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Abstract

This paper studies the Internet economy from the perspective of big data, explores the impact of
epidemic on video game industry, the people’s preference for the types of video games during the
epidemic, and analyzes the impact of game categories and studios’ size on video game ranking list.
The research results show that the epidemic has no impact on the video game industry; the studio
size has a significant impact on video game ranking list. The type of entertainment games has less
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competition and high market survival rate. The type of puzzle games accounts for a high propor-
tion in the market, it is less frequently on video game ranking list but the ranking is relatively
high. Therefore, the development of entertainment games and high-quality puzzle games is the
development direction that game studios can consider in the future.
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1. 3]

2020 EYIHTRL MR B A AL T EBEN T B Rem AR, BB R R T PN AN, KR ZHNR
BEFIMNBRAEFT F ], R 388 LR L FHTI A R TUTE T &, 2 S s
T, (E AR BRI 2 G A0 I 1 55 — A 3. LRk v o], e 0T N R H s A R A
WAy iRl R BHBSERRIESIECIEIT, KRIAE V2 AR G2 O T 65 A H 1k
ARG 2% Dy Lo iR A 05 A TR T I BR 1, =R 7 REARIIARIR 2R3, il o 2020 4 95 2
AR RENF k2 —[1].

AR SCSCER P15 3 ) ) P o T M B SR M, ERAOR TR F 3l e ik AT o /N 7R 7 3 j Al A
PN BTG A RCAS LS &, IR TE R T AR O T AR R 75 MIEAL ™ b — o, 32 B S T LA
&, SRJEIEIE B2 xRS T 2RI R AR AN AR BB, 1R OO L i R SRR K i, i A
PRl A1 AR R i A B HEAT B RS2 o (X e SR A RS AR Bt NV AE DR TT A 255, [AIRY
I LI RAT MY R O A FEEIE 1 301 1) EL IR R 2055 A R (RS

2. XaksFd
2.1 BETHEBKREST

HIRMZ BT TR SARE T IEA, B BERMEAR, NATENEAR. KEdE. N THET
Pl ERE, QLGRS R, WA ERKREE 2], HIRMEBARN S KR, Rt et X el
HARTFE IR FIRAE &, M= A BRI R B 71, B A= 1 R E PG K [3].

HR I P, 28RN SR AT T RN, XN A S T, 2 LAEEZ ek .
PRI DL R W S5 N B AR (1 AL RN R IR, E 2 o AE A5 IR 0 TG 310 A1 o ZEBE I S T EL I Y 5 B [
ZAEREE, (S HBAN AT A B4, AATRIME TG T T ae il BB, fRIE TAE. TaPAIRIA 1)
IEFIEE. Ph7H(2021) [41 S BAE B+ IG5 R 2, DR 1 N DRI 475 1 52 31 i) A 3 AN
IS, PRIE T B ONAEVE R . 380505 (2021) [SIIA AN BARTA V2 ik phty, E04fESh T BEC 2
GritR .

AR b BRI K el iy 2020) [6] 10884 2o, HL TR 957 2020 SE 7 By MiAEL 3] 34.81 J514.7C
TESE I RN HELF R 55 AR A8 G ANk R, IR T 2019 4F, fE =i N LR ReSE ™\ 75T
HWHEHY K.
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2.2. BT H R ERFRX A

BEE BRI & 515 BEORIEEA, AT B SO R AR R 5 75 SR $ i, SCAGEBAE 2015 42 7 1
RATHY (T FOVF A A A AN Flie ki 28 & 26 = RIS B s ), B8 7 N s il M R e
HL TR T 3 I RUETE 2016 45 % 1655.7 {476, HEAE 2017 4FJ0 T 2000 127G, HE P SO IR
NN N S

BT EERR. 3£, Hy HEEEK, CEBA—IUS =k, AR % 288 B 7R o A ey
BWAET KT, 208 KkERCAIIEBNLIZS) 5 AR E S G 3,  IRSLIEEAE G 1 J&
P [8]o X AIERE T TR RIE, A RERE A D BRI E S N E FIEE
BB PR . B 38 E IR KRR A a8y, B T E SRR S &
BB PRI AR K iR s — ML IS E T, IS E R E T G 8T, H st EA M
e, PR N A2 XA P AR DT SR G125 1 [9]. - Kindstrom (2010) [10]45H, k™ k.
(P A X V28 A DA 35 8 B Tl s T R A — M B 1 7 5, AR N TT R T2 A i S 3 (B R
FIRARL e SOV A R LR M, AT DA — T A T R R o A, BT IR S ) & R
PRI A AR EIE

