BRAGESEMN - EEEEE
KWL TER - BERBELRER > WEL AT’
BE ARS8 RFEHBEIRNER
BE - EERHENRESEREKEENTS
EXE BIREAETERRE - SHINEERER
HELRIE  ERIREEENRES -

New Cut Warehouse, located in Hengchun, was originally an
industrial factory built during the Japanese colonial period.
After revitalization and renewal, the factory was transformed
into a multi-purpose space that brings together art, culture,
and shops. The building preserves its historical character
while incorporating local elements, becoming an important
hub for exhibitions, markets, performances, and community
exchange. It provides a platform for artists and young teams
to showcase their work, creating a space where culture,
creativity, and life intersect. New Cut Warehouse not only

carries historical memories but also demonstrates how old
architecture can find new life.

1% & 1Z#) Matchmaking Target

1 IURTAES » BAEEMR - REE -
2. THEER  MERMRER  BES -
3 MFAIE » XEEE ) REE ©

1. Immersive experiences that integrate historical
landscapes and are in need of funding.

2. Themed exhibitions, featuring both new and old
works,that are in need of funding.

3. Local revitalization projects focused on cultural and
historical contexts, that are in need of funding.

AF] / ##848iE Company / Institute Website

https://www.facebook.com/newcutwarehouse

1%49>3) Special Project

E RSB R E2 Areas of expertise and advantages

1. S0 & E{h 3 3000 ¥F » = A ZERE) 300 3T » R
EEHARATERRE  BEEEERHAFE
% BREMNS -

2. /5 HF¥ B R AR (EY) RIS B 18 RE TRk
FRiEit > AEREEL RS ©

SN EMERKE AL » &5 Live HEEAH
EREBETEREL > UAEHENSTIBEH > B
RO SRR GLE LA AR o

. The New Cut Warehouse spans over 9,900 square
meters and has over 990 square meters of indoor space.
It preserves the industrial factory architecture from the

Japanese colonial period and boasts an expansive grassland
and parking lot that can be adapted for different uses.

-

N

Located on the Hengchun Peninsula, the site was home to
sugar and agave factories, two of the region’ s most iconic
cash crops, giving the venue deep historical significance.

3. At the core, New Cut Warehouse is a bar that also organizes
live bands and professional performances and regularly
hosts diverse themed events, leading to extensive
experience in cultural and entertainment management.

A2 {25 R Available resources

1. 3000 FFERNIMNEFIRIG R PTER ©

2. BRRSNEHREHRMRAEMERBE -
SBIREER RS o

4. M FRREFRERES °

1. Over 9,900 square meters of indoor and outdoor space at a
historic venue.

2.The history and background information of the site and
access torelated resources.

3.Resources for bar operations.
4. Connections to local performing groups and resources.
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Barking Dog Technology Inc.

EEE

‘AB)HEE Company Respresentative

78 Job Title
AHE

ATF) / ¥54$ 7748 Company / Institute Introduction
BREAZXRAINEZEESEHANS > AFRN
2018 FRIL > HEAET TAlAmaze EE X &
EXRFEER > BEERH ChatGPT £ AES
BB MERASWEEE (LLM) B Al
BREERER > BRANBLEE EBHEE 17
HEH - BERRTS - HEN&R - BEHEELH
EEA -

Founded in 2018, Barking Dog Technology specializes in
developing XR + Al-integrated interactive content. Our latest
flagship product, the Al Amaze Bright Star Ambassador, is
a smart customer service platform powered by the latest
ChatGPT generative language model. Leveraging our
proprietary vector retrieval architecture (LLM), we deliver
Al-driven customer service applications for guided tours,
business development, marketing interactions, customer

support, educational training, and personal assistant
services.

AT / {48 48iL Company / Institute Website

https://www.barkingdog.ai/about

{E RSB R B2 Areas of expertise and advantages
EHRE - ERER

Interactive technologies and VR

AJ R 7 Available resources
RN« BREIR

Interactive technologies and VR

IRERGERAS
ZECZEC CO.,,LTD.

[I ﬂE 7%= Quake Hsu

‘AB)HE#E Company Respresentative

ﬂ HRE#8 Job Title

HFIAIH A Co-founder

AT / #4877 48 Company / Institute Introduction
R20NERIL » BEARK - RERENNER
EETS RIESEHBRERK - Rt~
hR ~ ®4R ~ BRI L TR > 8B 8,500 AE S
RKBETHE 160 EMEKNES - BBEIREES
B BREEREXEEN LHA > mARSE
EES > ARTAERSETIZER & FRERERE
REGHAIE B IRIPA MR RS -

Founded in 2011, ZECZEC is Taiwa's largest and most
influential crowdfunding platform. To date, we have
supported over 8,500 projects across diverse fields,
including technology, design, publishing, film, and gaming,
helping creators raise more than NT$16 billion in total.
Through our reward-based crowdfunding model, creators
can secure funding from the public before mass production
or launch, while simultaneously validating market demand,

lowering development costs, and gaining the opportunity to
turnideasinto reality.

8 &1Z#9 Matchmaking Target

1. AEfgE 2 iERER

2. BIEFEAIE « PC IEE « JPSERBEEIRE @K
3. AATRIAKE IPERLE (LIACGEHAT)

1. Immersive experience projects with strong market
potential

2. Original games, PC games, and game development teams
from Taiwan, across all stages

3. Projects with long-term IP potential, especially in the ACG
(Anime, Comics, Games) field

AT / #4#E4955 Company / Institute Website

https://www.zeczec.com/

fERSEIH B BZ Areas of expertise and advantages
EHREERARERE4 T BAEANEER
ERMEENRINES > REREZEERRTEN
EERIEREERAITIHEERIRT o BiBEEEE
EEERL EREE  FRIEREEREREE
FLHRI > AEREEES > ENTERSETHS
TR BREMEESE  BNEKEREREAE
B E o

With 14 years of experience in crowdfunding, ZECZEC has
built a strong member base and an extensive track record
of successful cases. We provide proposal teams with
comprehensive fundraising strategy planning and marketing
consulting services. Through our reward-based model,
creators and startups can raise funding prior to production
or launch, validate market demand, reduce development

costs, and increase their chances of realizing their visions
andideas.

A2 {55 B Available resources

1R 2 E MR REE L ARRE R « FRAEE
MEBFE LREBIER -

CIRMAMIBENZIER - RiE - XREEME
BEREBE -

1. ZECZEC provides comprehensive crowdfunding

consulting services, along with placement and exposure
opportunities on the ZECZEC platform.

2. We also provide investment channels for game,
performance, and film/TV projects with strong market
potential.

139




SIRHEBRMAMRAE

Moondream Reality Co., Ltd.

ATIHEE Company Respresentative

EEHEE B4ti£ Zoe Liao

Moondream

Reality 78 Job Title
B28Y Producer

AT / #4874 Company / Institute Introduction

ERRERSHRFE—EMRINIEIRR

EERAERE (Mixed Reality) BRI T » URIEHESEMR
 TIEF BRI ETIB - B2 HEEMELMNERESRE

BEMIEA 0 RABEMHN—ID o

2021 FREIRINENEH > AIFFRRNHEREE -

BNEL55 > HESERBRE -

Moondream Reality is the world's firstimmersive MR theater.

By integrating mixed reality with immersive projection, Moondream Reality
pushes the boundaries of art through technology to create a new artistic
landscape. In this new domain, participants experience a fuller and more
comprehensive immersion as they appreciate the artworks, ultimately becoming
part of the work itself.

Founded in 2021, Moondream Reality delivers unprecedented sensory
experiences, transforming fantastical dreamscapes into reality.

18 A 1EH) Matchmaking Target
BEB1THEN P HEE

HRPOIBAFERFENURBEERNINRIEIS - —IREEAPIIER
{EEI EBRBOEEBEETS > Bt IP FREEZ AR - WEBKIL
WHIZRIEET TA » EFIHENERE - RFIEREIP W%ﬁ%ﬂ:ﬁ%
IRTEEE A SERRNES SRR AIERBERIRER -

HMFEREMBEZNERAIE  BREHSBGHERTRES ?F
AEmF 2N BIERBMEEE » HERAITSNRENRE -

Collaborations with IP partners with strong marketing potential: We bring
professional production capabilities and operate our own immersive theater,
offering end-to-end services from production to release. This enables IP
partners to explore new creative models and allows both of us to grow our target
audiences through each other's fan base, achieving the goal of joint operations.
We excel in transforming IP content into immersive experiences and blending
multimedia technologies with scene design to craft unique viewing experiences.
We believe that partnering on marketing campaigns is also an integral part of
combining resources. Leveraging both parties' fan bases and their engagement
can help increase the work's reach and create long-term brand value, co-
creating a new chapter inimmersive entertainment.

