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BRAM GAMES arrived in Taiwan
L

BRAM GAMES attended the Moonlight Boardgame Festival in Taiwan with its awarded game
brand Mythbond. The Moonlight Boardgame Festival was held in Kaohsiung International
Conference Center from 12 to 13 May and attracted hundreds of boardgame lovers. It provided
us with a precious chance to communicate with the local and international players closely.

www.bramgames.com Page 1



&,
GAME

58 At RIS R

BRAM GAMES & JERE

Mythbond fZGE =M > & -

BT R B (K B R i e
"RYtREER, cSHI2HE
13 H2H4E 2 H S PR e

FULERTHY T HCR AT ) B

SITHTRBEREL AN > 2
T —(EEEEHI R R 18
Do R i SR o RRAY
sEE BB R 2 TIRIE )T |

www.bramgames.com

Newsletter 2018 Vol. 2

Page 2



%BRA
GAM Newsletter 2018 Vol. 2
Maker Faire HK 2018 X Make Big
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Hong Kong Polytechnic University

Maker Faire, the international event, has been taken place in over 200 places over the world.
Maker Faire HK 2018 was led by PolyU and held on 7" and 8™ July. BRAM GAMES exhibited
with our inborn soul of a maker. We cherish the process of creating things from ideas to
products. We pay attention to details and we insist to improve until perfection.
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Presentation in Secondary School
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We believe that students are the future pillars of our society. Especially for the creative industry,
students will be of vital importance. BRAM GAMES was invited to give a presentation talk in
May to over 300 students in the Methodist Lee Wai Lee College about our concepts on making
games. We promise that we will never hesitate to contribute to the game industry.
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ABOUT BRAM GAMES

Bram Games was established in 2017 and
has been striving for breaking through the
traditional boundaries of tabletop games.
We aim at visualizing our creative ideas in
our products to connect people closer
together.

GET IT GAME!

BRAM GAMES WEBSITE:
www.bramgames.com
BRAM GAMES EMAIL:
info@bramgames.com
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