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Mobile Active Time (Active vs. Idle Time)

» Split of Core Activities undertake on Mobile (Split of Communication, Entertainment,
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» Split of Entertainment Activity into Multimedia & Gaming
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» Reach of all Game Genres and top games within each game genre at Overall Level & by
Profile**
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**Wherever relevant, all the data can be analysed by Profile-Gender, Age, SEC, Telecircle, Metros, Usage, Operators, Connection Type,
Handset Type, OS, Handset related features like Keyboard type, Touch Status, Price Range, Screen Size, Camera Resolution
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