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Target 

This summary report will help Israel IT vendors quickly understand the China Online Games Consumer habit and the market situation, and what’s the hot spot in the coming years

. 

Executive Summary
1.1. Chinese online game users occupational distribution 

online games research data shows that Chinese online game users are the main students, followed by IT staff and education / media personnel. 
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1.2. . The age distribution of Chinese online game users, 

online games research data shows that Chinese online game users under the age of 30, accounted for 60%, major to lower the age-based users. 
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1.3.  Chinese online game users of internet age

online games research data shows that Chinese online game users in the internet age of 3-5 years, accounting for 39%, followed by 1-3 years of the user. 
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1.4.  Chinese online game users of online games age 

online games research data shows that Chinese online game users are mainly in the games age of 1-3, followed by 3-5 years.
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1.5.  Chinese online game users of different education level

     online games research data shows that Chinese online game users are mainly high school education,   

  followed by college and university degree. 
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1.6 . Chinese online game users of the sex ratio 

   online games research data shows that Chinese online game users in 55% of men, women account for 45%. 
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1.7. Sex acting ratio inside online games of Chinese online game users 

      online games research data shows that most online game players prefer to play with man identity
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1.8.  Chinese online game users of geographical distribution 
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1.9. Chinese online game users of income 
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2.1. Impact on China's Internet game users to choose the games 

    the most important factors of the game are difficulty of operation, service systems and connect speed
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2.2. The reasons to leave a game of Chinese online game users

    the reasons to leave the game mainly focus on game too slow , update too slow, friends and relatives of opposition. 
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2.3.  where the Chinese online game users to get the information 

     major information channels up to the professional game's Web site, followed by the Forum and the related   

 Online game magazine / game advertisements. 
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2.4.  what’s the most popular cell phone games been download

     the most frequently downloaded cell phone games is the type of leisure category, followed by sports and action categories, never download mobile phone game users also account for the ratio of 11%. 
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2.5.  Where the cell consumer to get the game information 
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3.1. Affordability of Chinese online game users (excluding Internet access fees) 
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3.2. Virtual transaction value of Chinese online game users 
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Major players in this market
Chinese online games market in 2008 for the first 3 quarters of the individual user market reached 4,760,000,000 yuan, the chain grew 7.5 percent in the second quarter, continue to maintain stable growth. Online games market operator, Shanda, Netease and Tencent ranked the top three.
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Chinese online game industry in 2008 has not met the "winter"; the vast majority of the industry's leading companies in the first half of the performance are still maintained rapid growth. 2008 China online games market last year, year-on-year growth of 50% -55%. 
Tencent in the top quarter of market share over the network and 9city and Giant, jumped to third place in the third quarter Tencent network revenue reached 607,000,000 yuan, to maintain a high-speed growth, mainly because of the new game "Dungeon And the Warriors "and" crossing the line of fire "in the current quarter millions have contributed to the revenue, and the other on the one hand, the old games are generally growth. 
  
Kingsoft quarter revenue growth was mainly introduced from the second quarter of game two, "Gods 2" and "World Musketeers", "Musketeers of the world" has become the highest number of Kingsoft online games, the third quarter of the online games business Kingsoft Revenue reached 153,000,000 yuan, a rise in market share ranking into the top ten. 
Giant in the third quarter of the formal launch of the "old version of the journey," This is a cancellation fee function and most of the game and made some changes to the version of this giant of online games in the third quarter of ARPU and APA have had a Adversely affected. 
9city quarter revenue decline was mainly due to seasonal factors: the three-quarter profile of the summer is "World of Warcraft," the off-season. 
  
 
	Game Operators
	08Q3
	08Q2
	08Q1

	Shanda
	18.3%
	17.9%
	19.3%

	Netease
	13%
	12.8%
	17.1%

	Tencent
	12.7%
	10.5%
	5.5%

	Giant
	10%
	11.4%
	13.5%

	9city
	9.8%
	10.9%
	10.1%

	Sohu
	7.8%
	7.4%
	3.3%

	Wanmei
	7.1%
	7.4%
	3.5%

	9you
	5.5%
	5.6%
	6.6%

	Kingsoft
	3.2%
	2.8%
	N/A

	Wanglong
	2.9%
	3.8%
	7.6%

	CDC
	1.8%
	1.7%
	2.7%
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WWW.SHANDA.COM.CN

Shanda (SNDA) is China's largest online games operator. Shanda offers a range of online games for users on-line entertainment, games, including their own research and development of these agents and operators of products, from which a grand operation of the "Legend 2" in the IDC survey carried out by the user in China as the most popular online games, and Shanda launched the first self-developed online game "World of Legend." 
The game operator Shanda, including Massively Multiplayer Online Games (including the Massively Multiplayer Online role-playing game, that is, the MMORPG game) and casual games. These games in the form of interactive users to create a strong sense of community. Shanda games huge user base not only increased user loyalty, and is conducive to attracting new users. Shanda's MMORPG game allows users to a particular role to play through or a particular identity in the virtual world to interact with other users sharing. With the continuous development of the game circumstances, the user can continue to accumulate experience, has a role to play with other players for real-time communication. MMORPG games because of the need for a long time to accumulate experience and enhance their role in capacity, so this type of game the more viscous, meaning that users will spend a longer period of time to play these games. And MMORPG games, Shanda's casual games on the relatively simple and does not need to spend a long time, it also attracted a wider range of users in particular home users. 
.




