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Retailer_Name  

Device_Model   

Session_Id  

Video_Swipe_Time  

Touched_App_Name    

App_Touched_Time  

App_Running_Time   

Video_Start_Time  
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ETL      1MB  

 2 . 3    3MB 
. MySQL  R      
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A 1590 1050 1.5 

B 135 90 1.5 

C 16005 8220 1.9 

 

<  2>        
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(%)  

console 1 6255 35.3 1 

Racing 5 3195 18.0 2 

Action 7 1995 11.3 3 

Fighting 1 1680 9.5 4 

Puzzle 4 1140 6.4 5 

Sport 8 915 5.2 6 

Shooting 2 690 3.9 7 

Adventure 2 660 3.7 8 

Defence 1 495 2.8 9 

RPG 7 285 1.6 10 

etc 2 195 1.1 11 

Arcade 3 150 0.8 12 

Casual 1 30 0.2 13 

Strategy 2 30 0.2 14 

Card 1 15 0.1 15 
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