‘AE] / #iE48iE Company / Institute Website

https:/moondreamreality.com/

140

‘AT HE & Company Respresentative
ZEE Yuyulee

E5%8 Job Title
B 224538 Project Manager

{ERS$EIN R {BE Areas of expertise and advantages

iiiiiﬁf}ﬂlg_ﬁﬁg%ﬁ . E@Uﬂﬁ‘iﬁiﬂ%%ﬁiﬁﬁgﬁﬁﬁ o {E
mEEEHIZRE - VR~ AR~ MREZ T » ft
Ak~ mﬁﬁiﬁﬁl% ) BIE LR RN 2120 RVAGER o

IS ASEEEMNEEZPT » 2024 EIE‘E?%_LE‘Z?%
FATE AETENANSRIEES > E=ZEF8RQ
ENEMBAZRER > FrEH] Egmiiﬂﬁﬂﬁﬁw
RREIERNE L ATAE ©

Moondream Reality specializes in producing immersive,
interactive, and cross-domain content. Our works are presented
in diverse formats such as immersive exhibitions, VR, AR, and
MR, and supported with technology, design, and storytelling
to deliver experiences that center on audience emotions.
Previously the interactive design division at Moonshine Studio,
Moondream Reality, became an independent subsidiary in
2024. We are equipped to produce content and are backed by
Moonshine Studio's robust artistic, film, and TV resources. At
Moondream Reality, we will continue to push the boundaries of
art and technology to explore the potential of creativity.

A2 E /& Available resources

—ERA

HEWHE (AR ~ BB - ABERTA (B~
ghglef) ERnE (B HEE VERER)
B2RER (TIEH - 12 - BER)

N
EEME (EXBP  FARRS) - THRAR (HE
T4 Banth) ~REIMEEM (P -ATERE) -
REEERE GREDN - BEIMZR)

1.Resources

Business matchmaking (networks, partners), content production
tools (technologies, software, hardware equipment), physical
spaces (for demos, soft openings, activities), and learning
resources (workshops, courses, consulting services)

2.Insights
Industry research (industry trends, reports), market insights
(consumer behavior, competitor analysis), materials for original

stories (IPs, content database), and in-depth features (analyzing
issues or case studies)

/L RXEIEERNBRAF

Firenze Cultural Exchange International Co., Ltd.

35 AF)HFEE Company Respresentative
2] EBEIE Ching-Hwang Cheng

2 o BB Job Title

AT / 1457748 Company / Institute Introduction
ﬁ‘ 30 FREVAIEENKRMER > U IP4
B~ AR~ B 73@]"' ZAEREER
FREAMETF NSRS B RLHRANE

é.‘,% °
Firenze Cultural Exchange boasts 30 years of experience
and resources in the cultural and creative industry. Through
a diversified business model that combines IPs with
exhibitions, publishing, merchandise, and events, we put the
philosophy of "art as a way of life" into practice and bring
world-class art to Taiwan.

1% & 1EH) Matchmaking Target
BZaHEEEZIINZABRIER » RAZME
BEM RS ~ AR MR o

Immersive experience projects with potential for diverse
developments. The projects should have artistic,
educational, and commercial value while also offering
entertainment and encouraging social interactions.

AF] / ¥s¥E4Aik Company / Institute Website

https://www.firenzecx.com/

4B4ZIR General Manager

E RSB RIEE Areas of expertise and advantages
BEM—EINBAIRSIEEX P TENRR
BRERFNREEEEMN]  TAEHESEEL
TFRIRE B R > A A HEE RS EBHIRM
—{RBERVRRFEFNSZHF o

We are the only private enterprise in Taiwan dedicated
to both creating and importing arts and cultural IPs while
developing immersive experiences and services. With
proven expertise in integrating the entire industry value

chain, we provide end-to-end support and services for
consumers and partners alike.

AJ R 7 Available resources

HEWGE (PRIERER) ~ REER (B8R
&) EEHE BLKRET) REERE-
Collaboration (IP creation and application), content
production (hardware equipment), operations and

promotional campaigns (online and offline), and investment
support.
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National Taichung Theater

‘AB)HEE Company Respresentative

Nati.onal FE 7% Pen Ting Huang
Lalchung -
Theater o
||||II EOERRAIE SiiTRA TR

Manager, Arts Education Department

ATF) / ¥54$ 7748 Company / Institute Introduction
SHERKEIFE (NTT) B—EARBHHERN
B35 » BREBEMVEE > W2 EIENBEIRE
MENHA c MO=ZKRTIEE INTTE28EH
X1 ~ INTTEBKFUNBERX] ~ INTTEBR
EAl > REMIHRHLE > ER2EHE A
A BIEER—EITHEMNE RN GRER
B EtRET o

The National Taichung Theater (NTT) is a theater space
where people and art co-exist, a cradle for the performing
arts, and a place for life, leisure, and learning. The theater's
three core events — NTT Arts Nova, NTT Summer Fun
Time, and NTT Fall for Great Souls —adopt a new artistic
perspective focusing on delivering classics and age-friendly
experiences. Atthe NTT, we invite audiences to join us as we

explore the imagination and creativity of the art world and
journey alongside the global stage.

12 & 128 Matchmaking Target
BBREM ~ JURNEIS - FIEREM - 2 ARE
EHEE - XRE5RIZEHERR o

Audiovisual art,immersive theater, new media art, interactive
multi-person events, and XR live performances.

AT / #4848k Company / Institute Website

https://www.npac-ntt.org/index

{EREIHRIBEE Areas of expertise and advantages
SRATEE - FRRERE s HEBUER
SURREIRT - EXERES - REBES -
Diverse talent cultivation, original proposals, co-production

resources, production funding, connections to professional
networks, and performance spaces.

A2 {3 & Available resources
REBMEBEIRESZE - BEKT « HBGH
’Eg o

=5

Cross-domain spaces for performing arts, open calls for
works, and teaching venues.

SILRITEHPO

Taipei Music Center

‘AB)HE#E Company Respresentative

TAIPEI MUSIC CENTER ¥FES RyanKuo

=3 3 = = e
R AT L S——

RS 1ERHEE Strategic Partnership

AT / #4877 48 Company / Institute Introduction
SERTEEPON N EBEILEBEEERER
2 RESEEERE - AMEE 896 AE »
UmRAEGRAILEMKRAINREERE - B
TITERELHNPRERESM IREE BE
RIbEM > S—AREUATEXRRAFXERAE
TITEREEN TXEE) ~ LUBERETRA
TAHABEN TEX&] FIHE -

Taipei Music Center is located between Nangang Station
and MRT Blue Line Kunyang Station, with a multi-functional
park design of 8.96 hectares that is separated into the North
Base and outdoor performing space by the Civic Boulevard.
The Concert Hall, dedicated to medium and large-scale pop
music performances, is located in the North Base. On the
other side is the Cultural Cube, which showcases the history

of Taiwan's pop music through themed exhibits, and the
Plaza, which aims to cultivate Taiwan's musical talents.

1% & 1Z#) Matchmaking Target

FEESBNENINGS /IR AT/ BE - BR
SNEREIREE s BIRIREA - SEBEARE
BAZRESIIERITELPOEERYES > HE
RAMEPOGE / B2 BHEEN o

We are looking to partner with domestic and international
music and record companies/labels, music festivals,
performing arts organizations, and multimedia exhibition
units to participate in the Taipei Music Center's annual
events. We also welcome partnerships with any

organizations interested in renting the Center's spaces and
venues.

ATl / #4848k Company / Institute Website

https://www.tmctaipei/tw/

EHR4EIN R E2 Areas of expertise and advantages
BETHREXEEISE  LtEMEZH Tapei
Music Expo (TMEX) &It B #18E S > E4REA5
BHEXRBEER > WHTEH JAMJAMASIA (JJA)
TN LLER o

As one of Taiwan's key venues for the music industry, we
have also organized the Taipei Music Expo (TMEX) over the
past two years, bringing together business resources of the

music industry from Taiwan and abroad and giving rise to the
Asian music festival JAM JAM ASIA (JJA).

A {2145 & Available resources

IS ESE - BRERINSETISNEERT
HEEER

Performance venues, connections to both domestic and

international music markets, and marketing and promotional
resources.
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BENXEIRMNARAS

Distant Nova Creations CO.,

AT HFEZE Company Respresentative

ANE]HEE Company Respresentative

+ DISTANT NOVA 2517 Vincent Liu FEREE Ryan Ran
CREATIONS 78 Job Title 48 Job Title
#iT7/R CEO 178#8& CMO

ATF) / ¥54$ 7748 Company / Institute Introduction
TNRA S INER SR « L Crowdfund-to-Global (B#
Bt~ BREE) B tERERT
BHESE - 51ES (Howtobeamindreaver) -
{Etariya) (BIGF BestFamily Game) ©
Distant Nova Creations is an Asia-based accelerator for
original IPs expanding overseas. Through our Crowdfund-to-
Global model (crowdfunding — localization — distribution
— licensing), we help projects reach international shelves
and sustain sales. Our portfolio includes collaborations such
as How to Be a Mind Reaver and Etariya (winner of BIGF
Best Family Game).

18 & 1Z/Y Matchmaking Target

SRR E A ~ EIFRERE / K81 ~ KRR/ 247/
IR R ~ EREE 3PL ~ AT HREZFA IP
BEIEE ; TRERIERT / XEESES1EESE -

We are looking for strategic investors, international
distribution channels/distributors, publishing/film/TV/
game licensing partners, localization and 3PL services,
and creators with original IPs for co-development. We also

welcome collaborations with government agencies and
culturalinstitutions.

