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Abstract

in the development of traditional mobile game industry in China, this paper proposes a research method based on text mining and

In view of the problems of inaccurate theme identification,lack of using data mining and visualization analysis method

decision tree analysis for the development of China’s mobile game industry. It analyzes the factors that influence the revenue and
popularity of mobile game from many aspects,evaluates the characteristics of the industry from multiple perspectives,and studies
the relationship between its revenue and the degree of visualization,the types of games,cultural background and internationaliza-
tion index. In this paper,a detailed experiment is conducted with Python language,and the relationship between the developer and
the local science and technology innovation index is analyzed,so as to dig out the mobile game with high intelligent recommenda-
tion popularity and playability. The experimental results show that the proposed algorithm has certain theoretical significance and
research value,and can be applied to fields of mobile game market analysis, mobile game evaluationrecommendation and so on.
Meanwhile, it can optimize the mobile game industry market in China and promote its development.
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Fig. 1 Mobile phone data analysis system framework
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Table 1  Features included in the mobile dataset

BRAE 4 B HRAE £ AL AL 5 3® S AE 7R ]
UK 4 A% varchar  #i3k & 4 R EH%EAE
LN float VR R ONCIE S 8100

kXA HE P 1 MOBA #%.,2 4 |
[ . & # %,3 H ACT #%.,4 i MMORPG 1
BRRE it ek .6 % FPS %.7 % B (MOBA %)
%,8 4 RTS .9 H %,
I ® int R E T f& A
iF o float W A Appstore B iE 0 GHE A H 5, 4.4
Eh it g:&ﬁ Appstore 3k 1 #iF % #, (F 630
% b it HERER EHERRN L HFL,0 N OB 1
= BE . REDERE, (m i)
(3) B4 Ak 34

TF U B8 o3 BT 2Z 0 - T 2 B 0 4 19 {5 8L AT T A B 45
B AL A FE S I AT B b S (B B0 W U L h SRl A 2D
DR, HH A2 T AR B T RRR A DR UE 5258 4 Bt g 2
WERR . S SCAY YR AL BB A0 95

DR 7R B R A B, ZE SRR, T3 15 2 A8 op A e T 2R
TR SR BB I B R AR B R RS BEAT A 1) I8 B
AL BT AR N T sh b4

2) 4k PR {E L WCRE /N TR 43 T 10 3 4 R AT A S PR
B AFTE R Gl 22, 30 40 F e M) R OR DR E L A SR A 8
RPFATRA

3 AR T U W 1 BRI v e 44 R RN T AR AR R TR Y
FFT Lean ™ o 7«7 S5 B 5T 2R 48 IR 2E AT 0 % RN

4) 43 3R] 43 i) o T S R A R — E R
BB BT E Y i

DI = 538

3R] 2= A X IR S A H A R A v A S IR T LA
MoE b g B B O R 2= J2 7 s oG R v gL, DT S 8
KA 1 SCAAF L A9 5T B8 2 2 — IR 43 S B AT 46
NAMFE ., ACHE I E Python 14 % WordCloud ¥ J& £
K T 5 E i =

AR 3L 32 FE TR S TR AR TR HEAT 43 0T, AT TR A
Tz, Hm Rl 3 fr s . G465 A 8008 32 S L v 4
SCIA) AR R T R = A A S A R

FANLHAIA

[ #xa@ |
BRI

B3 iz i

Fig. 3 Word cloud analysis process
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