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42 MINUTES: THEAVERAGE AMOUNT OF TIME THE CASUAL GAMERS

SPEND PER DAY

Average time spend a day

15%

Demo split

Female Male

12%  12%

Millennials Boomers

0-5 6-10 11-15 16-20 21-30 31-45 46-60 1to 2to 3 hours

min min min min min min min less less or more
than2 than3

hours hours

Average time spend a day

M’GN.\ Q: How long did you spend playing on your mobile yesterday? 21
N: Played on mobile phone yesterday - 987



WHILE YOUNGER INDIVIDUALS MAY HAVE SLIGHTLY LOWER FREQUENCE

ON DAILY USAGE - THEIR LONGER SESSIONS INDICATE DEEPER
ENGAGEMENT WHEN THEY DO PLAY

Daily use, demo spilt

~

Female

Several times Daily or almost 3-4 days 1-2 days Approx. 1-3
a day daily a week a week days a month
M’GN.\ Q: How often do you use your phone to play mobile games in apps? 22

N: Play casual games on mobile phone - 1039



EVENING IS THE PEAKTIME FOR CASUAL GAMING

41%

24%

19%
Moming Before noon Noon Afternoon Early evening Late evening Night
06:00-09:00 09:00-12:00 12:00-15:00 15:00-18:00 18:00-21:00 21:00-00:00 00:00-06:00

M/GNA



YOUNGER INDIVIDUALS AND GEN X CASUAL GAMING ACTIVITY STARTS

FROM NOONTO LATE EVENING

Demo split
Gender Generations
50% 50%
40% 40%
30% 30%
20% 20%
10% 10%
%

»

0% 0%
Morning Before noon Noon Afternoon Earlyevening Late evening Night Morning Before noon Noon Afternoon Earlyevening Late evening Night
==f== \lOMen Men =t (Gen Z Millennials ~ ==@==Gen X Boomers

M’GN.\ Q: What time of day did you play games on your mobile yesterday?
N: Played on mobile phone yesterday - 917
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For the full report, please contact

the H2Media team
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