AT / #418481% Company / Institute Website

https://www.distantnova.com/

{ERBEIHRIBE Areas of expertise and advantages

% R ! Kickstarter/Late pledge £&8 % « T1 Bk B iE
SMBES BUEE QC ~ 2IRYIR IR R B o
B EHNRBHEE  BEEHMAK TR
SOP B {FEHEIAIE o

Expertise: Kickstarters and late pledges, Amazon and

overseas distribution, manufacturing and quality control,
global logistics, and licensing development and negotiations.

Strengths: Data-driven operations, multilingual local
networks, replicable SOPs, and supply chain management.

A2 {1 H & Available resources

HEINTEELE EETE - 2KEHRE B
BE{THEREER o

Crowdfunding-to-retail support, mass production

management, global shipping planning, international
marketing, and trade show resources.

RMFXTIRIGARAE

CommonWealth Education Media and Publishing Co., Ltd

‘AB)HE#E Company Respresentative

‘AT HEE Company Respresentative
FRYBYS April Chen

Education - Parenting Z{E5ERitalLee
Family Lifestyle
*ﬁ f B§#8 Job Title
i I RIBER RS

s B

E&b#8 Job Title
EIPRRRAE TS AR ER

Brand & Design Center Director

ATF] / #4477 48 Company / Institute Introduction

EXBERAXENHREHRERE  BTTREHRS

E EEHR - BHER - BETE PEE
BLEBBRTE REXTSHEE HBEKESE
B FiRaERAXENEZHRTE  ETHE

BIBUAEATIFEERE  HTANREE P
o (EBERERLL) ~ (REENFH) ~ (U
BEZH) T BASRNEHRERSIENE

As the most influential education and parenting brand in the
Chinese-speaking world, our business spans educational
books, publication of children's books, magazines,
e-commerce platforms, IP management, online learning
platforms, children's multimedia content, and community
management. As Taiwan's most influential publishers for
children's books, we boast copyrights from nearly a hundred
local Taiwanese authors. Our most popular IPs include
Duckbill: The Animal Detective, Lele's Universe, and
Legends of the Immortals - all of which have produced
outstanding commercial and cross-domain success.

1% & 4ER) Matchmaking Target
BERNAORIIRHEN
Organizations seeking co-production or IP licensing

partnerships.

AF] / #4848iE Company / Institute Website

https://www.parenting.com.tw/

E RSB R IE2 Areas of expertise and advantages
BREEA 015 N EHELRE » TEHH
EHRLR - ZERE - HBELE - EnHE B
FER - FEBERBRTES (FBHREAPP ¥
BRETSR) ¥ ETEAHHEFHESRE
H8id 100 BsfEs -

We specialize in the education and parenting ecosystem for
children aged O to 15, with our primary focus being in book
publishing, content development, community management,
product development, e-commerce distribution, and
multimedia streaming platforms (audiobook applications,
video-on-demand) - boasting over one million registered

members within the education and parenting audience
segment.

A {2145 & Available resources
IPIZESIE - EREF - BRAFE

IP licensing partnerships, project collaborations, and
partnerships with distribution channels.
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HSlRAR (REERFERRE)

United Daily News Group

‘AB)HE#E Company Respresentative

217 Ek Charles Liu

4 F8 Job Title

t ’"
‘ S 3R I
United Daily News Group

B 745 B 4518 Senior Investment Manager

ATF) / ¥54$ 7748 Company / Institute Introduction
RNGEREER > BRIEBRTPAERSREER RN
DA > WIEB LSRG EE - M-SR L~ B
BEUNA ~ BHEUE  REMNIEREERE
E>—o

The Chinese Newspaper Group currently has two newspa-
pers, the United Daily News and the Economic Daily, and
has a number of related businesses. Such as United Online,

United Digital Cultural Creativity, Lianjing Digital ... etc., it is
one of the domestic benchmark media groups.

18 & 1Z/Y Matchmaking Target

B B - HAR ~ FERIRE - XRIDZHAE
ES ~ ERTVAl ~ BRHRFER o

Music, Art, Publishing, New Media and New Technologies,
XR Immersive Experiences, Generative Al, Technology
Applica-tions.

AT / #4848iL Company / Institute Website

www.udngroup.com

{E RSB R {BE Areas of expertise and advantages
MERERRENFIBRETEMLUTEL > &
DA B ERRRE - PABRIRE - BE - &
EE4E3 ~ SCBIIP ~ ESG ~ %2 & 1R4E -+ Life Style &
MR B3R 7 R RS AR RA AR PSR B3 - [RA LR EM
PEES# Pre-A Bl b2 E o BAREEIBBNAIMIRE
ﬂﬁﬁéféﬁé ) IS E LAY RIAENE ©
We are currently evaluating the following areas: Al/Data,
Industry and Financial Research, Aging Populations, Educa-
tion, Health, Cultural and Creative IP, ESG, Video and Media,
Lifestyle, and other sectors related to media services. In
principle, the investment focuses primarily on Pre-A rounds
and beyond. Look forward to creating more new possibilities

by combining the investment eorts with the innovation and
potential of startups.

AJ {45 & Available resources
BETME > SEEKREN > BN ERIGEEN

Investment appraisal, referral to partnering teams, referral to
projectinvestors.

S SN AR B IRAE
udnFunLife Co., Ltd.

‘AB)HE#E Company Respresentative

. ZEZFH OwenlLee
m udnFunLife
S8 A 78 Job Title
EE K Chairman

ATIHFEE Company Respresentative

AE)HEE Company Respresentative

PBRSZ 4 Anna Chen ZRi Vivian Lee
4% Job Title Hgi 78 Job Title
Thi5 S R BRI

Director of Market Development

AF] / #4877 48 Company / Institute Introduction
MEBMAXRIRAERATR RBEETFENRE
BEERERERR  G6EERBE > ITEREX
BIEZELRE  FFETRNIXEIZEHEE - 88
BIimREAR IPIRE » EEaRIRER - BIFRT
Lﬁ}isiéu it > BRIBHATESE
ESEERBRNEERER  AARBERER
*ﬂi‘@ﬁﬁﬁﬁ RRGIREHR -
udnFunLife has accumulated nearly 20 years of experience
in art performances, event curation, and ticketing services,
building a healthy ecosystem for the cultural and creative
industries. In recent years, the company has also expanded
into cultural venue development, theater and film/TV IP
investment, and cross-disciplinary ventures that integrate
technology and innovative services. Through these efforts,
udnFunLife continues to push the boundaries of cultural and
creative ventures. Our vision is to bring the world to Taiwan
and take Taiwan to the world, offering audiences unlimited
imagination and fun and using creativity to impact the world.

¥ &1Z#9 Matchmaking Target
1R EEE: - BRES
2. % A VR~ IP &2

1. Immersive experiences in need of funding
2. Multi-player VR experiences and IP adaptations

~E) / 11848154 Company / Institute Website

https://www.udnfunlife.com/

Manager of Market Development

{ERSEIHRIBE Areas of expertise and advantages
BHEITEENREEREHEREE BRERE R
BRLZTEE  BXRE - RERE > BEEREEAE
B4tk

HEEEHERERTS Tudn £,

W CIRBEE R E » P51 1P FEfE

W ZTERER  BE1THEM

B RHRERLTER > EURACERLMEE
MRS  BiEmmE RIiHE

With nearly 20 years of experience in art performances and
event curation, we excel in producing diverse cultural events and

exhibitions both in Taiwan and abroad, consistently achieving
outstanding ticket sales.

M Self-owned pre-sales and ticket sales platform: tickets.
udnfunlifecom

H Cultural and entertainment project investment, cross-company
and cross-domain IP adaptations

M Diverse media resources with integrated marketing and
promotion services

Il Comprehensive resources to help elevate corporate brand value

l Expansion of licensing applications, merchandise development,
and sales

A2 {1t & Available resources

KERE (BERE) (E5HE (AR ~é1’E¥§{¥) .
ERERS CAXEE - BRe) - ERBitRE
Investment support (direct investment), business matchmaking
(networks, partners), referral to business opportunities (connection

to network, opportunities for exposure), and opportunities for
media exposure.
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BRXBRBAERARE

Mirror FictionInc.

‘AB)HE#E Company Respresentative

‘AT HEE Company Respresentative

FREF Lily Chen SE#F Hsuan Fang
. 78 Job Title 78 Job Title
B & AR RIS RARET ABREREIEIIE

MIRROR FICTION

Content Development & Production Dept, Director

Content Development & Production
Dept. Asst. Manager

AT HFEE Company Respresentative

%2 £ &) Damon Tsai

148 Job Title
k@ B ARATIE

Brand Strategy Dept. Manager

AT / #5748 Company / Institute Introduction
BXPEEEE —REFTEXERMENTHRE
NE ~ BEREZEAR - BIERE RNESMR -
IPIZHEEZETS > HBAEEEMEUR « BERK
E R FEAR VEE B E - BRETTERRE
SHEBERNATAME EFE  ZREE
~E) MEFE » EINEESREMNEELR
£ BREREESHN M IPEZTEEE -
Mirror Fiction is the first in Taiwan to specialize in Mandarin
intellectual property, focusing on full copyright management,
book publishing, the Storytelling Academy creative courses,
and IP licensing. We assist creators in adapting and licensing
their works into books, films, stage plays, comics, games,
and more than a zone of copyrighted derivative works. We
also own the audio content platform brand Mirror Voice and
the film production company Mirro Fiction Series, which
focuses on producing high-quality, entertaining works of film
and TV. With international co-funding and co-production, we
are dedicated to diverse IP development.