2020 4 B 28— 2R FE b [ AR & ) [LA9EEE B, ISV 2020 4228 —ZRAE, B3k
T E LI 49%, b iiid b iR LU AT 2019 R0 B 3K, Itk A P 75 BR 2 L A A 4 2 T ) 347
B REN.

LLHLAN PC uifi (1 B FUiE RN, ARYE EBRFEIRT- & Steam AL HIEWE, 1R B W 2020 4E, 5 H
SERITERRH P IA R T 1.204 N, SRR E R ARG R TR, S HA SO B &
i, 20N 37.87%, BILMTENEK 14.43% [12]. A5 1R HLIE 0 A - ) B FUBEAR A T Ui PC iy (14 FH P
FRACHURBEIR B TR, P H B NS R K I T 17% [13]. TapTap H E AR A W& ELFH 30 1R
2020 4EiEF 2570 Ji N, B UAER K T 43.7%, AppleStore 74 _ERIT ML N B E LG BEBN,
X KR s T LI 7 P25 17 200 ) S I e R JE [14] 0 AR R B ML BN AR R AL, 2019 4E7EH
B & ATEATAR NS EHL, % 2020 R AIE L 100 HE, WIEERET 2020 55— FEHITTR, &
INEH AN RS K [15]

TX G5 52 3 B FL U ML AE A N IR 52 B AL 245 TR, i R A2 47 A0 A AT TR PN
IR, ¥ KT i Me, Oy E TR A5 KR — N EER S, ST T — e 4 iee
I1EH -

3. IR ZESHERIR

SRR DAREE IR A, TR Bk M2 5 2 BB IR, 1 ARRE AN BT RS B ) e e
o FUE RSN T A 2 B i R B HEA T I 152 . B 90 5 AR D7 N i n T
3.1 MAIRAZE

AN S 57 B R REURER, X AL AR R e S R S RO B R
Bl ol 2 BIREREm 2 IR, B S TR, Sz MR R AR B PR . R i
XN 52 BRGS0, W DO o AT I T S, R AR A B I R 2 e e T A R
DR A LTI R A PRI 4472 S B AR PR SRR . JFR S 184 7=y BEARSEZ AT, Rk
TR IR, W TIEEN TAERS TAEMBE 225, SRR HE T .
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AR SN B A JE ik AR RO S BCR I 2 57, ORIV & R IE UM 2 5F 3R . AR5
3R 15 I 2 AR f i R RS T BRI BRI S ST, PR R S T SRR T ) SR R A AE 26 L A
R RS, SRAGEE A S IR) 25 SR A WL Ui xR R A R Bl o e AR LI TR W R i AR AR T B
R LU Xt B SE  HEA% e B DR 2 0 A g B 0 XTI R SR, SR A
b i N 2%

3.2. BIBFKIR

SR I AL AR = L, N AR T AL ERR TR AT N BL R g /N A=,
KRB TAR GBI T 4 D TAEEMA ST 3 MTAEE, /N T AR e BOK RS i A =50 H 4.
JE F T H 7 AR H 4L, BORM 4 BB, X 2019 25 2020 A AR E WU *RARAS 2 5 A
FRAYES R REATICHL, SR 1 MBI A ik CAR =S i cE 2= 5% . PR RER 2020 4 1 & 12
J3 8% BT U R A 2 B X R )RR AR 2 357 A2 1) L 2l xR 5 T SR xR ) SR 5 B i, SE3RE 1200 st
SRAL P W AIAR B - e JE R 4R 2020 4F 1 H 25 6 A4 108 Sl Xk B HEAT 1768 H il 300 44 127 L Hitkk
SH AR, BT R REA 20K, IR THIScER 3234 ANk i H Hodfs .

