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: During the COVID-19 epidemic, people have been encouraged

to stay at home and limit in -person interactions. This has
accelerated the growth trend of the gaming markets.
Products of virtual vision, hearing, touch, smell, and
taste are emerging as game developers seek to create more
immersive experiences to attract players. Game players
shape their characters according to their personal
preferences and become part of video games and mobile
games, allowing players to describe themselves arbitrarily
in the online world. Game avatars and usernames create a
trust risk of online assuming-identity, and the same risks
apply to chat rooms, messaging apps, profile pictures used
in social media, and even online shopping. Game companies
have received many complaints, mostly about discrimination
against women, unequal pay, a culture of sexual harassment,
and cover-up of sexual crimes. Does this mean that the
gender of game avatars increases susceptibility to
stereotype threats? Does gender switching of game avatars
have a positive impact on players’ self-confidence and help
them develop new relationships both virtually and the real
world? This project collect data, inventory the profile
picture genders and biological genders of social media
users, and explore how biological genders and gender roles
affect the choices, uses, and performance behaviors of
avatar genders and profile picture genders in chat rooms,
communication software, social media, online, and mobile
game players. Experimental designs will be applied for use
among players of communication software, online, and mobile
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games and will link the choices, uses, and performance
behaviors of avatar genders among players. Lastly, the
project will record observations and analysis of the gender
impacts from the perspective of biological genders,

avatars, and profile picture genders.

Avatar Gender; Profile Picture; Gender Role; Avatar
Identification; Crafting Avatar
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Abstract

During the COVID-19 epidemic, people have been encouraged to stay at home and limit in
-person interactions. This has accelerated the growth trend of the gaming markets. Products of
virtual vision, hearing, touch, smell, and taste are emerging as game developers seek to create
more immersive experiences to attract players. Game players shape their characters according
to their personal preferences and become part of video games and mobile games, allowing
players to describe themselves arbitrarily in the online world. Game avatars and usernames
create a trust risk of online assuming-identity, and the same risks apply to chat rooms,
messaging apps, profile pictures used in social media, and even online shopping. Game
companies have received many complaints, mostly about discrimination against women,
unequal pay, a culture of sexual harassment, and cover-up of sexual crimes. Does this mean
that the gender of game avatars increases susceptibility to stereotype threats? Does gender
switching of game avatars have a positive impact on players' self-confidence and help them



develop new relationships both virtually and the real world? This project collect data,
inventory the profile picture genders and biological genders of social media users, and explore
how biological genders and gender roles affect the choices, uses, and performance behaviors
of avatar genders and profile picture genders in chat rooms, communication software, social
media, online, and mobile game players. Experimental designs will be applied for use among
players of communication software, online, and mobile games and will link the choices, uses,
and performance behaviors of avatar genders among players. Lastly, the project will record
observations and analysis of the gender impacts from the perspective of biological genders,
avatars, and profile picture genders.

Keywords: Avatar Gender; Profile Picture; Gender Role; Avatar Identification; Crafting
Avatar
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The research study delves into the intriguing realm of global airport operations, with
a particular focus on the number of on-time flights and its intricate relationship with
an airport's flight connectivity. Understanding the factors that influence the
punctuality of flights is of paramount importance for both travelers and aviation
industry stakeholders alike. Punctuality is a critical measure of an airport's efficiency,
directly impacting passenger satisfaction, operational costs, and overall air traffic
management. As such, this study seeks to explore the intricate interplay between
flight connectivity and the timely departure and arrival of flights at various
international airports across the globe.

Flight connectivity encompasses a range of factors, including the number and
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frequency of flights, the diversity of destinations served, the presence of major
airlines, and the efficiency of connecting flights. It is widely acknowledged that
airports with extensive flight connectivity often enjoy several advantages, such as
increased accessibility, enhanced travel options, and improved economic prospects.
However, the precise relationship between flight connectivity and the on-time
performance of flights remains a subject of scholarly inquiry.

To unravel this intricate relationship, the study will employ a comprehensive research
framework. Extensive data will be collected from a diverse array of global airports,
including both major international hubs and smaller regional airports. The data will
include relevant variables such as flight schedules, departure and arrival times, flight
routes, and flight delays. By systematically analyzing this dataset, the researchers
aim to identify patterns, trends, and potential correlations between flight connectivity
and on-time performance.

The study's findings hold immense potential for multiple stakeholders in the aviation
industry. Airline companies can benefit from insights into how flight connectivity
impacts their operational efficiency, enabling them to optimize their schedules and
enhance customer satisfaction. Airport authorities can leverage the research
outcomes to make informed decisions about infrastructure development, route
planning, and resource allocation. Additionally, passengers stand to gain from a
better understanding of the relationship between flight connectivity and punctuality,
allowing them to make more informed choices when selecting airports and airlines.

Ultimately, this research endeavor seeks to contribute to the existing body of
knowledge in the field of aviation operations and air transport management. By
shedding light on the intricate connection between flight connectivity and the number
of on-time flights, the study aims to provide valuable insights that can shape future
strategies for enhancing the efficiency and reliability of global airport operations.

L

-
1

LY R B G i A LR A B R R RE e
W os RAHFLHY S0P oo TR w7 o B R 3
PRIARSSF 30 MEFEE Y@@ A RLRPP RS L RNEE N
T FREEFIIN SR BRAFLRELAREL LA -

E TR LS LR

24



< RN E > L yRH 2023 & 22024 E X P2 A E €K o

~ :E[ ]«b’

7
/o
e

25



IR EHEFETFE S0 F L

[ E R

PR

111-2629-E-992-001-

s 32 2R SRR SN LRI

N

3

#EorELEEs (L0

=~ % I8 P

]

xm o
¥ | (P

’3“' L i EI FF 'T '—'!Z—P)g—?
P _;,r.ﬂp:n | R BB
R ERL LR

fL

RN
)

dn
s AT

> B

 F SRR

Hp JIJ?‘;{% <

5
3N

B3t g

3

>

B

PR 4

I |

i

7~

5
3N

L)

NEXua=x

:3$

<

Hp JIJ?‘;{% <

O IND|Oo|lo|jlo|lo |l

Fit g

ELN

Science

2023 ICBASS The 7th International
Conference on Business and Social

o

|>\_

B

iy

P FER £

H

7~

[

NP

X34

LA

Bl

B mmmy 4 f

LEE AR

RPN - S S

2 R 4

X344

‘k:’;’(

L4

B

BLmnEy AR

Lz AR

[==) Neoll Nenll Neo Bl E==2 ==l Neo il Neo il Han il B E=2 E=1N Reohy )

(@211 E

VW

iL

GRS 2 Y
PeF RIEE Fllv FAEE S o)

Hi g

Foid 20 A K hoyri? B i 6
TERELITF] A ER
w%Mﬁ$ﬁM%F~ﬁW