18 &4Z/J Matchmaking Target

1. 83K IP 83552 « HHRAVE X

2 RREREARRKRE « {8

1. Teams looking to adapt or expand on their IPs

2. Investors and agents for immersive experience contents

AE) / #1848k Company / Institute Website

https://www.mirrorfiction.com/

{ERSEIN B {BE Areas of expertise and advantages
BXSEEINENESMEDRERLE » REEBEWH
b~ BEAS - FHETEERZREE  LEHERE
HWERE AEEERGKRBEENG > FREBT
ENATIBEREIFEZENAIESE - HERERS
EEEN—ES  EMEE - HRFIFRNIE
HIPIREEERE ; IRGHIEESEAR R
EEmIZhRE

Mirror Fiction specializes in the full copyright management of
Mandarin intellectual property, covering book publishing, audio
content, reading platforms, and film production. We've also
branched out to original story development, in-depth reporting,
and cross-media adaptations. We continuously cultivate
new creators through a comprehensive talent development
mechanism. Our advantage lies in a one-stop integration of
the entire industry chain, managing everything from topic
development, publishing, to film production and IP licensing.
Additionally, we actively promote international co-funding and co-
production to expand into overseas markets.

A {2 /& Available resources

EMERMZEAXZE > 83 AIRESERHNES -
BRSNS EL IP IR REEAS ~ ERARIRTS (A&
B~ RIEE) ~ RAIMEEANTERE > UkER
BAXEM - HR > tETE > HAMTRERERT
RAERBEHEEMNERRE °

We can offer support in many dimensions, including networking
and partnership matchmaking, domestic and international
business opportunities, IP licensing connections, professional
legal services (including contracts, intellectual property, and
licensing consultation), original stories and content databases,
and media exposure and marketing. In terms of funding, we are
able to provide investment support and serve as a crucial partner
to back the execution and implementation of projects.

BREE ARSI B IRAE]

Pengshuo Systems Co., Ltd. - Autonomous,

Al-driven Digital-Twins System

‘AB)HE#E Company Respresentative
AgarUda 2{£8E Wesley Wu
BBEAKRKRGOGERRXI
Autonomous, Al-driven Digital-Twins System Hﬁf%{i Job Title
' #iTR CEO

ATF] / #4477 48 Company / Institute Introduction
WEER A4 E 2023 FRIL » Bl AEIRRIEEEIRER
BRI BU B AT A0 BT B EET A
AT ~ BUANEE > RORTEUEBHA
AEEARH Minecraft JTTFH © BBIERAER AIEH
T > AR DX (DigitalTransformation)  Si{iz#
SRIFMERA S SR 0 RSB Digital Twins £l
RAFEHMRT > AN BEEHEEE - ¥
EREEEEER BEEES T - XMEEER
AT 2R TIRIRE A o
Pengshuo Systems was established in 2023 when the
founding team began developing digital twin technologies
within the ASUS Group, building digital twin platforms,
digital cities, and digital content. At Pengshuo Systems, we
are committed to building a Minecraft metaverse inspired
by our real world. Powered by Al computing technologies,
Pengshuo Systems specializes in digital transformation (DX)
solutions, offering cutting-edge digital twins platforms and
services that can be applied to areas such as automated
domain modeling, data integration management and
simulation, asset management and analytics, cultural
heritage preservation, and smart city governance.

1% & 1Z#9 Matchmaking Target
1. LR TNAEEE « BRI ~ A RIE
2. Z NEH VR~ B ~ 87 IPEEANS

1. Immersive experiences, developed/completed projects,
local revitalization projects

2. Multi-player walking VR experiences, game-oriented
experiences, content adapted from Taiwanese IPs

AT / ¥#8481E Company / Institute Website

https://agaruda.io/

{E RSB R IB2 Areas of expertise and advantages

T8 % 4520 /1 #E A3 Al True Technologies > # &)
AllinOne A EF S ERT - RKMBEBESHT
EREREE > RBNIEERRE TR INEL - RS
BE BACEREN - EABRCEUERED
EIMNEHBA > RMBEERANFEINZT
HTFHEREE > FEImIEAIAE o

Pengshuo Systems applies A.l. True Technologies to
drive all-in-one system integration platforms and services.
Through customized strategies, we help businesses tackle
critical challenges, accelerate digital transformation, and
increase competitiveness. As a cloud partner striving to
enhance digital transformation and corporate resilience, we

enable real-time and immersive metaverse experiences that
unlock unlimited potential.

AR5 & Available resources
B G E AR MR REHRBETE

Digital twin solutions and technical services, and cloud
service platforms
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Antwort Capital

AT HEE Company Respresentative

$%7E Stone Weng

Antwort.

H3%8 Job Title

B S A Managing Partner

AE) / #187748 Company / Institute Introduction

Antwort Capital E—RERENILEEERE » TE
REFEREESEE  TEREESREEZEY
BB ARHENMAMEERMEES » REHA
BINFO ~ MEFEIERE - MEREBEREKRE
RIREIERBEESIE - B4 6 EEMAXAIER
KEBREEIRHAANSINEREAEESIELE o
Antwort Capital is a private equity fund company based in
Luxembourg, licensed as an investment fund manager and
regulated by the Commission de Surveillance du Secteur
Financier (CSSF). With strong connections to Europe's private
wealth funds, the company has long collaborated with overseas
family offices and brand partners in investment. Antwort also
works closely with Luxembourg's longstanding initiatives to
support the cultural and creative content industries, providing
Taiwan's cultural and creative industry and technological

sectors with mature overseas resources and opportunities for
cross-border collaboration.

Y% &1/ Matchmaking Target

1. ABEMTE - RRBERTE - life style 18RI + XX
{EEELRREM - REZ2MERM - AATRE
MERESEATS

SHER P NEXERERSFER -

REHEEHHBEALECHERR  BEREER
EEESIEEABINGS o

. Content technology platforms, distribution platforms,
lifestyle-related projects, cultural heritage and exhibition-

related projects, and visual arts projects that are validated
but require funding to enter the market.

w N

—_

N

International IPs or professional teams seeking cross-border
collaboration.

©

Projects that are already developed and looking to expand
into international markets but lack funding or business
partners to enter overseas markets.

AE] / #1E48iE Company / Institute Website

https:/www.antwort.lu/

B RSEIN R {BE Areas of expertise and advantages

Antwort ZEEIFRHAEBUN AR S 1E - BIEERERHRE X
BIFTSBAEE S EIMEE > IBFHEXEASSIE - RBEHE -
BEERE  AIEBETFAASHEIKMIGIHE ) BEREE
ELTHNESESN - BRUT 1LEHNERED  EE
BATIS « BRESHEEERE « BINERELS ; 2 ER
HERE  LERBRARBIEE -

Antwort has extensive experience in long-term collaboration with
European brands. Our management team connects technology and
cultural and creative businesses with overseas opportunities in the
form of talent recruitment, global content distribution, investment,
cross-platform content creation, and market expansion. As such, we
have the ability to integrate across the entire industry value chain. Our
key strengths include: 1. Abundant overseas resources to expand
markets, connect with European and U.S. venues and performances,
and introduce business opportunities abroad; and 2. Investments
from international capital, strategic corporate investment, and brand
partnerships.

AJ R E /R Available resources

— - ERAE

EEWHE (BN ~ BIRRRIEEERE) - RBER (B
A BEBRSE (BREEZER) - mlEs &
BEREESE BMEXRIRERS)

]

KERT (HBEE SPV) RtEimRE) (B -BETES)
= TiEE

EXRERE (MEEBSERR) ~ TR (BERK
SREATHIHON)

1.Resources

Business matchmaking (overseas networks, international brand
partners), content production (professional technologies), and physical
spaces in Europe or the US.

Referral to business opportunities (investments or commercial

partnerships, opportunities to present cultural creative events in
Europe orthe US.)

2.Funding
Investments (direct investments, SPVs), financing support (loans,
investor matchmaking)

3.Market
Expansion opportunities (project collaborations in Europe and the U.S.),
market insights (policy and market analysis of Europe and the U.S.)

Cluster, Inc.

ANE]HEE Company Respresentative

AT HEE Company Respresentative

C‘ cluster BEEAHf Hsueh Shan Kong $53& Sandra
48 Job Title HRt78 Job Title
58 Enterprise Sec B Enterprise Sec

AT / 1457748 Company / Institute Introduction

Cluster EBAHMENEFEI TS AR » AR
TR TOR 3D ERZEM > SEATERFIRMEN
8 - RS EN— L ERTERT - B6
EITEEBREE - BNERGUMEREEEE
FEROBREASEE > URIRAIMER -

Cluster is aleading Japanese virtual event platform company
specializing in immersive 3D virtual spaces. We provide
one-stop services for enterprises, spanning planning,
production, and operations. With Cluster, businesses can
create exclusive virtual pavilions, host product launches, or
stage brand experience events, enhancing engagement

through interactivity while showcasing an innovative
image.