4. 1R BB 255
4.1, FEIRRIRRER i b3

RS SRR AR 2 B RS SR O AT IR YRR g, R R OLES A, MRS H6 5
Jiids SRR MAS BRI T AL . Rk TAE KR, e TR RS TGS o,
b R TARE 5N TAR R 2 B LLEL, 2R3 1 .

Table 1. Normality test of maintenance quantity of the video game studio version
1. BFIP TIEEMALEF 2 ESHRE

Kolmogorov-Smirnov #:56 Shapro-Wilk ;56
FR A P il 63153 - —
4iit® D 1E p it W E p
K 4.250 1.217 3.509 0.214 0.000™ 0.872 0.000™
/N 4.469 -0.410 1.226 0.191 0.005™ 0.920 0.021"

p<0.05 “p<0.01.

MRAE 1 HIZER, WA R AR S A N AR = (AR AS e 7 B B AN B IR S AR
DAL I J 482 1 PR F HE S U 56 75 1% Mann-Whitney 856, 45 404 2 flk 3 fioR.

Table 2. Nonparametric test of large studio’s maintenance quantity of version
Fz 2. RETEEMAHIFSIES BRI

I 31 Y
2019 4 4.000
2020 4 4.000
Mann-Whitney f 554011 & U A 390.000
Mann-Whitney f 46401t Z {8 -0.034
p 0.973
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MRHE 2 2 F15E 3 1) Mann-Whitney Ao 3645 5, 7T LLE Hi 2019 5 2020 4E AR KB TAE %6 & v /Y
TAE R IR BB B 25, I B R KR, TAE S M N TAE =TS, 1 A
RN EHR . Fk a4, o, BEARSE TR, B FIRRA KK, @iTRESRFERE, A%
JEEAR RIS, U0 T S 75 HE P G0 X AR R 2 1 ) s e T S IR

Table 3. Nonparametric test of small and medium-sized studio’s maintenance quantity of version

3. PN TARZERAYEIF EIFS W I

I} 3 YrirHrE
2019 £ 4.000
2020 £ 5.000
Mann-Whitney f 554t 11 & U A 90.500
Mann-Whitney f& 584t it& Z {8 -1.473
P 0.141

4.2. FEIRHAEIEE TR KB E R S 4
ek 2020 FEA MR LS T RIEBERER G, #AT0M, WERE . G

1A 4 Frw.
AR S T AR X
100% 5.88
90%
27.87 27.78

3247 33.59 36.11 35.48
80% 1583 3804 "o 48 4355 40:36 44.44 484
70% 65.38 1y 4o
60% '
50% 94.12
40%

7213 72.22

67.53 66.41 63.89 64.52
30% 5417 61.96 52.38 52 56.45 59.64 55.86 519
20% 3462 o587
10% :
0%

R B B K & L% N L s B B &

> > v >
W E SR TGS T P E T E
s % @
TR CEL

Figure 1. Diagram of cross-tab analysis of games on-shelve and off-shelve
B 1. B2k S TR E

Table 4. Cross-tab analysis of games on-shelve and off-shelve

4. BN S TR SR X

; . o Loy RE o R mA pi R s
N A g A D/\ i D NSRS ) e % P N H % l.L/\ 1%'\
7R KH RE 'R SE R RS Tk N SR AL, Wk e R S frem % RS
T8 67.53 54.17 61.96 66.41 34.62 28.57 52.38 63.89 52.00 56.45 72.13 59.64 64.52 55.56 51.90 72.22 94.12 62.25
TE2k 32.47 45.83 38.04 33.59 65.38 71.43 47.62 36.11 48.00 43.55 27.87 40.36 35.48 44.44 48.10 27.78 5.88 37.75

Bt 2258 2.00 7.67 10.92 2.17 058 1.75 3.00 2.08 10.33 5.08 13.83 2.58 450 6.58 150 2.83 100
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B2 4 AP, A8 17 Pk R DS SRR N 2RI LUl e, 9 94.12%,  TR) B SRIERR T AR LA
N T2.22%HE4 58—, BE TP 62.25%. 17 FhiiExk KA 2020 4F AR LEZR AR T 4L L A5l LG SR i
MHEAG B, N 71.43%, RIFIFRRN 65.38% A4 58—, BTk 37.75%. 2020 4 4R % 254
Wk, o i R AR P 8RR LA 22.58% 11 1 Lh s RS —, o LR b (R 1 SR 2R RR, AN (5 Lk 0.58%,
(R SRR BRI H BT 5 D, SRR T 2R L ) e =

