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Corporate Summary

Artificial Life, Inc. (OTCBB: ALIF) is a public US corporation headquartered in Los
Angeles, with its production center in Hong Kong and additional offices in Berlin
(EMEA headquarters) and Tokyo. As a leading provider of broadband 3G content
and technology solution in the world, we develop and sell a wide range of mobile
applications for 3G, 3.5G and 4G network-enabled mobile phones. Currently our
main business areas are: high quality 2D and 3D interactive multi- and single- player
mobile games, mobile participation television (MoPA-TV™), business applications
(Mobil Diab® and Mobile Property) and mobile commerce technology platform
(OPUS-M™) supporting J2ME, iPhone and iPod touch OS, Android, Brew and DoJa
platforms. Recognized internationally for outstanding content quality and technology
we have received many international awards and have been ranked one of the
fastest growing companies in Asia Pacific by Deloitte.

Artificial Life’'s Business Divisions and Products:
Mobile Content
Games, Business and Music Applications
New Media
Mobile Participation TV and Augmented Reality
Mobile Commerce Technology Platform
OPUS-M™ and Botme.com

The Company has signed major licensing deals with Linkin Park, Robbie Williams,
Red Bull Racing F1, BMW Sauber F1, BMW AG, Red Bull Air Race, Starz Media,
Paramount, Cartoon Network, STAR TV, VfB Stuttgart, Borussia Dortmund, FC
Bayern Minchen, and Klitschko Brothers. The Company has won numerous
international awards including the Global Best Mobile Game Award by Ericsson and
the Best Mobile Entertainment Software Award by Hong Kong Digital Entertainment
Association. We are now selling our products through over 1200 active channels of
resellers and carriers around the globe and sold over 20 million licenses of our
mobile games in 2009.

Industry Overview

“Global mobile gaming revenue reached $6.9 billion in 2008, having grown strongly
in recent years, with emerging markets contributing heavily. Today, apart from
technological improvement and business-level innovation, the global mobile gaming
market is also evolving fast on account of mobile adoption, and is expected to grow
at a 16.6 percent CAGR during 2009 to 2014, reaching $18 billion in 2014,”
Jan ten Sythoff, manager of mobile content at Pyramid Research, 2009
Apple’s CEO, Steve Jobs, announced 75 million iPhone OS devices had been
sold to date (iPad Conference in January 2010)
Apple doubled its share of the smartphone market share 5.4 per cent in 2007 to
10.8 per cent in 2008 (Gartner)
There are more than 50,000 apps on the Apple App Store (WWDC in June 2009)
iPhone was responsible for 10 per cent of US and Canadian mobile game sales
in 2008 — around $100 million in revenue (Screen Digest)
The App Store accounted for 12 per cent of the mobile applications market (i.e.
not just games) in 2008, in terms of volumes (Strategy Analytics)




Operators/Distributors

AT&T

Sprint
Vodafone
T-Mobile

Virgin Mobile
China Telecom
China Unicom
02

Hutchison 3
TeliaSonera
Bharti Airtel
IdeaCellular
Mobilkom Austria
Telering

VOX Mobile
Bob Mobile
Arvato Mobile
Jamba/Jamster
E-Plus

Pelephone

Cellcom
Telstra

New Zealand Telecom

Era

SmarTone-Vodafone

Peoples

Hong Kong CSL
PCCW

Sunday

CT™M

Taiwan Mobile
B-Mobile

Maxis

Cellfish Media

Thumplay
PlayPhone
Aspiro AB
BITE

Business Divisions & Products
Mobile Contents

Mobile Games

iPhone: Red Bull Racing Challenge, Spartacus: Blood and Sand, Amateur
Surgeon Christmas Edition, Meowcenaries, Five Minutes to Kill (Yourself),
BMW Sauber F1 Racing Team 09, PANDORUM, iSink U, VERMINATOR™,
iSoccer Backstreet™, BMW Z4 Experience, iDroidsMania™, Red Bull Air
Race World Championship, SHOOTER — The Official Movie Game, Amateur
Surgeon

Android: Klitschko Boxing — The Official Mobile Game

Java: Borussia Dortmund 2009/10 - The Official Mobile Game, VfB Stuttgart
2009/10 - The Official Mobile Game, Red Bull Air Race World Championship,
Klitschko Boxing — The Official Mobile Game, FC Bayern Munich — The Official
Mobile Game, Bustin’ Balls™, V-girl®, V-boy®, etc.

Mobile Business Applications

Mobil Diab® (Diabetes Monitoring System), Mobile Property
Mobile Music Applications
LINKIN PARK 8-Bit Rebellion!, Robbie Williams Racing

New Media
Augmented Reality, MOPA-TV™3.0
Mobile Commerce Technology Platform

OPUS-M™ Botme.com (showcase)

Main Revenue Streams
Operators / Carriers / Aggregators

AT&T, Sprint, T-Mobile, Hutchison 3, TeliaSonera, etc.
Pre-Installed Applications on Handsets

Sony Ericsson, White label handsets etc.