14 & 1Z#) Matchmaking Target
BERER LERTHEERNEE-

Businesses looking to build virtual spaces online.

AT / #4545 Company / Institute Website

& 483t © https:/cluster.mu/zh-TW
EELIHE ¢ hitps:/corp.clustermu/en

B RSEIN B {BE Areas of expertise and advantages

1.5 250 MU L EEE 0 BAERERKIEHRE
8 - RIEZEENSRERT

2.F1# ~ PC~ VREEE - BIEREBRESNEZIR—E
ZEfE o

BSHAZRAEREHETS > MEBEESBAERE
Bk BEAKREZKBE ©

4 EEPREEMAEEEE A EE TAlAgent
Flex; (ERsEZEFIF) o
1. Every year, Cluster collaborates with over 250 businesses,

with our Japanese team providing high-quality services
spanning planning, production, and operations.

2.Cluster empowers accessibility to the same space
through mobile phones, PCs, VR devices, and browsers.

3. Cluster is Japan's largest virtual space platform. We can
help businesses reach users from Japan and around the
world through our virtual spaces.

4. We also offer an innovative brand experience, the Al guide
Al Agent Flex (patent pending).

AJ iRt & Available resources
RHZTEEAZNERCERTERERT

Customized services for building virtual spaces, with flexible
pricing plans.
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FREES EHHIM:%:

FREES

‘AT HEE Company Respresentative

JEEE, Feng Chien-Chang

see — P —r-c
i r \ C E D 7@ Job Title
BIE#88ECD

AT / #4487 748 Company / Institute Introduction

FREES ZERRIZREMERTRME » 1 THAERS
HE1b) AR  (FRiBHIRE EERE RN
FEF > BAIREARBER - ESRBEMEREER
REGEES TERMSEREMEEERARM
BEARENEZFEECEER > BABEMERE
NRERE > HETHERERBTRE -

FREES merges art and technology with creativity and considers
its core mission as "visualizing creative content." Our works
transcend the boundaries between the real and virtual worlds,
pushing creativity toward infinite possibilities. As the visual arts
industry stands on the cusp of revolution, our performances
constantly evolve between experimental multimedia art and
commercial applications. Through the integration of art and
technology for events, FREES helps music and brands tell
compelling stories.

18 &4Z/ Matchmaking Target

1. VR #0328 — Unreal Engine VR B2 ~ OpenXR £
BEEAaiE > BEf2E Al st o

2. F s — UES Niagara 3% ~ B2 ELEEEE
ERE > REMERRE -

3. VREBEES — UEVR ARG S RUABEIIZAE
M BEE - BREMKRIERS SR o

1. VR Core Development: Unreal Engine VR development,

OpenXR and cross-platform porting, interactive programming,
and Al design.

2. Technical Art: UE5 Niagara effects, scene optimization, and
low-poly asset production balancing performance and visuals.

3.VR Performance Integration: Combining UE VR content
with sensors and immersive spaces, developing interactive
installations, event execution, and hardware integration.

AT / ¥448485E Company / Institute Website

https://www.frees.com.tw

B RAI R B2 Areas of expertise and advantages
FREES MZEEIEE - MRIZHLS « THTHEKRE -
BRI~ &y - Blik - SRER > WIAKE
NREEMEEHZEBRR - BRIKAIHREE
& » FREES RMERBIFAS » ITEER IPAE
VR~ ARRIARE > MR AMRILERENE > B
BHAIZIKEE XR 4G LRITELEH B MR (EHE
) o

FREES works across concerts, award ceremonies, music
festivals, and curatorial projects, bridging culture, art,
technology, and music. We specialize in large-scale light
art and interactive multimedia projects. Keeping pace
with global technological innovation, we focus on creating
innovative content such as developing virtual IP characters,
integrating VR and AR into performances, and pioneering

MR immersive creations. FREES also created Farmland, the
world's first XR online pop music program.

AR E R Available resources

FREES T &R E > AEHBI AR SIERHES
XEEMABEN  NIREEEXCHEERS
150 DURATHHIBER « Bt E S MR ATRAS 2R
HETH BNFERE MBIHEEEH
BB EIBWE » AHRESUEIAEERE U
RRRE VRIERTISEE « RAI IP ZME - U
TR B RERE BIZZ HIFRSE ©

In terms of resources, FREES can support with networking
and connecting partners, production of cultural content,
provide physical spaces for immersive events and cultural
festivals, and assist with marketing, distribution, referrals
to business opportunities, and technical specifications. In
terms of funding, we can provide investments for production
fees, tenders, and project applications. In terms of market
insight, we can provide cultural research databases, market
insights into immersive events and VR gaming markets,
original IP databases, feature reports, and case studies.

Legacy % 4R E M
Legacy Taipei

BRZZA Jill CHEN

‘AB)HE#E Company Respresentative

HRE#8 Job Title

ATF] / #4477 48 Company / Institute Introduction

Legacy & 2009 % 12 BRI ES » MAZHIBEALY
RIEREES ) B EEREXEMELETHEAN
BREE o FOKIER B ARSI B2 RS » HRETERRUR R S
LReE o RAILEE > EHEDSE « ERUKER » FHE
BliEEEEES > BEARSELNAEENE  FHER
SRS o

Since its establishment in December 2009, Legacy has become a
landmark stage for musicians and singer-songwriters, setting the
standard for venues that merge the music industry into a lifestyle
space. Through thoughtful programming and the space's unique
characteristics, Legacy aims to provide audiences with intimate
musical experiences. Starting in Taipei and expanding its influence
to Hong Kong, Singapore, Malaysia, and beyond, Legacy continues
to spread the passion and energy of live performance - writing new
legends time and time again.

12 & 4ER) Matchmaking Target
EMAEEHERERAIRIZASE » U0 XR/AR/VR BLLR

7 AIEEBHERNINRRRTE ; GE5TZMAEM  IURE
HEASFHER > IBEABSRENDEEAE ; ERRKE
BT 580 Web3 #51if » sBERR 2 BB « SIEEBULE
WHEBE 2R - BRHEREASEEE  BtRGEER
ZE o

We hope to integrate technology into live experiences, such as
XR/AR/VR and immersive projection, to create hybrid real-virtual
performances. By incorporating spatial audio, immersive sound, and
Al-generated music, we aim to enhance the interactivity and creativity
of live shows. We are also interested in real-time interactive platforms
and Web3 technologies that allow audiences to participate in lighting,
chorus, or exclusive collectibles. In addition, we also look forward to

leveraging smart ticketing, audience data, and venue management
systems to help optimize live operations and safety.

AT / #4548 Company / Institute Website

https://www.legacy.com.tw/page/topic/

B 48 EL Director of Operations

E RSB RIEEL Areas of expertise and advantages
REZTEHE ~ IREESRINEESEM -
EREERINERESEE o

Planning diverse programs, providing concert-grade

professional equipment, and bringing together a
cross-disciplinary team of professionals.

AJ$R (i /§ Available resources

Legacy HERBRABEE » HE/E &
o Tera EfH 0 RS EEENSLRE
4a4% - MPIEAEEEIBEERERES > BE
B SR SR B LEE - AR~ AR B
¥~ FERREE R S 1E © Legacy NMERZT IR
1% BEXCEMRERNSIETES -

Operated by The Roar Company, Legacy maintains
venues in Taipei and Taichung and the Legacy
TERA, forming one of Taiwan's most important live
music networks. With professional venues and
strong production capacity, we connect domestic
and international artists and bands, while also
collaborating across brands, film and television,
technology, and new media. Legacy is not only a
stage for live music but also a collaborative platform
for cultural and technological experiments.
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YAMAHA LWE SR BIRAER
YAMAHA MUSIC & ELECTRONICS TAIWAN CO,, LTD.

‘AT HEE Company Respresentative

Z 7235 ChienCheng Lee
VAN AH A

878 Job Title
2 Section Manager

AE] / ¥4487748 Company / Institute Introduction

YAMAHA 8 L ESLRMPBRAT —FEFTEIHM > R
RERTENSARARSE > MEBRMTEBRTE » TER
ARTHHETERTENSETEER - ‘RARRESE « g8T
-~ HEREIITEER  RMNERRRERESE « BUUEE
2 IERBAK - RNAFEFRSIABRRSE  RESAZEM
YAMAHA Musics & Electronics Taiwan's Professional Audio Department
is dedicated to providing cutting-edge audio solutions, blending Japanese
technology and exquisite craftsmanship to create professional audio products
that deliver both stability and high-quality sound performance. Our product
line includes mixers, digital processors, power amplifiers, speaker systems,
and network audio solutions, serving a wide range of applications from large

performance venues and conference spaces to educational institutions and
corporate settings.

% & 12/ Matchmaking Target

1 RSREREERRE | IRBLE - ENLE - RAEE - 55
RRERS - 3  BEEHAIIZABEREL -

2 RIS | BIfT ~ B4R - RIEBMPL > BEETINERE
BRMEA o

SERREEBEBEN | £« Fi5 - EEEI > BX
BIFTE L ASERAY EAS o

4 RBSBEHHRARES | AERBITENNSNESRENE
HHERAT] o

1. Live Performance Groups: Such as symphony orchestras, chamber music

ensembles, modern dance groups, theater performance groups, and bands
interested in experimenting with immersive sound performances.

