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Abstract

This study aims to explore the current state of game streaming in China and its social impact. The
research particularly focuses on issues arising from the low barriers to entry and open nature of
the industry, leading to varying levels of streamer quality. By employing literature analysis and
survey methods, relevant data were collected and analyzed to deeply examine the development
status of game streaming and its social ramifications. The findings reveal that, although competition
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within the game streaming industry is intense, the varying quality of streamers, especially the poten-
tial negative impact on minors, poses a latent threat to social order. Based on the survey results, this
paper proposes improvement recommendations for the game streaming industry, including en-
hancing streamer quality and improving platform regulations.

Keywords

Live Streaming, Game Streaming, Online Media, Social Impact

Copyright © 2024 by author(s) and Hans Publishers Inc.
This work is licensed under the Creative Commons Attribution International License (CC BY 4.0).
http://creativecommons.org/licenses/by/4.0/

1. 51§

B AR DSEE, A2 B ML a2 AR RIE T A . BHER B R R e, 75 B
PR AT AR AR AN BT B (1 — 340 o AATTIRLAE T LA B I i b i g BRI A LB &R T, DARR
WU FAE B EX—HORFFH RS T, Btk s) 7 2 CEZEREM . BRI Lk Ai1=
ZENT s RRERI LIRS, a0 2% ELRE AN RS B L (1) V2 A o #EAC 4 IR 25 (SNS) A& LI I 5
PRELE TP, BFERUE. QQ. Twitter AT &, XU PAIEES T A BRI . ik r
SO EARIAE AT e, BB BN RE, FH P e DABERT B TR AR ik, HA
BTz, JLTE A S, AFEA . FaE R, M FAEBUA NS, B, BT E L
71 (Yoon Seok Yeol)FIH SNS B AL HBUAES), MAREKIVFZ A miEE SNS 5 A k47 HE).

W28 BB AT ML AR B T 37 A R T () SRR T T . TCVS R TE [ NI 2 E PR B & b, OB k- B 0 g
i 51 RS R ARG RIRZR W) s [1] HAZORHEERE: Bk, MEHEFGREMEMNE, 1/
RETE H CRIE FARAMAAL Ik, MEEHBA&ERIFINE, RHMEMAS S, 8=, HPNGET
MUSCHLG, fHrE ARNE BN HAT, 2 NEEBNERINEAA TE B N2, Rl
10 28 20 % W P BEARE (i 2 B A, FAL LSO TAE S — 5, BUARIE “28 757 o 48T
& ERIRAIR B N AN 5 TR AR, i B R AR SR . eAh, A N4 B RR 2
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Figure 1. Publication volume of live streaming research on CNKI
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Figure 2. Publication volume of game streaming research on CNKI
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Figure 3. Publication volume of online media research on CNKI
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Figure 4. Gender
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Figure 5. The age of viewers watching game live streams

E 5. MBI E B FE

KT BRI AE TR, afUUEREFLLRNNAE 64 N5 T 27.71%, FEEKERA 103
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Figure 6. The education level of viewers watching game live streams
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Figure 7. The income level of the viewers
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Figure 8. The platforms preferred by the viewers
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Figure 9. The duration of viewers’ exposure to game live streams
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Figure 10. The reasons why viewers watch game live streams
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86 N5 7 37.23%, WA 3 /M LALRIAE 20 A5 T 8.66%.

VAN E=plidS A=K MRS

8.66%

37.23%

= 3000 B AE A = 3000 4h-1/ N 2 = /N2 2245 = 3hBLE

Figure 11. The duration of time viewers spend watching game live streams
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Figure 12. The spending habits of viewers while watching game live streams
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Figure 13. Is there any inducement to spend while watching live streams?

B 13. UEERNERFESIHENER

(4) “FEFFAEA AR 0]

Wi 14 s, 1ERT AN T EAAAE L A o, A ERRRITAT A B 11
A 72 N5 T 31.1%, WRNERBRBEAEE A A 93 Ndi T 40.43%, T FUATH 21
19 Nd T 826%, IAERENIHNEEMA 33 Nb T 14.35%, EFEHAR, DABRAREKA 13 Nb T
5.65%. KR Z NHESE 7 EH/ETA R, HHE NS, XSBSAREZRBEN SRR, mE
Som AR

DOI: 10.12677/jc.2024.126242 1601 WAL RR


https://doi.org/10.12677/jc.2024.126242

Y. Y. Kim

AT AR ]

5.65%

14.35%

8.26%

= $R IR AT 7 SR Ui e T 1
s EREERREARE (B, HED

75T WLARVH 2

At ST v A
= oAl [3EAn]

Figure 14. What types of issues are present on the platform?
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Figure 15. The reasons why viewers watch game live streams
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