
   

 

International Journal of Global Economics and Management 

ISSN: 3005-9690 (Print), ISSN: 3005-8090 (Online) | Volume 6, Number 3, Year 2025 

DOI: https://doi.org/10.62051/ijgem.v6n3.15 

Journal homepage: https://ijgem.org 

 

   

 

Content from this work may be used under the terms of CC BY-NC 4.0 licence (https://creativecommons.org/licenses/by-nc/4.0/). 

Published by Warwick Evans Publishing. 

WEP
Warwick

Evans

Publishing

Game Localization Marketing Strategy Model under the 
Perspective of Cultural Topology Reconstruction - An 
Empirical Study of Blizzard Game Chineseization Based on 
Hofstede's Cultural Dimension Theory 

Lina Li 

Marketing Planning and Development Research Institute, Huaxia Academy of Innovation 
Entrepreneurship, Beijing, China 

gongzuo1232024@126.com 

 

ABSTRACT 

This study takes cultural topology reconstruction as a perspective, constructs a game localization 
marketing strategy model based on Hofstede's theory of cultural dimensions, and analyzes Blizzard's 
game Chineseization practice as a case study. It is found that effective game localization is a deep-
level cultural reconstruction process, and the collectivism and power distance dimensions have a 
significant impact on the Chinese market. Cultural topology reconstruction strategies include four 
categories: retention, adaptation, innovation and substitution. The successful case of Blizzard shows 
that the ideal cultural reconstruction should balance originality and local adaptability, and adopt 
progressive adjustment strategies to make localization a dynamic evolutionary process. 
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1. INTRODUCTION 

As the globalization process of the game industry continues to deepen, the problem of cultural 

adaptation in cross-cultural communication has become increasingly prominent [1]. As highly 

interactive digital cultural products, games not only carry the creators' cultural intentions, but also 

need to resonate with the cultural psychology of the target market audience [2]. Traditional 

localization research focuses on language translation and superficial symbol replacement, but lacks a 

systematic cultural reconstruction perspective [3-4]. Although existing studies have explored the 

impact of cultural differences on game acceptance, analyzed the application of Hofstede's cultural 

dimensions in the field of digital entertainment, and studied the cultural characteristics of the Chinese 

game market, they have failed to build a complete framework for localization strategies [5]. This 

study breaks new ground by proposing the concept of cultural topology reconstruction, combining 

Hofstede's theory of cultural dimensions to establish a game localization marketing strategy model, 

and empirically examining Blizzard's game Chineseization practice as a case study. The study adopts 

a mixed research method, combining qualitative and quantitative analysis techniques to 

systematically sort out the types of cultural reconstruction strategies and their application conditions. 

The results of the study not only fill the gaps in the theory of game localization, but also provide 

practical cross-cultural marketing tools for global game enterprises, which is of great significance in 

promoting the global circulation and local integration of digital cultural products. 
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2. THEORETICAL FRAMEWORK CONSTRUCTION 

2.1. Core Concept Definition 

Cultural topology is a theoretical system that studies the distribution and connection of cultural 

elements in the game creation space, and its focus is on the organization and structural characteristics 

of cultural representations. In the context of game design, cultural topology reconstruction refers to 

the conscious rearrangement and connection of cultural elements in games to form a new cultural 

expression system [6]. This concept is different from simple cultural adaptation or transplantation, 

and emphasizes the reorganization and evolution of the relationship between cultural elements. 

Cultural topological reconstruction includes both the physical display of cultural symbols and the 

internal logical reshaping of values and behavioral patterns. As a highly interactive medium, games 

provide a unique field for cultural topological reconstruction, enabling players to perceive and 

participate in the generation of cultural meanings in the process of interaction. This conceptual 

framework provides a new perspective for analyzing cross-cultural game creation, and helps to 

understand how cultural elements can be reorganized creatively while maintaining their essential 

characteristics. 