BRI R, Wik 5, ATRURILE BB B TR M) LS FRMEE G BEAF. B
W) BB TR S TN AR E A X, T DUR I R AR A L AR AR s, AR IR R R
TERR 1T HE 2R AR, AR R T 2R B TE 28 L A5 g 68 A 28 2R (R R o 40 #r He v JER R T 2 BRI R 2 7 A U
DAV RER IR, 05 R R IR LA T . FETR A, HR N 2/ N A2 B3 FHLE T 5
BLAAE, W2 T DR T R RN AT Zd 2 B4, SR DAEE k. B—J5, af LRI
B BRI EAR R R L R A i, 29 60% IR CL R 2R, e BARGS FLIB AT ML RN RR A s R T L2,
R AN B HKPAEEE, ToEm sl 23, Rl e Bt 2 R .

Table 5. Chi-square test of cross-tab analysis of games on-shelve and off-shelve
5. E&IFPRE TRIFRZX SR HRE

8 df Sig. & #E
Pearson 75 43.651 16 0.000™
SR EL 47.533 16 0.000™
BHREHIHHN 1200

4.3. ERHAEIR TR AR RS

e £E 2020 4F I 4 BT xR B HET 5 A HRE44 BT 300 A4 A HEAS Bt i , H IR RATL R A By X
el XA X 7y 18 Fft, Bk 14 4 BT L4 kS T SRR 17 FRRAN, SIS AT SRR AL
KM I IX 18 FPRAAEHAT B b B, BAR AT T A R R AL R i s2 Wi 22 e A R R
B SR AT BE 1R P-P I, i 2,

HATREIER P-P B

1.00

0.00 0.20 0.40 0.60 0.80 1.00

M R TR

Figure 2. P-P plot of normal distribution of ranking list

2. BFHRHMTIEIERS P-P
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P-P B x oy JsE B, y BONIIER RO MRS AE. 2 AR, BT EURIR R 250 A E A
G, TR B IEASE ML, R ARE = BADIRAS N I IES /00, (B HHUIFIE 58 2 AR )
WA, M Lk, UM BA IS AR, AR ST 34T B A 55 2 70 #r o

Giit 2020 4 bRk B HE T RS RE A HEA B0 300 44 TR AL L Y BUARBORN 44 0, B — 40 1 4,
B2 0, KUERHE T — MR 2020 4 _FAREERIHEL T B ME, BB RARER HEAZ BREE AT,
Hedaidtl, R Z 0, Wk 6, AT RURBLH T RSB TR EE R B .

Table 6. One-way ANOVA of game types in video game ranking list
6. BFIHEHTE P XN B R R FES

iiSs&sit] BHIE) T F Sig. & #1k
NG 3 90 159.39

LENERi337 115 139.58

B Rk 213 142.05

TR 606 146.10

R FLE 241 142.28

TR SRR 57 156.11

FRER 2> 27 163.74

ST 1 299.00

ST %K 50 151.18 N
V34 134 172.04 2949 0.000

i Bk 60 89.32

TR 23 134.87

FEME AR, 581 149.34

R 26 168.73

R 43 154.35

FEYE 924 147.39

I 5 Ui 2K 6 125.83

AR 37 142.14

A XL, Wk 3, R RUA B RS xR T M 89.32 ik, URHA BONFERT, 113
TFUKHAT P EME 299 femy, ARHABONEER. WML E, FEMERK, BAREER. K
A6 IR, RO R B ISR SRR SRR 2, BRHMTTIEMEAKR, KBUEAY
BT R B RS, LRI SRAL AT, A s SR kSRS S AN 3 1 S35 % 1
R, (B HEAT B R BT B R S R 0 H A A T A R A K

o B AL A HEAT B L BB 2 (H AR SERT DL G, AT RE SR PR D 2 38 R0 ) L T 4
BRA, HUECHAT B MBSO & B0E SRR R S, HEREAE, ARBEREE, Kt
MBI S . (HEG G 4 KB T DO et B R i) LT 7 EE oy 13.83%, AHALH AR & T i
i E BRI AT P A AR, AERROVEERT, BRI AT CLUAAN  n R A B R R R, 32
BIPE %, K SIAEEHA TR ARTS . DT ot e ) 2 B ST A AL W 3 AR AR OR AT A5 RE )
KIETT Ao
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Figure 3. Comparison of game types in video game ranking list

