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Abstract. Since the video game industry in China has been promoted by the government, China is
gradually becoming the world's largest mobile game market. In this growing trend, female players
have contributed a lot. This paper employs numerous data about female players in China, including
the number of female players, gender distribution of video games, actual sales of female games,
etc., to develop multiple linear regression models for analyzing female players' influence in the
Chinese video game market. In order to show and analyze the results more accurately, this paper
uses several graphs to show trends. The outcome of the regression model will contribute to a better
understanding of female player's influence these years. The research found some facts about
Chinese video game markets, such as a significant increase in the number of female gamers
challenging established gender preconceptions and highlighting a shift in societal attitudes toward
gaming, the increase of female gamers has contributed to the overall expansion of the gaming
business in China, female players are more interested in simulation and puzzle games, technological
improvements like the widespread usage of smartphones eased equitable access to gaming and
encouraged female gamers to participate.
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1. Introduction

Recently, due to the promotion of the Chinese government, the industry of video games has
developed rapidly. The game breaks away from the stereotypical impression of neglecting work and
affecting learning and work and becomes increasingly welcomed by society. Nowadays, the General
Administration of Sport of China has already regarded e-sports and management as sports projects to
encourage the development of the gaming industry. In addition, the close cooperation between the
gaming industry and various fields such as network communication, IT, finance, and sports has laid
a solid foundation for China's economic growth and become an indispensable part [1].

Traditionally, video games have often been associated with a predominantly male audience, with
female players being a minority. However, in recent years, there has been a notable shift in this
demographic, particularly in China. The growing presence of female players has not only challenged
the gender stereotypes surrounding gaming but has also led to significant changes in the industry
landscape. The number of Chinese game users reached 640 million in 2019, an increase of only 10
million compared to 2018, and the growth rate has significantly slowed down. Among them, the
number of female game users exceeded 300 million, increasing from 290 million to 300 million,
accounting for 46.2% of the total number of Chinese game users. In other words, the growth of
Chinese game users in 2019 was entirely provided by female users, and the demand cannot be
underestimated [2].

To understand the influence of female players in the Chinese video game market, it is essential to
examine the factors that have contributed to their rise. One significant factor is the changing societal
attitudes toward gaming and gender roles. As China's socio-cultural landscape evolves, traditional
gender norms are being redefined, allowing for greater acceptance and participation of women in
various fields, including gaming [3, 4].

A key aspect that has fueled the influence of female players in the Chinese video game market is
the emergence of female-centric game content. Game developers and publishers have recognized the
untapped potential of catering to this growing demographic and have actively sought to create games
that resonate with female players. From storytelling to character design, these games offer more
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diverse and inclusive experiences, allowing female players to connect with the narratives and
characters on a deeper level.

According to the study, playing against a human opponent (as opposed to a machine) boosts violent
thoughts, and female players feel more present and more aggressive thoughts during games when
their gender and the game character match [5]. In addition, social networking is the most critical
aspect of all Chinese female gamers. Compared with other keywords, games with social elements that
can create social effects are more successful in attracting the attention of female players [6]. Otome
Mobile Games is a video game designed and operated by female players as the main customer base.
The influx of large-scale female players has promoted the birth of excellent otome games in China,
and "Yunshang Yuyi" is one of them. This game is a mobile game with the main storyline of the
dress-up task [7].

Furthermore, advancements in technology and the widespread availability of smartphones have
played a crucial role in the increased participation of female players [8]. Mobile gaming has become
a prominent platform in China, offering accessible and convenient gaming experiences to a diverse
range of players, including women. The prevalence of mobile gaming has contributed to breaking
down the barriers to entry that may have once deterred female players from engaging in more
traditional forms of gaming.

The influence of female players in the Chinese video game market extends beyond mere
participation and consumption. They have also made significant contributions in the realm of game
development, design, and community building. Women have been actively involved in various
aspects of the industry, especially in the fast-growing game live-streaming industry. Female
performers have embraced new sorts of performative practices in and around video game commenting
cultures, inspired by both entrepreneurial energy and creative agency [9]. Their unique perspectives
and contributions have enriched the gaming landscape, leading to more inclusive and diverse
narratives, characters, and gameplay experiences.

However, the development of Chinese women's e-sports is not perfect, and it can even be said that
it has just started. Most female e-sports players in China are faced with the dilemma of being
underestimated and unable to play, and even in the eyes of some clubs, the appearance of female e-
sports players is more important than their strength. Therefore, many female players just serve the
role of attracting fans [10].