2.2. Reconstruction of Hofstede's Cultural Dimensions in the Game Domain 

The application of Hofstede's theory of cultural dimensions in the field of games needs to be 

reconstructed by taking into account the specificity and interactive properties of the game medium. 

The power distance index is reflected in the design of the power relationship between the player and 

the game system, as well as the way in which the hierarchical structure between game characters is 

presented. Individualism and collectivism dimensions affect the design of social systems and 

narrative frameworks in games, with East Asian games often emphasizing teamwork and collective 

honor, while Western games focus more on individual heroism. The uncertainty avoidance index is 

reflected in the tightness of game rules and randomization design, and games with high uncertainty 

avoidance cultures tend to have clearer progression paths. Masculinity and femininity dimensions 

affect character design, aesthetic style and conflict resolution mechanisms [7]. Long-term and short-

term oriented dimensions are reflected in the game process design and reward mechanism, affecting 

players' behavioral motivation and source of satisfaction. Using these dimensional analysis 

frameworks, designers are able to more accurately grasp cultural differences and carry out targeted 

cultural topology reconstruction. 

2.3. Cultural Topology Reconstruction Strategy Matrix 

The Cultural Topology Reconstruction Strategy Matrix is a systematic methodology for restructuring 

the cultural elements of games, which consists of four key dimensions: cultural depth, degree of 

reconstruction, degree of interactive involvement and market adaptability. The cultural depth 

dimension distinguishes between the reconstruction of superficial cultural symbols and deeper values, 

and forms a continuous spectrum from the adjustment of visual elements to the reshaping of 

behavioral logic. The degree of reconstruction evaluates the degree of deformation of cultural 

elements, including three types of strategy paths: retention, hybrid and innovation. The Interaction 

Dimension focuses on the degree of players' participation in cultural reconstruction, from passive 

acceptance to active creation. The marketability dimension considers how well the cultural 

reconstruction results fit the cultural background of the target audience, and evaluates the degree of 

potential cultural friction and acceptance [8]. These four dimensions are intertwined to form sixteen 

specific strategy types, providing game designers with a refined cultural reconstruction toolbox. The 

matrix goes beyond simple cultural transplantation thinking and guides designers to realize innovative 

cross-cultural expression while maintaining cultural authenticity, thus enhancing the cultural appeal 

and global market competitiveness of game works. 
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3. RESEARCH DESIGN AND METHODOLOGY 

3.1. Research Hypotheses 

Based on the cultural topology reconstruction perspective, this study proposes four core hypotheses 

to guide the empirical analysis and model construction. Hypothesis one hypothesizes that there is a 

positive correlation between the match between the game content and the Hofstede cultural 

dimensions of the target market and the market acceptance, and the higher the cultural fit, the higher 

the player acceptance. Hypothesis two hypothesizes that collectivism, long-term orientation and 

power distance dimensions have a greater impact on game localization effectiveness than other 

dimensions in the Chinese market environment. Hypothesis 3 proposes that strategic reorganization 

produces a more significant localization effect than superficial symbol replacement, and that the 

reorganization of deeper cultural logic is more likely to be accepted by the target market than the 

replacement of superficial elements [9]. Hypothesis four speculates that narrative-oriented games are 

more dependent on cultural topology reconstruction than mechanic-oriented games and require more 

comprehensive localization strategy support. These hypotheses form the theoretical scaffolding of the 

study and provide a clear direction for data collection and analysis. 

3.2. Data Sources and Collection 

The research data collection follows the principle of multivariate cross-validation to construct a three-

dimensional data matrix. The primary data comes from the international and Chinese localized 

versions of the three representative products of World of Warcraft, Hearthstone Legend, and 

Overwatch Pioneer released by Blizzard in the Chinese market between 2015 and 2024. The research 

team utilized content analysis to systematically code and compare game texts, visual elements, 

interaction mechanisms, and character designs, and to extract examples of cultural topological 

reconstruction. Supplementary data include interviews with game designers, player community 

discussions, game media reviews and market data reports. Player feedback data is collected from 

major game forums and social media platforms in China, with more than 5,000 user comments 

extracted, and user attitudes and emotional tendencies extracted using semantic analysis technology 

[10]. Market performance data combines public financial information, third-party monitoring reports 

and industry white papers to build a multi-dimensional evaluation index system to measure the actual 

market effect of different localization strategies. 

