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attitudinal shifts and “what’s hot” in games, 
Internet, entertainment, technology, fashion, 
and consumer products. 

- We focus on trends that have a business impact, 
providing insights into the origins and 
implications of these trends.  The study helps 
companies understand this important 
demographic and what drives their lifestyle 
choices and spending habits.   

 

 

 
 
 
 
 

 

     

 

Defining the Phoenix Generation

Pearl Research has coined the term 
“Phoenix Generation” to describe 
China’s dynamic youth.  This 
generation grew up during booming 
economic times and most do not 
have any siblings as the result of the 
one‐child policy.  
 

Pearl Research believes this 
generation will be the core driver of 
consumer spending in China.  The 
Phoenix Generation reports are 
exclusive, primary‐research reports 
dedicated to understanding this 
important demographic. 
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