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Technology Influencers - China

“Within the technology industry, technology KOLs have
a debatable influence in terms of driving technology
purchases, but are unavoidable to enhance brand
marketing. They are more influential with younger
consumers specifically by focusing on value-for-money
technology products and to help make technology based
information more entertaining. KOLs resonate best with
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Digital Trends - Q4 - China

“Driven by Mintropolitans, smart speakers have
improved penetration throughout the four quarters in
2020. Acoustic experience is to highlight for capturing
future growth opportunities. Young people (eg Gen-
Zers) are not the panacea. High-end digital devices, such
as VR devices, may want to re-examine the targeting and
positioning strategies.”
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Digital Trends - Q3 - China

"COVID-19 has not stopped the process of digitalization
in China. It has changed consumers' consumption
practices in all walks of life. The rise of live streaming
has reshaped the entire e-commerce industry. In the
medical industry, the concept of health monitoring and
the rise of online medical platforms have become ...
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E-sports - China

“COVID-19 has slowed fan-based revenue growth, but
boosts gaming number which will be a good asset for
esports industry going forward. Compared to traditional
sports tournaments, esports had an easier transition
online. The perception of esports is similar to traditional
sports in terms of the competitiveness between teams.
Considering the ...
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Smart Home - China

“The smart home market retained a positive outlook
under the influence of COVID-19, as the market has
continued to grow at a steady speed over the past four
years, fuelled by consumers’ willingness to upgrade their
devices, IoT technology and the 5G applicable
penetration. Overall, the market is still at ...
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Mobile Phones and Network
Providers - China

“China is likely to lead the 5G revenue uplift. Consumer
upgrade intentions are strong, focusing on key features
such as smoother operating experiences, 5G
enablement, and higher quality. As for data plan
upgrades, operators will focus more on expanding the
5G use scene for consumers with more data plans and ...
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Wearable Devices (Incl Impact of
COVID-19) - China

“Despite a bumpy start to 2020, China’s wearables
market has remained resilient and in good fighting
spirit. Consumers’ willingness to engage with their
health data is spiking due to the COVID-19 outbreak.
This will likely result in higher sales volumes of
wearable devices. On the one hand, the health and ...
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Digital Trends - Q2 - China

“COVID-19 has become a catalyst for accelerating the
digital society in China. People's work and
entertainment are constantly moving towards
digitalization. The short-term challenges associated with
the virus has not stopped people from accepting more
digital devices, but instead has made increased usage
and the recognition of their importance ...

E-learning - China

“About 13% of China’s total population are children aged
4-12 years old, 30% of which are current users of e-
learning platforms. Nationwide COVID-19 quarantine
measures drove families to embrace e-learning to cope
with this adverse situation. In the long term, parents’
priority to spend on their children’s education will be ...

Digital Trends - Q1 - China
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“Observed in Q1 2020, the biggest ownership growth is
in gaming console. In specifics, post 1990s and post
1970s are the top two generations driving this increase.
Commercial 5G users are not ready. A result from the
disruptive COVID-19 outbreak, consumers have been
delaying their product upgrades. As the livestream ...

Technology Habits of Gen Z -
China

“Having grown up with constant digital exposure, Gen Z
owns a wide range of digital devices and favours
switching between screens to enjoy various online
activities. Watching TV series/movies and online
gaming remains popular across all screens. As Gen Z’s
attention has been distributed across diverse platforms
and screens ...

Mobile Apps - China

“Consumers may be easily converted when it comes to
apps that can provide further convenience, yet they are
also hyper-vigilant about the ownership of personal
data. As China leads the world in developing mature
data privacy-related policies, mobile app developers are
left to face a more intense market, expected to ...
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