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Comfort over conquest
Have you ever been curious about bungee jumping 

but worried your body couldn’t handle the shock? 
China’s latest travel trend — nicknamed the “wimpy 
travel trio” — might be just the thing for you.

This playful trend includes timid rafting, gentle 
bungee jumping, and elevator-assisted mountain 
hiking. Rather than chasing thrills, young Chinese 
travelers are opting for low-intensity adventures that 
prioritize relaxation and comfort over adrenaline.

Take rafting, for example. Instead of paddling 
through wild rapids, timid rafting involves gently 
drifting down a calm river and enjoying the scenery 
along the way — more Zen than extreme sport.

On Xiaohongshu (RedNote), the hashtag for timid 
rafting has gained more than 1.9 million views. 

The rise of the “wimpy travel trio” highlights a 
broader shift in travel preferences among China’s 
younger generation. Just a few years ago, “special for-
ces-style travel” was all the rage — hitting 10 attrac-
tions and walking 30,000 steps in a single day. But 
today’s Gen Z travelers are slowing things down.

According to a recent urban youth travel consump-
tion report by China Youth Daily, more than half of 
young travelers now prefer immersive and flexible 
trips. Some even spend a whole week in one city 
without a fixed plan — a conscious choice to focus on 
experience rather than ticking off an itinerary.

“Wimpy” may sound like a self-mocking joke, but 
for Gen Z, it’s a bold new way to redefine what it 
means to truly enjoy the journey.

Passion ventures
For many young people in China today, personal 

interests and emotions are inspiring more than just 
self-expression — they’re sparking a wave of new 
micro-businesses.

Recently, a growing number of young creators have 
turned their everyday observations and passions into 
small, deeply individual brands.

Their businesses often respond to simple, relatable 
needs: dopamine-colored, anti-slip yoga socks for 
early morning workouts, oversize scrunchies for 
thick hair, or phone cases printed with hand-drawn 
sketches and inner thoughts.

Despite their niche appeal, these quirky products 
are finding an eager market. Customers even take 
part in the creative process themselves — requesting 
pet portraits on necklaces or turning baby photos 
into jigsaw puzzles.

This kind of one-to-one customization is made pos-
sible by China’s agile, on-demand supply chains, 
which allow even one-off orders to be produced 
quickly and affordably. 

“In our parents’ time, we relied on imported mate-
rials,” one Xiaohongshu (RedNote) user wrote. “Now, 
we can design exactly what we want.”

Behind these ventures lies more than just business 
ambition. For many young entrepreneurs, building a 
brand is a way to preserve creativity, emotion, and a 
sense of identity. “The true purpose of making prod-
ucts is to help people feel empowered,” Zhao Qingqiu, 
a phone case designer, told Bingdian Weekly.
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Many young travelers are now opting for low-
intensity adventures, like “timid rafting”. VCG

Young people are launching micro-businesses 
by designing small, personalized items. VCG

Gamers unite in 
ancient arena

E-sports is evolving beyond entertainment into a career and cultural bridge, 
uniting young players across Asia in a historic setting.

By MENG WENJIE 
mengwenjie@i21st.cn

From July 24 to 27, the historic Qing-
yan Ancient Town in Guizhou buzzed 
with the rapid clicks of gaming mice 
and the cheers of college students. 

This 600-year-old fortress served as 
the stage for an e-sports tournament 
featuring Generation Z players from 
China, ASEAN countries, Japan, and 
South Korea, held alongside the Guiz-
hou University E-Sports League series.

As a highlight of the 2025 China-
ASEAN Education Cooperation Week, 
the tournament brought together 23 
teams from China, South Korea, and 
ASEAN countries to compete in the 
finals.

“While Chinese players often focus 
on individual skills, South Korean play-
ers are known for their exceptional 
teamwork, clearly defined roles, and 
precise timing during team fights,” said 
Zan Hao, a PhD student in applied sta-
tistics at Yunnan University.

Despite facing tough competition 
and contrasting play styles, Zan’s team 
fought hard and ultimately emerged as 
champions. 

Zan’s story mirrors the evolution of 
China’s e-sports scene. He started play-
ing video games as a child and began 
following professional competitions in 
high school, a time when players would 
travel across the country on cheap 
trains, often paying out of pocket just to 
compete. 

Today, e-sports athletes enjoy grow-
ing recognition, though old stereotypes 
still linger. 

Zan recalled a moment after the 
finals when he and his teammates, tro-
phy in hand, hailed a taxi. The driver 
said, “Video games ruin kids. The gov-
ernment should ban them.”

“But things are changing,” Zan said. 
“Many universities now offer e-sports 
majors. Beyond becoming professional 
players, more young people are build-
ing careers in areas like commentary, 
refereeing, and other roles in the indus-
try.”

