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Two new games 
First ever hyper casual game - 20M downloads! 

First ever real time multiplayer game - 500k MAU! 

Sequential growth 
Counter seasonality - From 20% decrease last year to 

5% increase this year. 

15 million monthly active players

HighlightsMAG
JUne-Aug



New gamesMAG

Paint Hit  
closing in on 20M downloads. 

Word Domination  
500k MAU. Steady growth.

#1 US



New games 

7/7 => 10/10 
1 million downloads and counting! 

Product process delivers hits  
that performance marketing machine can scale

MAG
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Schematic view of ua and revenue dynamics
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Contribution

M
SE

K

0

10

20

30

June-Aug 17 June-Aug 18

2319

Game Contribution = Net sales - Platform fees - Performance marketing

MAG Net sales to contribution

Net sales

M
SE

K

0

20

40

60

June-Aug 17 June-Aug 18 
Net sales

5458

Direct marketing

M
SE

K

0

10

20

30

June-Aug 17 June-Aug 18

23,824,4



DAU

M
IL

LI
ON

0

1

2

3

2016/17 2017/18

2,7
1,7

MAU

M
IL

LI
ON

0

3

6

9

12

2016/17 2017/18

10,9
7,4

Year overview

ARPDAU

US
 C

EN
TS

0

1

2

3

4

5

2016/17 2017/18

2,7

4,8

MAG



NET SALES

M
SE

K

0

100

200

300

2016/17 2017/18

217260

CONTRIBUTION

M
SE

K

0

20

40

60

80

100

120

2016/17 2017/18

10686

Year overview

MARKETING

M
SE

K

0

20

40

60

80

100

120

2016/17 2017/18

72
111

MAG



nEt sales from ads
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Platform fees
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CONTRIBUTION  bridge year over year
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MAG Net sales  
excluding wordbrain 1&2
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Ebitda (adjusted*)
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MAG
JUne-Aug

Two new games 
First ever hyper casual game - 20M downloads! 

First ever real time multiplayer game - 500k MAU! 

Sequential growth 
Counter seasonality - From 20% decrease last year to 

5% increase this year. 

15 million monthly active players

Highlights



Good times 
together!


