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Status and Issue Analysis on Indie Game in China through
CONCOR Analysis
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Abstract

This study analyzed the current status and issues of indie games by analyzing big data on online news
that were released from 2021 to 2022. Indie game news data from Google, Baidu, and Weibo, which are
most frequently used by Chinese, were extracted and refined through a pre-processing of textmining
techniques. Subsequently, it was visualized through UNINET and NET DRAW for CONCOR analysis based
on the extracted keywords. As a result, external and internal factors of the indie game industry in China
were found, and inhibitors were also found. The direction of Chinese indie games was explained in two
main ways. First, it is necessary to produce indi games related to children's education. Second, they will
strive to produce and commercialize 'Chinese' indie games based on overseas platforms aiming for
globalization. Looking at China's current policy, the future of indie games is never easy. This is because
Chinese developers, whether individuals or companies, should be careful about changes in national policies.
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It is also necessary to protect the youth from addiction to games and solve the problem of making games
a learning tool.

Keyword : Big Data, Textmining, China, Indi game, CONCOR
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[Fig. 1] Graph of Online New Data related to Indie Game in China
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[Table 3] 40 important keywords of indi game in China
=M FIHE HIE TF-IDF HAZMY
1 H () 11798 0 0.26699
2 EEER D) 1508 2934.43 0.06192
3 E i) 1337 2151.81 0.04118
4 E8|0[0f(b %) 1271 1396.33 0.06029
5 %ﬁ(ﬁh) 1145 2380.96 0.03897
6 OIC|A| LT ) 1128 2021.10 0.02688
7 7|42 811 1578.13 0.02630
8 INCENCERED) 787 1531.43 0.03907
9 EECTR) 754 1350.98 0.02198
10 M ABFTE) 742 1443.86 0.03350
11 NEEESERE 560 1230.44 0.03629
12 A2 547 1311.64 0.02601
13 INLRKPE#EE) 508 1056.35 0.01497
14 SHE(15E) 482 1059.06 0.03341
15 E2-8 =N 454 997.53 0.01833
16 A% 434 1145.35 0.02044
17 E23)b) 412 1087.29 0.02467
18 HE(H%) 393 863.50 0.02371
19 AR ) 393 1089.62 0.02630
20 EIRIEED 383 1061.90 0.01084
21 NHIGE) 382 839.33 0.01651
2 =GP 373 1034.17 0.01843
23 b7 | =R 362 1254.59 0.01296
24 BAKAT) 348 864.74 0.01987
25 W(EH) 333 923.27 0.01315
26 RREEER) 313 886.79 0.01344
27 Aﬁl(ﬁm) 301 834.54 0.01680
28 HI0| &k xD) 293 702.58 0.00988
29 7*“(1_ %) 292 973.00 0.01392
30 2EFQIA| (MR 289 879.86 0.01920
31 R LIE|it) 283 1206.33 0.01075
32 7| RKGEH) 280 738.93 0.02361
33 SRKET) 278 770.77 0.01132
34 X 277 750.12 0.02150
35 SE(HEN) 274 723.10 0.01891
36 e 265 679.71 0.01564
37 I"*(WF) 263 694.07 0.00950
38 ARI(55Y) 259 853.62 0.01056
39 oLAH(Hi) 257 769.90 0.02208
40 = A(EE) 256 709.78 0.00796
41 AT 253 757.92 0.01939
4 Mo ed=EmR 250 874.12 0.01123
43 N 248 716.81 0.01612
44 RS 247 668.88 0.02054
45 A0 (i) 231 692.01 0.01084
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