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CEO Highlights
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Record Q2 Revenue
Strength Across Our Portfolio in Korea
including MapleStory,Dungeon&Fighter, 
and KartRiderRush+

Our Creative Strategy is Working: 
Leveraging Nexon IP, Fewer But Bigger and Better Deeply Immersive Online Games, 

Expanding Onto Multiple New Platforms

Å Outperformance driven by record-breaking Q2      
in Korea

Å Performance in Q2 again highlights the strength 
of our franchises, coupled with our focus strategy

Å Successful start of KartRiderRush+ 

demonstrates massive growth potential 
due to platform expansion
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MapleStory

ÅKorea MapleStory PC grew 151%1 Y/Y on top of 
24%1 growth in Q2 2019, marking record Q2 revenue

ÅMassive growth with healthy increase in user 
metrics including MAUs, paying users, and ARRPU

ÅExceptionally strong growth in its 17 th year 
illustrates our ability to sustain and grow powerful 
franchises

ÅGrew 173%1 in North America and Europe, and 
217%1 in Rest of World Y/Y

1 Year-over-year growth on a constant currency basis
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KartRiderRush+

ÅKartRiderRush+, the mobile version of KartRider
franchise, launched on May 12 worldwide1

ÅStrong start, particularly in Korea and Taiwan.   
Q2 significantly exceeded our outlook

ÅKartRiderRush+drove the majority of PgzqpҲu
Q/Q mobile revenue growth 

ÅGarnering new fans on top of the already massive 
player base of 380 million on PC

ÅEnjoyed by a wide audience including male and 
female, parents and children, young and old 

Great Start; But Nexon Measures Success in Years Not Months

1 Excludes China, Vietnam, and Japan
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China Dungeon&Fighter

ÅThe key update in March as well as Labor Day and 
12th Anniversary updates were well-received by 
existing players

ÅHowever, these updates did not recapture players 
who have not logged on in the recent months

ÅConsequently, the performance in Q2 did not reach 
our expectations 

ÅContinue to work on re-engaging those who have 
not logged on in a while

ÅFocused on long-term success

Existing player base is stable. We do not expect that to change this year