Licensing Intellectual Property

Licensing of business applications

M-Commerce Technology Platform: OPUS-M™ in Botme.com
Botme.com distributes games to more than 200 countries globally
Licensing Intellectual Property to TV Stations

MoPA-TV™3.0

Global Distribution
Global Distribution into 72 countries (as of 2/2010 )

USA, UK, China, Japan, Germany, Scandinavia, India, etc
1200 Channels (as of 2/2010)
Cellmania, B! Buongiorno, Jamba/Jamster, Arvato, Star, Bob Mobile,

Thumplay, PlayPhone, Burdawireless, Aspiro AB, etc.




Company Highlights and History

2010:
Mandates Close Brothers Seydler Bank AG as the designated sponsor (market maker) for its planned upgraded
listing in the Entry Standard market segment in Germany later in 2010
Announces OPUS-M™, the company’s e-commerce platform technology

20009:
Announces new product line with augmented reality
Raises US$6.7M new capital from 3M and develops a strategic alliance with the prominent company in 10/2009
Signs license deal with Robbie Williams
Signs deal with RDF Digital USA to produce the first interactive animated TV show to the United States
MoPA-TV™ goes live with the 12™ IAAF World Championships in Athletics berlin 2009™
Receives new funding of US$1.9 million in 7/2009
Signs license deal with Red Bull Racing Formula One Team, BMW Sauber Formula One Team and BMW AG
Signs license deal with Linkin Park, Warner Bros. Records Inc.
Signs license deal with Starz Media for PANDORUM and Spartacus: Blood and Sand
Signs license deal with German soccer club VfB Stuttgart and Borussia Dortmund

2008:
Wins the 8" in Deloitte Technology Fast 50 China and 20" in Deloitte Technology Fast 500 Asia Pacific
MoPA-TV™ becomes the selected project at MIPCOM Internet and Mobile Screenings and the finalist of 3GSM Asia
MoPA-TV™ goes live with FC Bayern Minchen home games
Signs license deal with Red Bull Air Race
Los Angeles headquarter opens
Obtains the Official iPhone and iPod touch Developer status and announces the corresponding development plans
Signs up Cartoon Network for various development projects
Raises US$4.8 million new capital in 5/2008
SMS Galaxy (rebranded as MoPA-TV™) goes live with TV Asahi
Signs license deal with German soccer club FC Bayern Miinchen and world boxing champion the Klitschko brothers
Signs up license deal for Germany's Next Topmodel

Older History:
Raises US$6.5 million new capital in 12/2007
Signs up Paramount for BraveHeart and Shooter in 2007
Signs exclusive license deal with European star band Tokio Hotel in 2007
Signs license deal with the leading German TV station, Sevenoneintermedia for POPSTARS on Stage in 2007
Signs license deal with Warner Bros. to develop Happy Feet game in 2007
Acquires mobile diabetes monitoring system from Infokom in 2007
Acquires SMS Galaxy, an interactive mobile to TV interface technology from Black Pencil in 2007
Develops a unique proprietary mobile 3G technology and platform and invested more than $35M in R&D in 2007
Signs a major licensing deal with CBS Interactive for America’s Next Top Model™ and Big Brother™ in 2006
Partners with Ericsson as its first global reseller in 2006
Attracts major global media attention with products featured on Wall Street Journal, The New York Times, CNN,
CNBC, BBC, and Bloomberg and in more than 10,000 press articles in the global media in 2006
Wins Global Best Mobile Game Award by Ericsson in 2004
Switches to mobile broadband and games business in 2002
Peak market cap of approximately US$400MM in 2000
IPO on NASDAQ in 1999
Chairman and CEO Eberhard Schoneburg, a leading expert in artificial intelligence and mobile technology, winner of

multiple innovation awards, acquires Atrtificial Life in management buy-out in 1997



Awards

Mobile Game Development
Currently 114 Core game titles
Among one of the first official iPhone developers
Released 23 iPhone and Android titles in 2009

Latest iPhone Games:

Latest Java Games:




MoPA-TV ™3.0 — Innovative Participation TV — interactive liv e TV shows

Proven Success

Nominated for Prix Jeunesse International 2004,
MoPA-TV™3.0 (formerly named SMS Galaxy) is
a unique proprietary product that allows TV
viewers to be represented as avatars in a virtual
setting and answer questions by text-messaging
answers to a given number that corresponds to
the participating TV show. The MoPA-TV 3.0 is
successfully running its fifth series on a Swiss
television where it airs daily.

The MoPA-TV 3.0 of avatars can be easily
navigated in real time by the use of a “camera
joystick” which gives the appearance to the TV
viewers that there is a flying camera. Avatars
can be presented in close-up, long shot, group
shot, bird’s eye view, etc. with the simple
movement of the camera joystick control.