Zan’s viewpoint is backed by data. 
Zhao Qiaoqi, head of the Guizhou 
E-sports Association, pointed out that 
China now has 500 million registered 
video game users and an e-sports indus-
try worth 200 billion yuan ($28 billion), 

growing annually at a rate of 5 to 10 per-
cent.

“E-sports has become China’s third-
largest sport in terms of livestreaming 
and rebroadcast viewership, right after 
soccer and basketball,” Zhao said. 

With the industry’s expansion and 
growing recognition, Zhao said he has 
met many young people who aspire to 
become e-sports stars. 

But he emphasized that e-sports is 
much more than just playing video 
games — a misunderstanding still com-
mon among both young people and 
their parents.

“Becoming a professional player isn’t 
easy — it involves rigorous training and 
intense competition,” he said. 

Hur Jun-ha, a 25-year-old student at 
Honam University in South Korea, 
shared a similar perspective. 

Growing up in one of the world’s 
leading e-sports nations, Hur believes 
that early exposure to the gaming 
industry is a major factor behind South 
Korea’s success in the field.

“Nearly 70 percent of students in 
South Korea, from elementary school to 
university, spend their after-school 

hours at PC bangs (gaming cafes),” he 
said. “But despite this widespread 
enthusiasm, making it to the top is like 
finding a needle in a haystack.”

Hur added that South Korea’s 
e-sports scene also benefits from a 
mature and well-structured training 
system. At his university, for example, 
the e-sports program includes four spe-
cialized majors, covering areas such as 
e-sports equipment research, commen-
tary, refereeing, and event planning.

Beyond the screen
Yao Nan, a teacher at Guizhou Open 

University, is working on a similar initi-
ative in China. He explained that since 
last year, the university has been collab-
orating with the Guizhou E-sports 
Association to develop a national-level 
platform that integrates the e-sports 
industry with academic research, edu-
cation, and hands-on experience.

“China’s Ministry of Human Resour-
ces and Social Security has officially 
included e-sports operators and ath-
letes in the national catalog of vocation-
al skills certification,” Yao said. “With 
government support, we also plan to 

partner with relevant departments to 
offer professional training for young 
people.”

For Wu Wenyan, a sophomore study-
ing broadcasting at Guizhou Open Uni-
versity and a volunteer at the event, e-
sports used to seem like just a form of 
entertainment. But being part of the 
event gave her a broader view of the 
industry.

“It’s more than just a competition,” 
she said. “It’s a platform that integrates 
education, creates job opportunities, 
and even promotes cultural tourism.” 

Wu was especially impressed by the 
event’s setting — intense e-sports 
matches held in an ancient town, where 
players could visit historic sites during 
their breaks.

“It’s an excellent way for young peo-
ple to bond over shared interests and 
connect with different cultures,” she 
said.

Li Hanzhi, a 22-year-old student at 
Fudan University in Shanghai, partici-
pated in the tournament as an organiz-
er, gaining firsthand insight into how 
the expanding e-sports industry is 
opening new career paths for young 
people.

Although he majors in history and 
public administration, Li has focused 
his academic research on e-sports. He 
currently serves as president of Fudan’s 
e-sports club and has organized nearly 
40 competitions over the past two 
years.

“I’ve been fascinated by the industry 
since high school,” Li said. “I hope to 
keep working on organizing and plan-
ning e-sports events in the future.” 

For many participants, the event was 
also a rare opportunity to connect 
across borders through a shared pas-
sion.

Hur noted that while professional 
tournaments often bring together 
international players, this was his first 
time joining an event focused on ama-
teur and college-level competitors.

“Having the chance to come to China 
and compete with peers from various 
countries was a truly valuable experi-
ence,” he said. “I hope that in the future, 
students pursuing careers in different 
e-sports fields will have more platforms 
like this for interaction and growth.”

Lei Siqi contributed to this story.

Beyond becoming 
professional players, 
more young people are 
building careers in 
areas like commentary, 
refereeing, and other 
roles in the industry.”
Zan Hao, a PhD student at Yunnan 
University

I hope that in the future, 
students pursuing 
careers in different e-
sports fields will have 
more platforms like this 
for interaction and 
growth.”
Hur Jun-ha, a student at Honam 
University, South Korea

Above: The winning team from Yunnan University holds their 
trophy at an e-sports tournament featuring players from China, 
ASEAN countries, Japan, and South Korea, held from July 24 to 
27 in Guizhou. Above right: Audience members in cosplay and 
traditional Miao attire pose at the tournament venue. 
Right: Tsinghua University students compete intensely during 
the event. PROVIDED TO CHINA DAILY