WWW. 163.COM
Netease Corporation (NASDAQ: NTES) is China's leading Internet technology company in the development of Internet applications, services and other technologies.

In December 2001, Netease be the first to introduce the first large-scale network of autonomous research and development of role-playing game "Westward Journey Online", 2002 years 8 months, in the original development on the basis of the "Westward Journey Online II", became the first Successful operation of China-made online games. In November 2003, a large-scale Q version online game "Fantasy Westward Journey Online". Two games at the same time the number of on-line is currently nearly two million. May 31, 2006, Netease developed the 3D games, "Datang Knight," the official beta, then hit a beta at the same time the number of on-line record of 170,000; the first quarter of 2007, all 3D games, "Two world" to attack the domestic network Travel market; "Westward Journey Online II" an upgraded version of "Westward Journey 3" on May 20, 2007 into the online stage, other new games will also push operating schedule. At present, Netease variety of online games has won the "favorite-player online games Award" and "Best Original domestic online games Award" and other selected industry awards received by players and industry praise. At present, Netease game has occupied the largest market share of the domestic network, become independent and autonomous research and development operations of most online game vendor. 
NetEase's main business - online game business 
Netease online gaming network of professional entertainment and related industries, at present, the main provider of multi-role-playing games (MMORPG) in the development and operation. NetEase is operating in the game: their own research and development of large-scale MMORPG type of game, "Westward Journey Online Ⅱ", "Fantasy Westward Journey Online", 3D large-scale fixed perspective role-playing online games, "Datang Knight" bubble, as well as casual games platform , Another Genie subject to all 3D games, "Two world" in March 1, 2007 into the beta. 
Since April 2005 the first time Netease game at the same time the highest one million online, to create online games industry since the first miracle of platinum, Netease game has been an increasing number of local players like the recognition and market performance continued to grow. At present, Netease's games registered users has more than 200,000,000, the highest number of on-line at the same time more than 2,000,000. 
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WWW.QQ.COM
Tencent Inc.Founded in November, 1998, Tencent, Inc. has grown into China's largest and most used Internet service portal. In its ten-year history, Tencent has been able to maintain steady and fast-paced growth by always putting its users first. On June 16th, 2004, Tencent Holdings Limited (SEHK 700) went public on the main board of the Hong Kong Stock Exchange.

As one of the four online platforms of Tencent, Tencent Games is a world-class online game developer and operator, and is recognized as the largest online game community in China. In line with the Tencent online life strategy, Tencent Games is dedicated to the sustainable development of long term game-related products that are both healthy and competitive, responding to users' fundamental needs and ensuring ease of application. With an open attitude, Tencent Games is setting benchmarks in multi-segment online game markets by implementing a three-prong strategy of in-house development, licensing and co-development.

Tencent Interactive Entertainment currently offers over 60 games in five categories including Mini Casual Games, Massively Multiplayer Online Games, Advanced Casual Games, Desktop Casual Games and the Battle net Platform. Through QQ Three Kingdoms, QQ Huaxia, and QQ Free Fantasy, Tencent Games held on to its lead position in the MMOG market in 2007. QQ Game is the largest mini-casual game platform in the world, surpassing the 4 million peak concurrent user mark in early 2008. QQ Speed, Dungeon & Fighter, Cross Fire and QQ Dancer have also been highly successful this year in terms of both number of users and revenues.

Major Trends 

China's online games market, the Internet's most successful Internet service, after several years of rapid development of online games in China in 2007 the size of more than 11,000,000,000 yuan market, up 72% increase in 2006. MMORPG games which contribute to about 70%, close to 26% of leisure games. At the same time, in 2007 at the same time focus on domestic online game company listed on the year, the top 10 online games operator, 8 companies have been in Hong Kong, the United States on the New York Stock Exchange and Nasdaq. Online games market competition emerged to stabilize the situation, the top 10 network operators in over 90% of the proportion of income. 

Although, both from the IPO, or the industrial chain business model, MMORPG game development have been very mature, but at the same time MMORPG game also has a serious product homogenization, the strength of the domestic shortage of developers. 

Web games is the rise of online games in 2007 as a bright spot. Because of its rich content of the game, quick access, the client does not need to download, cross-platform mobile phone and PC, and other advantages attracted a lot of wind and current cast online predators. MMOPRG in the mature time, as well as fees charged by props profit model is also the beginning of the game page application, and the IGA (in-game ads) are considered to be a far-reaching impact on the operations of the game's business model. China in 2008 Homepage expected the game will be a qualitative breakthrough in revenue over 400,000,000 yuan, the scale of the user to reach 8,500,000. In the next 3-5 years, the website of the game will be about 50% annually at the rate of growth. MMORPG games in a very mature market environment, the website of the game to become the largest online games market in the future development of the driving force.

Along with other Chinese telecom industry restructuring, in particular, the upcoming 3G business license issuance, mobile phone games in this area will become another hot spot network development. China now has more than 6 250 million mobile phone users, China is far from over The base of Internet users, mobile phone games will be an important application of 3G. Asia and the crowd's preference for mobile applications, particularly GPHONE the IPHONE and the market will greatly promote the mobile application platform and related games in the field of promotion.
END
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