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※ The figure above is a dow nload by country that occurred in Q 2.

※ are included in the top 

ranks.

YoY +23% / QoQ +4%
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※The total revenue includes subscriptions, Ads and streaming revenue for music assets. And subscription revenue 

account for most of total revenue.

※The number of subscribers is the average for each quarter, and Android includes users during the free trial period.

( in  thousands)

Subscribers

※ Cumulative revenue based on Android, and iOS in 2Q22.

※ Indonesia 6.6%, Brazil 5.8%, Philippines 3.3%, United Kingdom 3.3%, Philippines 3.3%, Japan 2.9%, 

Saudi Arabia 2.8% 



( in thousands)
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▪ App commission : revenue decrease in Q2

- 18.42% of KineMaster revenue in Q2

▪ Increased cost of template production

- 14.59% of operating expenses in Q2

- About 10 billion in KRW will be invested in 

template production by the end of the 2022 

▪ Increase in advertising cost

-

- 2.97% of operating expenses in Q2

▪ Increase in server cost

- Increased server costs as KineMaster service 

expands

- 8.11% of operating expenses in Q2
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※ Total 162
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