3. BFIFRCHHM TS iR S B A EL B

LTI R T B O W] B S AP R4 G, (H W] Be R A R LA & IORURER, iR & 5
BARPTBEN NS /1L, MAEHMTE LA UCERT . DIASSCE R SN TAR = IR, it
AT HEAT B B A B 73 A o SRR A M, Rl RN EE — R IR, TAR= R
NIRRT . KGR TAR RSN 0, /R TAR = A% 1, 4R 7.

Table 7. Result of hierarchical regression analysis
F 7. SEEIAZHER

1L 22
e 145.909™ 203.170™
Gk (46.182) (39.988)
e s 0.134 0.377
b INK
R (0.479) (1.387)
" -43.675"
,
TAEZE AR (-14.135)
FEAHE 3234 3234
R? 0.000 0.058
%% R? -0.000 0.058
F 1A F (1, 3232) = 0.230, p = 0.632 F (2, 3231) = 100.020, p = 0.000"

SRR 1 B AR RO R 2, R 2 fERER 1 SRRl BN TAR = MM AR . MR 1 R
G RN, BN IS HHAT BRI AN A . B 2 (OB E DN 0.058, JF HLRA BEE, Ek
& TAEE MBI G B B R S JF H TR MBS HAT B e, P E R AN TR m
KZ, JREVRR AR (GhS 0y O) R s h N TAR R (S 1)liek, FEHMTH LA SR,
KA fREZe R, T UE SR AR B SR TR R &R
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TRy RAZ R M E R B R BAEE, RHOR TR S A B A B2, DT DL (el Ry

FEQIR :
Y =203.170-43.675- x, (L1 5 LA

600.00 - HeATHE

400.00 - : _—
a :
R
% 200.00 A
.
s

0.00 -
-200.00
/N IERR TAE & REDPRR TAE =

Figure 4. Box plot of studio scale and game ranking list

B 4. TEENESHRHEHTERELE

5. &g

A G 1 5 B, F e xR M I F R 32 DR D A R s e i 8 o [ A LA FE Pk B Sk AT O
FRE A RHAL, Hrh PC i F-& Steam 7£ [E ATEERFH F &= Ul M, 7EPZ 15 A Steam = JokE iv] 2 H
AR PC 3 V-6, HAERZENE B VS ER A - E m AEF, FHUmM RS PS AME R A U N &5
R IR T 1m) LS N, 2020 4 R 554 3 -5 AR A 1R I S5 AH A AR DR Rk IR

PR A B] TG 18 A2 KA IR A ml Ik & /N Rk AR, #REIN 1 9 K R SRR AG DL RE /), FEA
()58 SAYE T e 8 A3 B ORFE, 2020 FREAR I AR A GED BT L 2019 IR BRI R 22 R S0 BT
FRB PRI B S N EE A BAE AR, HS AR N RIR S XN, B
SRUG IR BTk BT EE R B AR, (R R 28 AOAE 2R Lzt bl LAt 2R AL i ak o DR 08 SR 2R AL ik e /D
HAERFER, R&EMER TESERSRBENT R . BT8R0 E s, (52 28 %9 28k 78 #4
BHTES EHILAEA 2, RSN BUIT R BTE R R 0k, B2 s HrR, S
BHAT RS RTH, TR 5T A 2 R SRR R W R AR = AR R AF & B R TT . 43 )2 18 VA 23 A i
7N TAE 2 SO TR T B i 40 A WA ey, RO TAR 8 rh /N TAR = MR 7 E MR, EHHMTE
R HEA BT .

E&WMAE

HEZE AR I B AR E (T AR B RREEE S SIS & 5 85
PRIRE T, BIHS: G002); 2021 MBI AR 2 E H G E W EE AL H (W H A FR: B
BHEAE BN A28 R N S B Sl e @i, TH %5 202102344024); & 1R 5 PE# b
B A Bk 4 (W H 478 BHFDTE EZ), JG2018SRF10).
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