3.3. Analysis Methods and Tools 

This study adopts a mixed research methodology, combining qualitative analysis and quantitative 

assessment techniques to systematically process the collected multivariate data. The qualitative 

analysis segment mainly applies the rooted theory approach to open coding of game content, 

extracting specific examples and patterns of cultural topological reconstruction, and constructing 

conceptual categories and theoretical frameworks. The coding was done independently by five 

researchers with backgrounds in game design and cultural studies training, followed by cross-

validation to ensure the reliability of the analysis. The quantitative analysis phase utilized content 

analysis software to process large-scale textual data, extracting keyword frequencies and semantic 

networks to reveal potential cultural adaptation patterns and player responses. The research team 

developed a specialized cultural dimension scoring tool to quantitatively assess the game elements 

based on Hofstede's six dimensions, and calculated the cultural distance index and the degree of 

reconstruction [11]. The market data analysis utilizes correlation analysis and regression modeling to 

explore the causal relationship between cultural topology reconstruction strategies and market 

performance, to verify the research hypotheses and to provide empirical basis for model construction. 
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3.4. Model Construction 

The cultural topology reconstruction game localization strategy model takes Hofstede's six 

dimensions as the theoretical basis, integrates empirical research findings, and constructs a three-

level progressive structure. The core layer is the cultural difference identification matrix, which cross-

maps the six-dimensional indicators with game design elements to form a culturally sensitive point 

identification system to help designers pinpoint the game elements that need to be reconstructed. The 

middle layer is the strategy selection tree, which provides four types of refactoring strategies based 

on the degree of cultural differences, game type and target market characteristics: symbol replacement, 

narrative adjustment, mechanism reorganization and value integration, and each type of strategy is 

subdivided into specific implementation paths [12]. The outer layer of the model is the closed loop 

of implementation evaluation, which includes pre-test design, implementation path planning, effect 

monitoring and feedback adjustment to ensure the scientific and adaptive nature of the localization 

process. The model emphasizes holistic thinking from a cultural topology perspective, avoids dealing 

with cultural elements in a fragmented way, and focuses on maintaining the integrity and coherence 

of the game experience. The model is designed to be both theoretically rigorous and practically 

operable, providing game companies with systematic cross-cultural adaptation solutions and filling 

the theoretical gap in game localization research. 

4. EMPIRICAL ANALYSIS OF BLIZZARD'S CHINAIZATION OF GAMES 

4.1. Successful Cases 

4.1.1. Case Study of Hearthstone Legend Localization 

As one of Blizzard's most successful game products in the Chinese market, Hearthstone Legend's 

localization strategy embodies a model of deep cultural topology reconstruction. Data show that the 

game continues to hold the top three positions in China's digital card game market share between 

2018-2023, with more than 8.9 million monthly active users. Text analysis found that the Chinese 

version of Hearthstone Legend not only completed the basic Chineseization work, but also 

reconstructed 85% of the game's humorous elements in a culturally equivalent way, replacing 

Western pop culture stems with Chinese Internet buzzwords and traditional cultural allusions, which 

resulted in a 43% increase in the local recognition of the game's lines. The cultural reconstruction of 

the game's holiday activities is particularly noteworthy [13]. As shown in Table 1, the Chinese New 

Year themed activity “Hearthstone Spring Journey” completely integrates traditional Chinese cultural 

elements and replaces the original Western New Year content, resulting in a 67% higher participation 

rate than that of regular activities. The localization of card art style also reflects cultural sensitivity, 

integrating Western fantasy elements with traditional Chinese painting style, creating a sense of 

cultural closeness while preserving the unified visual language of the game. 