Licensed to 30 game shows on various TV stations in several different countries

Running since 2003 as a DAILY Live Show in Switzerland
Highest ratings in Daytime TV

Proven track record: 10,000 hours of Live Airtime
Nominated for Prix Jeunesse International

Award Recognition for MoPA-TV

Format Examples

New Show

Complementing / Implemented in a current show

Event Marketing

In-store TV

Genre (Comedy, Action, Erotic, Game Show, Voting)

Content (Travel, Sports, Trivia, Educational)

Advertising / PR (Product-Placement, Advertising and Image Shows)
Technical (Mobile Messaging, Tone Dialing, Email, MMS)

Please visit www.mopa-tv.com for showcase

MoPA-TV 3.0 Partners







OPUS-M™ is a modular, carrier-grade m-commerce platform for business

customers, content providers, and end-consumers.

The platform is a culmination of Artificial Life’s experience, expertise, and
insight regarding customers’ needs for an m-commerce platform that will drive
sales and facilitate mobile integration. Some of Artificial Life’s previous mobile
products, such as the MobileBooster and the powerful Smart Engine (SEMP)
technology, and various core mobile modules to support carriers and
operators, have been expanded upon, integrated and brought together to
create the new powerful OPUS-M mobile commerce platform.

The architecture of OPUS-M enforces a modular and very flexible format made up of client selectable components catered
to the specific needs of each customer, whether that be increased security, massive transaction support, fancy mobile
features or enhanced application browsing. OPUS-M’s components are separated into the 3 layers outlined below: the

Core, the Service Layer, and the Application Layer.

Core
The Core of OPUS-M provides a framework upon which modules and applications are built. The core is part

of OPUS-M for all clients. Some of the more notable components belonging to the core include the following:

Messaging Framework Image Re-sampling
Security Transaction History
Device Recognition Billing

Service Layer
The Service Layer of OPUS-M addresses and offers several selectable components to cater to the business needs

of customers setting up their m-commerce storefronts with such components as:

Sales and Marketing Support Augmented Reality and New Media apps
Customer Relationship Management Location-based Systems

Content Management Application Migration

Business Intelligence and Reports Interface Adapter for 3rd Party Tools and Apps

Application Layer
The Application Layer of OPUS-M is comprised of Atrtificial Life business modules as well as 3rd party contributions
to the platform. By launching applications on the OPUS-M platform, content providers may leverage the existing
customer base and exposure provided by service operators.

Business Applications New Media

Games Social Networking



Augmented Reality

Mobil Diab®

Augmented reality (AR) is the technology that enables a live view
of a physical real-world environment which elements are merged
with the virtual computer-generated imagery, creating a mixed
reality. The augmentation is conventionally in real-time and in
semantic context with environmental elements. Being capable to
intuitively deliver highly enriched and interactive contents with
printed materials and visualizations, AR can greatly enhance the
presentation and thus provide unique viewer experiences. The
only components necessary to the viewer is a supported camera
phone and the printed material for activating the AR animation.

Please visit our company website for video demo.

This mobile diabetes monitoring and patient coaching system
consists of an interactive mobile phone client component for
diabetes patients to monitor their levels of blood sugar, blood
pressure, bread unit intake, weight and even physical activities.
With this system the data from the patient's mobile device is
automatically transferred via wireless networks to a central
telemetric platform and made available for analysis to doctors on
the Internet. Doctors can set up automated alerts, advice

messages and schedules to send to the patients’ phones when

certain data points are exceeded. The system provides a scheduled and real time communication system between doctors

and patients. The system also provides Internet portals for the participating doctors, hospitals and patients in addition to an

educational site which teaches participants how to use the system. Doctors and hospitals can communicate with each

other via the underlying telematics platform to share advice, medical opinions and diagnostics.

Mobile Property

Mobile Property delivers property descriptions
and multiple pictures in real time to the mobile
phone in an easy to use format simplifying the
property search process for the customer, while
projecting a wider marketing campaign for the
agent with no limitations. This software uses a

unigue combination of mobile technology,

internet portal and content for the real estate market. It increases efficiency, productivity and profile of each real estate

agent in the market place by providing an accurate reporting structure for each agent and client.

Smartphone users enjoy even more advanced features of the system. Property locations can be found via GPS which

enables instant research of sale-available units around the neighborhood by just touching the screen. To take a look at the

interior of the property, users just need to tilt their accelerometer equipped mobile devices, to get the full view of the unit.
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Revenues and Profits

Stock Performance

Legal Notes & Disclosures
This document contains forward-looking statements that relate to future events or future business and financial performance. Such statements are only predictions and the actual events or results may differ

from those discussed due to, among other variables, those risks described in Artificial Life, Inc.’s future Forms 10-Q and 10-K. This document is published solely for informational purposes and is not to be
construed as an offer to sell or the solicitation of an offer to buy security in any state. Past performance does not guarantee future performance. Additional information is available upon request.

iPhone is a trademark of Apple Inc. iPod is a trademark of Apple Inc., registered in the U.S. and other countries. App Store is a service mark of

App Inc. Android is a trademark of Google Inc. Use of this trademark is subject to Google Permissions.