2. Performance Venues: Theaters, concert halls, performing arts centers
compatible with immersive sound systems.

3.Cross-Domain Performing Arts Groups and Cultural Groups: Teams
combining music, dance, and installation art, seeking to create innovative
performance experiences.

4.Large Art or Cultural Events or Curators: Organizers interested in creating
immersive sound experiences for their events.

AT / #4848k Company / Institute Website

https://tw.yamaha.com/zh/products/proaudio/afc/index.html
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B R4EIH B B2, Areas of expertise and advantages
EXFLHNERTIZEN  BERENSTENMHRE
EHEIPRE AR
BRFMEE AFClmage (IUZXNEEE (M) £
AFCEnhance CIUSTUEEERAM) - A1 ABEE ~ BIFT
SifRRIRHEIUS I IERSES

SENEEZ— > EREZERRS%
B EERkEESE o
We specialize in professional audio and acoustics engineering,
with comprehensive audio technologies and extensive
experience in international projects. Our key technologies
include: AFC Image (immersive sound localization technology)
and AFC Enhance (immersive reverberation technology), which

can be used to provide immersive listening experiences for
venues, theaters, and artistic performances.

As one of the global benchmarks for audio standards,
our products are widely applied in music performances,
conferences, and exhibition venues.

AR & /& Available resources

1 EETERE (BEINRHAFC RFERER
B2) > BATILI Live house-Legacy TERA JIE (58
EIESIT > KRR MARE AR

2 Kk R B T2 E MK (BRR)

3. R LA AR ARTS

4 BEEMBNSNE SRR (TS A E)

5. MR AFETISHEER (BHE - EEXM)

. Professional audio equipment (including immersive AFC
system hardware and software), Our immersive equipment

is now installed at the TMC Live house-Legacy TERA, which
could serve as a venue for future performance collaborations

2. Technical support and professional engineering teams
(consulting services)

3. Systeminstallation and tuning services
4. Acoustic consulting and immersive sound experience design
(workshops, seminars)

5.Brand partnerships and marketing resources (exposure
opportunities, advertising exchanges)

BEIPRE X1

Industry Guests
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Marie POINT

ATF) 1 #4877 48 Company / Institute Introduction
Dark Euphoria @ REMEEEXERIFI AR » &
LB ER 0 M R R E A

MEBHEE ~ TUSNER  BEBIRHBEE > Al
ERERRMEM SRR EE T EBMR
BIERMER  XEHESE > REMEERT
5 XR HIRSEY - B RETENEAIS - T4
SEr > TEERRNEE -

Dark Euphoria is an artistic production and cultural
innovation agency based in Montpellier and Marseille,
in the South of France. We produce projects at the
crossroads between art and digital technologies: interactive
installations, immersive experiences, augmented shows. We
explore new artistic languages and technological devices,
shared between artists, creative technologists and cultural
institutions. A pioneer in productions combining XR and
live performance, Dark Euphoria is especially committed to

reinventing theatrical, musical, and choreographic forms, as
well as the role of the audience.

22851 5 {2 Participation Goal

-FEESERME > WA ~ ETH.0 ~ BHEMH
0~ YRR SUEE R IR BB « RIR
#ff ~ XR RIURR AN EMTE - 10 BAERAE
AR R A BB SR B AR ©

- ABERIFEEP XR BB52{ES& CHRONICA B &
BB T E RS o

-ERBEBEMERRERR

- Meeting target partners such as cultural institutions:
theaters, art centers, digital art centers, museums, and
festivals (focused on digital art, performing arts, XR, and

immersive formats) + curators and programmers operating
in the fields mentioned above

- Meeting potential coproducers and technological
resources for CHRONICA, our XR experience currently in
development

- Connecting with the performing arts ecosystem

AT / ¥siS4A5E Company / Institute Website
www.dark-euphoria.com

7 Job Title

Director

‘AT / #H# Company / Institute
Dark Euphoria

{B A 7748 Personal Introduction

REEM « REERKZRE AT AFESEIREN
HENEER > THEFERENARECERRLTE -

3R Dark Euphoria #88% » SZASESEEREUENM ~ TR KRE
B EREREEAHT o Marie Point 3 RIBEMTEL XR Bl
& R4 ERBHTEIEFE TPerforming Arts, Digital Stages ]
stE o

iERHEE A E SRR EEARE (PXN) HEAEF » L
2024 FEERERE XERBAXME Z2—-

Marie Point is passionate about the intersections between art, science, and
technology. A graduate of the Master's program in Cultural Management

at Paris Dauphine University, she has been working for over 15 years in the
development of innovative artistic projects.

She is the Director of Dark Euphoria, a cultural production and innovation
agency specializing in digital art, immersive, and interactive artworks. She
has a particular interest in the convergence of performing arts and XR and
initiated the "Performing Arts, Digital Stages" event at the Avignon Festival.

As Co-President of PXN, the French network of digital experience producers,
she was named one of the "100 Women of Culture” of France in 2024.

£ & %5 RAYE K Resources to connect with in Taiwan

-HEMAEBEMRAWESIERSEMIER » IREEEEES
& ~ XRELN ~ A1 B E R EEREITER

-HETEE M EIFEE R H R E © No Reality Now (55 +
VR) -~ Live Immersion by Verlatour £2 Chronica

-HENSERRECESERN— B RIRENM A5
81 #AEES

-IRMMESE TR EEMERIZ » B & E R ERRA R A
SiBIENR S

- Potential co-production of a Taiwanese project, in collaboration with local
artists or institutions - we can raise funding in France for international
coproduction, and we have access to creative technologists, artistic talents,

XR studios and a great distribution network (venues, cultural places, art
centers...)

-Presenting one or more of our projects within local cultural institutions,
including No Reality Now our dance + VR show, Live Immersion by Verlatour,
and Chronica

- Creating a professional event or gathering on the topic of Performing
arts and Digital stages, in partnership with one or more actors from the
Taiwanese creative ecosystem

- Offering workshops and mentorship sessions tailored for local creative
teams, focused on artistic & creative use of innovative technologies

AT / #4487 748 Company / Institute Introduction
Kunstkraftwerk Leipzig =% —3 03 T EM
REISAEF L - REEBBRBEMR > MSBE
EERAIRE « ZIEREE ~ BEEER ) B
FRIBEREA « BTG » ITEREL
RFTRE » BEZRAANIARE - BEEE
REIFR R EEE R - AR AR R EXEMIESLS
£E o

Kunstkraftwerk Leipzig is Germany's first center for
immersive art and digital culture. Located in a former
power plant, it has become an international hub for
innovative exhibitions, multimedia shows, and cross-
disciplinary projects. The institution brings together
art, science, and technology, creating new ways of
experiencing culture. With large-scale immersive
productions, interactive installations, and international
collaborations, Kunstkraftwerk Leipzig has established

itself as a pioneering venue for digital and contemporary
art.

22851 5 4 Participation Goal

BRI ESU BN BN S ERE > R
HRIER R » LERICEIPRERS » WAS R EER
MR IHVER B o

My goal in participating is to explore collaborative
opportunities in the field of immersive and digital art, while
discovering new creative approaches, to strengthen

global connections and bring innovative projects to new
audiences.

AT / #1548k Company / Institute Website
https://www.kunstkraftwerk-leipzig.com/

HRE#8 Job Title
TUERBELEA S HEA

Management Immersive Exhibition / Producer

AT / #4# Company / Institute
Kunstkraftwerk Leipzig

{B A 7748 Personal Introduction

IR 1E Kunstkraftwerk Leipzig EZ&KIBEHEREA > B
HEESEEEHEARSERR > EXNINERRREE
ROZR S| EAHEH) o

Marie Kuss SREINEZEZE BN B BRI B S
TTRE > WA 2RSSR > AT EM ~ R MEY
ENRXEPHRRBIEALE o MARPEEXERR
BE > BATEERE > TRBEFIRRRRES
EMEEAENE BE MEEN R E R -

Marie Kuss works as a Project Manager and Curator at
Kunstkraftwerk Leipzig, focusing on immersive exhibitions
and interdisciplinary and international collaborations. Her
projects aim to connect narratives with innovative formats and
to create new experiences. She is passionate about building
cultural bridges, bringing together diverse perspectives, and
learning from international exchange. What inspires her most
is developing projects or experiences where art, technology,

and society intersect with spaces that invite reflection and
dialogue.

£ 8RN EE Resources to connect with in Taiwan
REAFLEXRAERR & EAIEE ~ TR ~ JURRE
RIE=E > URBERZHERSIENXXCEEET

~

HERRERREM R BRI ERAIFESE
Y85 RE A SRR ~ BB R T a8A)HH
MERNRRER - B > HBEERATHAE
HXERHIRIE « BERE R > LUREM B
IR AR SR EREER

| am looking forward to connecting with creators, artists,
immersive technology studios and cultural institutions
interested in international collaboration. | am particularly
interested in meeting partners who explore the intersection
of art, science and technology and who develop innovative
storytelling formats for museums, festivals and digital
platforms. | am also keen to learn more about Taiwan's cultural-
tech and art landscape, audience engagement strategies, and
approaches to integrating tradition with digital innovation.
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Jordan MOUTAMANI

2E) / #4187 748 Company / Institute Introduction

57% VR il MR R A BB H ASTREA BE 2
KT RMERET L BENEE
RILEFRIERME IR

ASTREA is the leading global distributor of award-winning
virtual and mixed reality content. We excel in publishing,
localization, communication, and licensing, offering
the industry's top immersive storytelling and gamified
experiences.