Table 1. Comparison of the localization effect of Hearthstone Legend holiday events (2021-2023) 

Event Name 

Cultural 

Reconstruction 

Type 

Player 

Participation 

Rate 

Social Media 

Discussion Heat 

Related 

Consumption 

Conversion Rate 

Hearthstone Spring 

Adventure 

Innovative 

Reconstruction 
78.30% 

High (152,000 

topic volume) 
53.70% 

Halloween Chaos 
Adaptive 

Reconstruction 
42.10% 

Medium (68,000 

topic volume) 
31.20% 

Classic Deck 

Festival 

Preservative 

Reconstruction 
39.70% 

Low (32,000 

topic volume) 
27.80% 
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4.1.2. World of Warcraft Localization Case Analysis 

The sustained success of World of Warcraft in the Chinese market over the past 15 years is attributed 

to its all-round cultural topology reconstruction strategy. The NetEase team worked closely with 

Blizzard to create a unique “Chinese version of Azeroth”. Word frequency analysis shows that the 

Chinese version of the game has localized more than 12,000 proper nouns, not only translating them, 

but also incorporating elements of classical Chinese literature and history, which has led to 73% of 

Chinese players finding the game's worldview “friendly and natural”. The cultural adaptation of the 

game mechanism is particularly significant. As shown in Figure 1, the Chinese version adds social 

interaction functions and collective reward mechanisms, which are in line with Chinese players' 

cultural preference for collectivism, resulting in 35% more active guilds than the North American 

servers. Adjustments to the game's content also reflect sensitivity to Chinese culture, replacing the 

undead skeleton image in the original version with a design that is more in line with Chinese aesthetics 

and policy requirements, while retaining the internal logic of the game world [14]. The most 

representative localization success lies in the game's festivals, which incorporate traditional Chinese 

festivals such as the Chinese New Year and the Mid-Autumn Festival into the game world, creating 

a unique cultural hybrid experience, with participation rates for these local festivals averaging 51.3% 

higher than for standard game events. 

 

Figure 1. World of Warcraft China's social system and collective reward mechanism participation 

rate 

4.1.3. Case Study of Watchmen Pioneer Character Localization 

The cultural topology reconstruction of the character design of Watchmen Pioneer shows Blizzard's 

in-depth understanding of the Chinese market. The “beautiful” design of Chinese characters not only 

integrates traditional elements visually, but also embodies the essence of Chinese culture in character 

background story and skill design. Questionnaire survey data shows that 96.7% of Chinese players 

believe that the character “truly represents Chinese culture”, and the utilization rate in Chinese servers 

is 27.3% higher than the global average. Cultural topology reconstruction is not only reflected in the 

character design, but also extends to the game map and worldview construction. The “Lijiang” map 

integrates the ancient city of Lijiang in Yunnan Province, China, with futuristic technological 

elements to create a unique sense of temporal and spatial interlacing, while retaining the authenticity 

of traditional architectural structures and cultural symbols. As shown in Table 2, the cultural 

integration of the characters and the map was highly recognized by players, leading to an 83% 

increase in sales of related derivative products. The cultural adjustments in the game narrative are 

also noteworthy [15]. The Chinese version has reconstructed the dialogues between characters and 

added honorifics and polite phrases that are in line with Chinese communication habits, making the 

character relationships closer to the social cognition of Chinese players, and the satisfaction score of 

the players for the character interactions has reached 8.7 (out of 10 points). 
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Table 2. Popularity and Commercial Conversion Data of Chinese Elements of Watchman Pioneer 

Cultural Element 
Player Approval 

Rate 

Usage/Access 

Frequency 

Related 

Merchandise Sales 

(10,000 RMB) 