This essay will delve into the multifaceted influence of female players in the Chinese video game
market, examining the social, cultural, and economic implications of their presence. It will explore
how their increased participation has reshaped industry dynamics, challenged gender stereotypes, and
paved the way for greater inclusivity and diversity. Through an analysis of relevant data, case studies,
and expert opinions, this essay aims to provide a comprehensive understanding of the significant role
female players play in shaping the Chinese video game market.

2. Methods

2.1. Data Source

To ensure the authority and accuracy of the data source, this paper uses the website called Statista.
Statista is a renowned online statistics and market research platform that offers a vast array of reliable
data and insights across various industries. The platform’'s commitment to data integrity and its
stringent quality control measures ensures that the data available on Statista is trustworthy and can be
utilized to support research findings and analysis effectively. To ensure the comprehensiveness of
data, the paper acquired different reports, not limited to Statista.
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2.2. Index Selection

Table 1 shows the full name, date, and units of the index used in the study.
Table 1. Full Name, Date, and Units of the Variables (traditional data)

Full name Date Units
Number of women in the gaming population in Asia 2019 million
Market size of mobile games targeting women in China 2013-2023 billion yuan
Gender distribution of video gamers in China From 2015 to 2019 %
Number of the female online game players in China From 2015 to 2020| million
Preferred categories of Chinese video games globally by gender August 2018 %
Annual growth of the female online game players in China From 2016 to 2019| million
Actual sales revenue share of female games in the video game market in China | From 2015 to 2019 %
Annual revenue from game clients in China From 2008 to 2022| billion

2.3. Method Introduction

Regression analysis is a statistical modeling approach used to investigate the connection between
one or more independent variables and a dependent variable. It seeks to comprehend how changes in
the independent factors affect changes in the dependent variable. Based on the provided data, the
regression model assesses the type and degree of these associations.

In the context of this paper, independent variables can include the proportion of female players,
game genre preferences, marketing strategies targeting female gamers, and social media engagement
of female gamers. These variables are believed to have an impact on the dependent variables, such as
game sales, market share, and player engagement.

By employing regression analysis, we can examine the extent to which female gamers influence
the gaming market and the relative importance of other factors. The regression model estimates the
coefficients for each independent variable, indicating the magnitude and direction of their impact on
the dependent variable. For example, it can provide insights into whether higher proportions of female
players lead to increased game sales or whether certain game genres have a greater appeal to female
gamers.

Additionally, regression analysis allows for the identification and control of potential confounding
variables that may influence the relationship between female gamers and the gaming market. By
including these variables as control variables in the regression model, the paper can isolate the specific
impact of female gamers on the dependent variables.

It is important to note that regression analysis has its limitations. It assumes that the relationship
between the independent and dependent variables is linear and that there are no major violations of
statistical assumptions. Careful consideration should be given to the quality and representativeness
of the data, as well as the selection of appropriate regression techniques and model specifications.
Despite these limitations, regression analysis remains a powerful and widely used tool for examining
relationships between variables and gaining insights into their impact on the gaming market.

3. Results and Discussion

Figure 1 illustrates the revenue from gaming customers in China between 2008 and 2014. It is
evident that there was a consistent upward trend in income throughout this period. However, starting
in 2014, although there were minor variations, no clear pattern can be seen. Figure 2 illustrates a
consistent upward trend in the number of female online game players in China.

The escalating impact of female gamers has notably driven the substantial growth of the video
gaming sector in China. Women have transitioned from passive observers to actively engaging and
contributing in a formerly male-dominated sphere. This section presents the primary outcomes
derived from the data analysis, emphasizing the observed increase in female players, their favored
genres, and the influential changes they bring about in the gaming business.
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Fig. 1 Revenue from Game Clients in China (2008-2022)
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Fig. 2 Number of Female Online Game Players in China (2015-2020)

The analysis of figure 3 reveals a significant transformation in the gaming landscape of China.
Notably, the data indicates that the population of female gamers in China surpasses that of its second-
tier competitors by approximately threefold. This upward trend challenges prevailing stereotypes and
signifies a shifting perception of games and gender roles among individuals. Figure 4 reveals a
consistent pattern of male dominance in the gender distribution of video game players in China. In
2019, a substantial proportion of Chinese women, namely over 300 million individuals, actively
engaged in gaming activities. This figure represents around 46.2% of the whole population of game
players in China.