22851 5 4 Participation Goal
BHERZAGUTNZTRAEREEMNRTEEA
- —H—%R

- B3 AR4EAR

- SHEESINES

- BEARRSkE

ZRIEXK =

Attend Pitching sessions & Exclusive 1-on-1 Meetings
with selected Taiwanese creators and company
representatives.

- Build connections
-Join networking events

- Potentially take part in forum sessions

AT / #¥E48iL Company / Institute Website
https://astreaimmersive.io/

B3%8 Job Title
EER
Chief Operating Officer

AT / #4#E Company / Institute
Astrea

{B A 7748 Personal Introduction

B 2022 FE N A Astrea i€ > Bl AR IKEBEAINI
ABRBERNEIELEZSR - BLIL > Astrea fEfm
BEBESE » 815 (Madrid Noir) $HEIE4T
Wt R FEHT & RN T4 o

Jordan Moutamani 5% 2024 £ H{1F Astrea EiE &K >

FELZEBEBEMI Meta Horizon Store 317 » @1F
{Wallace & Gromitin The Grand Getaway) & {Mobile
Suit Gundam: Silver Phantom) o

Jordan Moutamani joined Astrea in 2022, contributing
significantly to the creation of the world's most expansive
catalog of immersive content. Since then, Astrea's works have
garnered multiple accolades, including an Emmy Award for
Madrid Noirand a prestigious Lion at the Venice Film Festival.

In 2024, he took the helm of Astrea and oversaw the
distribution of major titles on the Meta Horizon Store, such as
Wallace & Gromit in The Grand Getaway and Mobile Suit
Gundam: Silver Phantom.

£ & %5 RAYE B Resources to connect with in Taiwan

- BB

-BlfEE ~ RB

- RETEEEER

- Co-production partners
- Creators, contents
-Fundings

- Venue partnership

Elie LEVASSEUR

/ATF] / #4877438 Company / Institute Introduction
SRR EEREEREENERTRE  UEREN
BT EN ~ ABH > URIEAZKERER
Repmm-WHERTIZRE (Marché du Film)
Z I T ZEERE o

The Cannes Film Festival is the the leading and most
prestigious film festivals globally, renowned for its artistic

significance, red carpet glamour, and as the world's
foremost film marketplace, the Marché du Film

2151 5 4Z Participation Goal
BMEESKREMEERH » HESE SN
tt RTER BT RN BIRFAHRE - FRF > KM
WRIGHEERETMHER - XHBET - XR KAl
ERMT > STIEEMEMY -« RIRER 2D ERRF
REIFrEEEREm o

Looking for tech partners to help support the organization
of agroundbreaking competition at the heart of the world's
leading festival. We are also seeking works that harness
the unique potential of spatial computing, video mapping,
XR, and Al to create narrative-driven experiences that

push beyond the boundaries of the traditional two-
dimensional screen.

AE) / 1184815 Company / Institute Website
https://competitionimmersive.festival-cannes.
com/en/

FEi#% Job Title
LR EE SRR
Head of Immersive

ATl / #%#% Company / Institute
Festival de Cannes

{B A 7748 Personal Introduction

Elie B 2023 FrifEHENRE BRIV IEBE 88 > *
& DEHRE) 8 N3H5) mABTrRE S
HE > EFRRERAINNEANEEAMEENAZN
R AT oK > MBS BIEE Cannes XRABES ~
Newlmages XR 354285 » LK Cross Video Days &
B4E > BABERERENIXAGHEIENEE

T4 o
Elie was appointed Head of Immersive at the Festival de
Cannes in 2023, where he currently oversees both the
Immersive Competition and the Immersive Market—two
programs dedicated to advancing the recognition ofimmersive
storytelling as a new art form. Previously, he served as Head of
Cannes XR, Head of the Newlmages XR Market, and Head of
Programming at Cross Video Days, three leading marketplaces
focused onimmersive and interactive creation.

£ & %5 RAYE K Resources to connect with in Taiwan

PR BAEATURRBIEE RRME ST S | (BE
mWER - EBEEMRE > WHKEA -~ HiEHKE
AR RS EERENTRE o

We offer a unique combination of opportunities for immersive
creators: the chance to showcase their work, gain international

recognition, connect with curators and programmers, and
make a meaningfulimpact in the media.
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Hyunseok KIM

AT / ¥448 7748 Company / Institute Introduction

B BEAT > B 201 FRII MUK BIET %
EHZXAEEMm ° ZATERBHFEENMEAR
BEMEHNAIEE ~ WIBNAE ) BBERKRA
TRIFXEFNBRBEESATEBRAENR
Ro BHERHIE - B2 EH 0 Excurio » #
FEfEHRERAFTAS o

UNQP (Uniquepiece Ltd.) is an independent production
company that has been producing diverse cultural
projects since 2011. We collaborate seamlessly with artists,
institutions, and companies in the performing and visual
arts, delivering cohesive results informed by our team's
varied expertise. UNQP has partnered with National

Geographic, Centre Pompidou, and Excurio to produce a
range of exhibitions and educational content.

22851 5 4 Participation Goal
HEEEBEEBNN XR AR

I am looking for new XR content with strong commercial
potential.

‘AF] / #1848iE Company / Institute Website
https://ungp.kr/

HRE#8 Job Title
REA

Producer

‘AT] / 148 Company / Institute
UNQP Ltd.

{B A 7748 Personal Introduction
Hyunseok Kim 2 BB X EREAN » ERAERE
BRE| ~ TERSEE S HRE - 2011 £/ UNQP
(Unique Piece Ltd.) & » IHEGEIFRAEZHXER
BeINEDEM o ERUERBNEG (B Z&mE%
W R) EMEITR > RS IEEMIEHE Excurio »
LIFE 45350 - EREER2E - FF - &%
H—myMNnEss « EXME > UREREHFELT
% h% ECM Records ©
Hyunseok Kim is a multidisciplinary cultural producer whose
work spans exhibition making, graphic design, and acoustic
recording. As the founder of UNQP (Unique Piece Ltd.),
established in 2011, he has brought internationally acclaimed
cultural content to audiences across Asia. His career began
with securing the Asian distribution rights for the Pulitzer Prize
Photographs Exhibition and has since included collaborations
with the Excurio, LIFE Magazine Archives, the Smithsonian
Institution, the Henri Cartier-Bresson Foundation, National

Geographic, and the legendary German jazz label ECM
Records.

£ &S RIYEF Resources to connect with in Taiwan
BERENEEERK

Exhibition Producer and Promoter

ESYIE

Mengtong GUAN

2E) / #187748 Company / Institute Introduction
MEREEMPOEANOTIBERRNX
{EEARZD - fFAZEENTEEIRS »
AL E(REF M BE S (EERE
HuggEh  KEHasTiEAEMe
Rt g E » FE S A RHEE BRI
BREMEARARETFTNZL - SEHEY
HESEENBHNEEE > LIFHIRE
SIPEBOER  REAGOBRER -
Lincoln Center for the Performing Arts (LCPA) is
a cultural and civic cornerstone of New York City.
The primary advocate for the entire Lincoln Center
campus, our strategic priorities include: fostering
collaboration and deepening impact across the
Lincoln Center resident organizations; championing
inclusion and increasing the accessibility and reach
of Lincoln Center's work; and nurturing innovation
on stage and off to help ensure the arts are at the
center of civic life for all. LCPA presents hundreds of
programs each year, offered primarily for free and
choose-what-you-pay, including many specially
designed for young audiences, families, and those
with disabilities.

281 B 4Z Participation Goal

EEREHD > BHEERENMER
RBELZERAANL LEETHEEAE
EENBRMEBMRK o

See new works in Taiwan, make connections and

learn the landscape of creative industries in Taiwan
and about Taiwan artists.

