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Abstract

In recent years, with the spread of 5G technology in the Middle East, its game market has become a
target for Overseas Chinese game publishers. This paper combs the timeline of the Middle East
game market, takes a game called “Revenge of Sultans” as the starting point, analyzes its
best-selling market factors and the constraints of the Middle East market, combines the future
development trend of 5G and big data to put forward the prospects of the Middle East game
market, and predicts the next game wave.
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Table 1. Sensor Tower’s 2017 Middle East China-made game revenue list
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Figure 1. Annual growth in gaming revenue in some
parts of the world from 2016 to 2017
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