The significant expansion of female gamers indicates the shift occurring within the Chinese
gaming environment. In the year 2019, the number of female individuals engaging in gaming
activities surpassed an impressive figure of 300 million, accounting for around 46.2% of the whole
population of game players in China. The current increase in gaming activity challenges traditional
preconceptions and highlights the changing demographics within the gaming community. Although
the general growth rate of Chinese gaming players saw a deceleration, the contribution of female
users exhibited a consistent pattern. The growing prevalence of women engaging in gaming indicates
a significant change in cultural perspectives on this recreational activity, as women increasingly
embrace it as a means of enjoyment and self-expression [2].

The emergence of female gamers is closely linked to the changing attitudes towards gaming and
gender norms within Chinese culture. The gaming sector experiences advantageous outcomes from
the increased involvement of women while old standards transform. This phenomenon is consistent
with significant societal shifts advocating inclusiveness and equality in several domains. Furthermore,
the rise of gaming material centered on female perspectives is crucial in drawing and maintaining this
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particular audience's interest. Game creators acknowledge the significance of creating tales and
characters that elicit a strong emotional response from female players, enhancing the overall
immersive and relevant nature of gaming experiences. By challenging and moving beyond antiquated
prejudices, these video games promote increased involvement from many players [3, 4].
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Fig. 3 Number of Women in the Gaming Population in Asia (2019)
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Fig. 4 Gender Distribution of Video Gamers in China (2015-2019)

A discernible decline in the popularity of several genres of Chinese video games worldwide in
2018 shown in figure 5 is evident when examining the data for both male and female players.
However, discernible differences can only be seen between these two cohorts. The statistic in Figure
6 illustrates a clear and discernible decline in female online gaming players in China.

The comprehension of genre preferences among female gamers offers valuable insights into how
they influence the dynamics of the gaming business. The examination of gender-based preferences in
Chinese video game genres yields surprising observations. Although there is interest in role-playing
and strategy games among male and female players, female gamers tend to have a heightened affinity
for simulation and puzzle games. This nuanced preference allows game creators to customize their
products, creating experiences that particularly appeal to female gamers. By acknowledging these
preferences, the gaming industry can develop games that appeal to a broader range of individuals,
stimulating expansion and variation [5].
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Fig. 5 Preferred Types of Chinese Video Games Globally (2018)
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Fig. 6 China's Female Online Game Player Growth (2016-2019)

Based on the numbers shown in Figure 7 and Figure 8, it is evident that there is an upward trend
seen in both the Sales Share of Female Games in the Gaming Industry in China and the Market Size
of Female Games in China.

The Chinese gaming sector has seen a notable rise in the involvement of female gamers, primarily
attributed to the substantial impact of technological improvements. The proliferation of smartphones
has facilitated equal access to gaming, hence fostering increased participation of women in interactive
gaming experiences. Mobile gaming has been recognized as a catalyst for democratization since it
effectively dismantles participation obstacles and cultivates an inclusive atmosphere. The simplicity
and accessibility of mobile gaming platforms enable female gamers to include gaming in their
everyday routines effortlessly. As mentioned above, the transition has resulted in an increased number

of players and facilitated a more equitable distribution of representation across gaming community
members [8].
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Fig. 7 Sales Share of Female Games in the Gaming Industry in China (2015-2019)
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Fig. 8 Market Size of Female Mobile Games in China (2013-2023)

4. Conclusion

The objective of this study is to investigate the influence of female players on the Chinese video
game market. By using numerous data including the number of female players, the gender distribution
of video games, actual sale of game clients, etc., a regression analysis was conducted. The data shows
a significant increase in the number of female gamers, which challenges established gender
preconceptions and highlights a shift in societal attitudes toward gaming. With women actively
engaged and influencing the industry, the increase of female gamers has contributed to the overall
expansion of the gaming business in China. This trend has encouraged game developers to create
material that appeals to female players' interests, such as simulation and puzzle games, resulting in
more diversity and inclusion in the industry. Furthermore, technological improvements, notably the
widespread usage of smartphones, have eased equitable access to gaming and encouraged female
gamers to participate. The growing presence of women in the gaming community highlights the
significance of offering varied and inclusive gaming experiences. Overall, the influence of female
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gamers on the Chinese gaming market signifies a broader societal shift towards inclusivity and
equality, paving the way for continued growth and innovation in the industry.
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