AT / ¥s4E485% Company / Institute Website
https://lincolncenter.org/series/lincoln-
center-presents

E§#& Job Title
Bz S EIREES
Associate Director, Artistic Programming

ATl / #%#% Company / Institute
MERBEM O

Lincoln Center for the Performing Arts

{B A 7748 Personal Introduction

RAZEIA B 2013 FEEHR AIFEFIREEMEE > FFHEE
XAEEE » BE MAZBENEERHSE - thZEEEA
@ TE=ESE (Ping Pong Productions) | #1T4885 > &
NRERE NBERREEMBEAR NEH - 52022 4F
EFEMABOME RBEEM L (Lincoln Center for the
Performing Arts) > IR{EEAMTET B ERRI4RES o

B 2EBNEMES G SR TEEEMHCEAT
£ 35 (Atelier for Young Festival Managers) | & T 4 49
247 ¥ B 4B #h 51 & (Emerging Leaders of New York Arts
Fellowship) 1 > LIRFERRBEMHE (nternational
Society of Performing Arts, ISPA) B EZE 2 H2IKZEE
ZBEME

S SAE  AERESEEHNEZMAREEMITEEA
T s URIERABHEEXSEE T2 - iR RICPE
IR > MSEBAL -

Mengtong Guan is an active change-maker promoting cross-cultural
collaborations in the non-profit performing arts field since year
2013. She was the Executive Director of Ping Pong Productions, an
international organization with the mission to Bring People Together
through the Performing Arts. She joined Lincoln Center for the
Performing Arts in New York City since spring 2022 and is currently
the Associate Director on the Artistic Programming team. Mengtong
is an alumnus of Atelier for Young Festival Managers by the European
Festival Association, and Emerging Leaders of New York Arts
Fellowship program. She currently serves on the Membership and
Global Fellowship Committees of International Society of Performing
Arts. Mengtong Guan received a Master's degree in Arts Administration
from Indiana University Bloomington, and Bachelors of Arts in English
Literatures from Peking University. She grew up in Beijing, China, but
now calls New York City home.

L3

& 2% KAV E R Resources to connect with in Taiwan
BPRORHEEREEI (BIFaE) NEMEREES
R aEEIUS R ERIE BRI -

We are international presenter of works from all continents including

Taiwan and deeply interested in Taiwan's innovative immersive works in
the sector of arts and performances.
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Junichi TAKEKAWA

ATF) / #487748 Company / Institute Introduction
MUTEK.JP R AEKRMENEFSHLEUE
fiTeh o BEMEEREMKELFS > FaER
FTiERESNIE RN IR BLR AR SR A A RS mE H o
BB 155 R R IRAY B M R ELER R > a9
5% > £ MUTEK > FRE 2B E AN R e E AT
BEIMERYAIEE IR EREE R ©

MUTEK.JP is one of Asia's leading festivals for electronic
music and digital arts. It positions itself as a platform that
presents both local and international artists to the world,
with the mission of creating a hub for discovering new and
emerging talent. The festival places particular emphasis on
fostering dialogue between boundary-pushing artists and
their audiences, as all participants in MUTEK are invited to
draw inspiration from creators who relentlessly challenge
the limits of possibility.

281 H4Z Participation Goal
SIAESS | BHIS « EAMETHRMIENRK o

Finding artists who share a perspective one can empathize
with.

AT / #44848i% Company / Institute Website
https://tokyo.mutek.org/

FE#% Job Title
BIE4RE:
Creative Director

ATl / #%# Company / Institute
David Wattsinc. / MUTEK JP association

{B A 7748 Personal Introduction
BRIERTFNXCEEE » ARG &M ERE
HRIALRRIE NI o UBIFHNERRE LR
BAX > REBESEXELZIBE  HEREWHN
AEEREER o

IREMUTEKJIP BI B 40585 > BT MNEENEF
BB EMET > A E MUTEK Japan 1235 » a@
{EEEANCAIFFENAE - ARIN% PEACE
NIPPON PROJECT % » EANREMABREARE
284> UWRBEABAKERTES  FREDIR
AT EIAE o 5 3 David Watts Inc. 11T E » fthiFi&
S| 4B A E RIS AI RS -

Junichi Takekawa is a visionary cultural leader who bridges
art and technology to uncover new forms of human creativity.
With his innovative approach to project planning and direction,
he connects diverse industries and mindsets to forge new
experiential frontiers.

He is the Creative Director of MUTEK.JP, Asia's premier
electronic music and digital arts festival, and a Board Member
of MUTEK Japan, advancing its role as a platform for cultural
innovation. He also serves on the boards of the PEACE
NIPPON PROJECT, dedicated to Japanese aesthetic
heritage, and the Japan Drone Show Association, exploring
cutting-edge aerial entertainment. As CEO of David Watts Inc.,
Takekawa leads creative initiatives that challenge conventional
boundaries.

£ &2 8 3RE B Resources to connect with in Taiwan

TIE—FmEFE 0 BA - ERESERR SR
BEES > WEZAERRHEE » NWRAIRLE
ENERE - thBRISKEEERSIERMH « BIfEE -
AAER - BT E - BT RHRIGEAIFRE o
Junichi Takekawa is highly curious, deeply interested in people,
ideas, and experiences, with a constant desire to explore
and learn. Dedicated to a creative life, he is currently seeking

international co-production partners, creators, content,
technology providers, funding, and venue collaborations.

AT / #4487V 48 Company / Institute Introduction
Studio Realive A 2 Ik IR SR HAIZERNB T
E>RORERLSIE NERBRE  (Vitual
Entertainment) BIRIREEE o

Studio Realive is a Global Entertainment Technology &
Creative Contents Studio, defining and leading the world
of VIRTUAL ENTERTAINMENT.

22851 5 {Z Participation Goal

RBEESIKXR 1Fm » SERRETENEER
o WEHRESMBENRETEEETEE -

To experience global XR projects. To find partners for

our Virtual Entertainment platform. To find good artists or
studios to collaborate.

AT / ¥kE4A5E Company / Institute Website
https://www.studio-realive.com/

E&%8 Job Title
BIER
Chief Creative Officer

AT / 14#E Company / Institute
Studio Realive, SM Entertainment Group

{B A 7748 Personal Introduction
MIEREARAFEE XR FRBERNLE  EEE
ERLRAREEERREKE - B 2016 FEHEE
=)IIERE4£IF R (Bucheon International Fantastic
Film Festival, BIFAN) HJXR 5K A > BEI# VR
ARSIABREEENREA » LITEHEEBEEN
BIFAN Beyond Reality EE T ©
HENZHBXRIEREZTSE SAEHEERE
(Sundance) - 2B K ERET (Tribeca) -~ FAFE
RETE (SXSW) KRB AERALRR B
g (IDFA) FEIEHE & R ° 2020 £ 8l 1L Giiii
Studio » EAHENBEIIERA B ERMNERE o

B 2024 F 2 Bt > #1E5E SM Entertainment £
Y Studio Realive Bl E& (CCO) » FHERA
1 SR SR B Al R ER R o

Jay Kim is a pioneering New Media Content Creator and XR
Curator with extensive experience in immersive storytelling
and the film festival circuit.

He is the XR Curator of the Bucheon International Fantastic
Film Festival (BIFAN) since 2016, where he was the first to
introduce VR content to a Korean film festival and has shaped
the festival’ s XR program, including establishing the BIFAN
Beyond Reality section.

He has produced numerous internationally acclaimed XR
projects that have been featured at prestigious festivals such
as Sundance, Tribeca, SXSW, and IDFA.

In 2020, he founded GiiQii Studio, focusing on the growth of
the new media content ecosystem in South Korea.

Since February 2024, he has served as Chief Creative Officer
(CCO) at Studio Realive, SM Entertainment Group, leading
creative strategy in the convergence of content, technology,
and entertainment.

£ 384 =2 =

£ & %5 RAYE K Resources to connect with in Taiwan
EIRERSIERY « BB A ISR ERMT

International co-production partners, funding partners and
venue partners
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INNOVATIONS Tea

1TE X

B (T EATTEPK Organizer
X{ERBHERT | TAICCA
EZE R Chairman

f & CEO

EIFz & Deputy CEO

BBz & Deputy CEO

FHFE Sue WANG

F 8 EricaWANG
SR Alice CHANG
#AFEAR TinaHU

INNOVATIONS #17TEIR% | INNOVATIONS Exhibition Team

48% | Exhibition Manager
ATEASEE | Preliminary Planning
1TB4AEZE | Administration Manager
B4 %E | Administration Manager
#8%1% 77 | Exhibition Coordinator

SEEp4H | Event
SEENASIE | Event Manager

SEEN#IT | Event Coordinator
SEEI#1T | Event Coordinator

EIPE4R | International Collaboration

JE1E4SIR | Hospitality Manager

Z={£4E Ivory LEE
&7 H Rae YEN
& H Rae YEN
RE4 Yan Xian WU
ST SeanWU

Z %1% Andrew CHIN
BfRE Sheron WU
Z{E% RitalLl

5RE#T Sasha CHANG
#KRREE Shane LIN

3R#45%5 Doris CHANG

EHEBFT Aimee HUANG
455210 Chia YiWENG
2I158% Joy LIU

RE® Yan Xian WU

BFSEEN T | International Event Coordinator 3552 Hf Chia Shan CHANG

BIFESNINIT | International Event Coordinator  #52£E& Jilin YANG

BFSESENH A | International Event Support SRE7 Min Wei KUO
ERIFR;EEN /7 | International Event Support 2312 Grace LEE

1784/ | Marcom
1TEHARA4%ZE | Marcom Manager
1784AR8 | Marcom Coordinator
1784AR8 | Marcom Coordinator
#1777 | Execuiedby

¥55UEL# | Special Thanks

ZERt JungLO

#1147 AntoniaLIN

27 LyleLIU

= BRRIARATSETTVCO,LTD.
EERRBEMRHHBRAT IFPlus Co, Ltd.

RO EEREBR/AT CONCENTRIC PRODUCTION

EY4R49 4 165321550 Taipei Cultural Center in New York
R E A IR R b4

Taipei Economic and Cultural Office in Thailand
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