Social Media 

Positive 

Feedback Rate 

Character "Beauty" 96.70% 27.30% 18,650 93.20% 

Lijiang Map 92.10% 18.90% 9,370 89.70% 

Chinese New Year 

Limited Skin 
88.50% 45.70% 23,120 91.30% 

4.2. Lessons Learned from Failure Cases 

Blizzard has experienced a number of localization failures in the Chinese market, which deserve in-

depth analysis. The performance of Diablo Immortal handheld game is much lower than expected, 

the 30-day retention rate is only 19.7%, significantly lower than the industry average of 38.2%. The 

root of the problem lies in the cultural mismatch of the game's business model - China's mobile game 

market is more sensitive to the price of microtransactions than the Western market, and Diablo 

Immortal adopts a high-value single purchase model, which is not in line with Chinese players' 

preferred small amount of multiple consumption habits. The game's story also lacks adaptation to 

China's collectivist and relationship-oriented culture, with the protagonist portrayed as overly 

individualistic and heroic, and the lack of family and collective honor elements leads to a decline in 

emotional resonance. As a result, the game's activity and willingness to pay dropped sharply in the 

first month of its launch, as shown in Figure 2. Another typical failure is the social system of Blizzard 

Battle.net, whose design is based on the low-context culture of the West, which emphasizes direct 

expression and personal space, while ignoring the importance of group belonging and face-saving 

mechanisms in the high-context culture of China, which leads to low usage of social functions. These 

cases show that cultural topology reconstruction is not only about surface content adjustment, but 

also requires an in-depth understanding of the target market's cultural and psychological patterns. 

 

Figure 2. Dark Immortal China Market Performance Curve 
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5. CONCLUSION AND PROSPECT 

5.1. Main Research Findings 

The game localization strategy model under the perspective of cultural topological reconstruction 

reveals the key path to successful cross-cultural game marketing. The study shows that effective game 

localization is a deep-level cultural reconstruction process, which requires holistic thinking in 

multiple dimensions of game worldview, character design, interaction mechanism, and visual style. 

Among Hofstede's cultural dimensions, collectivism and power distance have the most significant 

impact on the Chinese market. The cultural topology reconstruction strategies are diversified, and the 

retention, adaptive, innovative and alternative reconstructions have their own strengths, so it is 

necessary to choose the appropriate strategy according to the type of game. The successful cases of 

Hearthstone, World of Warcraft and Overwatch prove that the ideal cultural reconstruction should 

maintain the core charm of the game while creatively integrating the cultural elements of the target 

market. It is worth noting that there is an optimal balance between the depth of cultural restructuring, 

and over-preservation of the original culture or over-localization can harm the game experience. 

Successful cases often adopt progressive adjustment strategies to continuously optimize the degree 

of cultural adaptation, so that localization becomes a dynamic evolutionary process rather than a one-

time project. 

5.2. Limitations and Future Prospects 

Although this study has constructed a systematic game localization model, there are still limitations 

that deserve attention. The research sample focuses on Blizzard games, which may have enterprise 

specificity bias and is difficult to comprehensively cover the diversity of the game industry. In terms 

of geographical representation, the study mainly focuses on the overall characteristics of the Chinese 

market and fails to fully develop the impact of regional cultural differences, ignoring the cultural 

heterogeneity within the Chinese market. In terms of time dimension, the study has a limited span, 

making it difficult to capture the intergenerational changes in cultural identity, especially the changes 

in attitudes of the new generation of players towards traditional culture and globalized values. On the 

technological dimension, the study has not deeply explored the application potential of artificial 

intelligence and adaptive systems in cultural reconstruction. Future research should focus on cross-

cultural game design primitivism and explore how to incorporate cultural compatibility 

considerations in the early stages of design. With the development of meta-universe, the intertwining 

of virtual and cultural identities will generate new topics, and the study of players' expression and 

reconstruction of cultural identities in virtual worlds will become a cutting-edge field. The application 

of the theoretical framework of cultural topological reconstruction can also be extended to other 

digital content industries, providing a path of reflection for the global cultural and creative industries. 
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