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ABSTRACT

The gaming industry has witnessed tremendous growth over the last few years. This
increased revenue has brought about significantly more sophisticated techniques
for retaining players and struggle against churn. This chapter clarifies the study of
game player behavior and how these studies can be applied to predict churn, and
highlights the importance of churn in the gaming industry, examining high-grossing
games offered on different platforms that dominate the industry in the context of churn.
However, privacy and data sharing are perceived as critical barriers that hinder
effective churn analysis. In summary, churn studies in online environments are not
common due to the rarity of publicly available data, primarily because developers
choose not to share details about players. Furthermore, the chapter presents some
possible avenues to overcome these challenges and expands the view on how game
developers can implement tactics such as personalized experiences, socialization,
leveraging technology, and transparency around data usage to reduce churn.
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INTRODUCTION

The gaming industry has now become one of the fastest growing and most
dynamic segments to come out of the entertainment industry today. According to
some accounts, gaming has developed a vast worldwide consumer base with an-
nual revenues in the hundreds of billions (Goh et al., 2023; Predescu and Mocanu,
2020). Gaming is booming... Companies continue to push the limits of technology
and imagine new ways to play. This approach creates curriculums making various
calibers of new people join the game industry and ease out new players to keep
on long after. With this kind of game design, you end up having long runs in the
history of the game. To this end, gaming sectors describe activities such as loyalty
schemes and privileges which allow further enjoyment of the games, so as to own
the clients opt for this game name at any time, they wish to play the game. Success
has to be contained in a competitive pool. The video game industry even has its own
term for it: “player churn.” This term is used to refer to all the players who stopped
playing a game or used an application. This is a crucial metric for content creators,
and it matters most because it directly affects the life and success of their game.
Some observers say high churn rates could indicate that gamers are either growing
bored or losing patience. Stuff like games that are hard to learn or bad onboarding
can cheese players off. That could force gaming companies to reconsider how they
keep players engaged in the game, for example.

Within the game industry, this percentage of users who stop playing a game or
app is termed “player churn.” This metric is critical to developers as it has a direct
influence on the company sustainability and general success of a game (Mustac et al.,
2022; Kim et al., 2017; Drachen et al., 2013). Gold (2020) and Runge et al. (2014)
indicate that high rates of churn may mean that players are being under-engaged or
even frustrated by factors such as a steep learning curve or bad onboarding (O’ Neil,
2014). To keep players, game companies should think creatively (WIRED, 2023;
Hadjiji et al., 2014; Hamari et al., 2014). Churn is responsible for losing gamers,
but it's also a huge financial hit for gaming companies. With a player heading out
of a game, they are viewed as revenue lost at first. But this drives up the cost of
attracting new customers without incurring an even more monstrous financial cost
to companies. It is a well-known fact, based on research, that the costs associated
with advertisements and promotional activities are such that it takes five times more
to acquire a new player than to retain the current players (Chaffey, 2023). Churn
of players also, at least instantly, results in lost revenues, missing these firms the
potential for a stable flow of their income streams with a business model of single
in-game purchases (Drachen et al., 2013). Churn, therefore, is one of the most sig-
nificant threats for all businesses operating in gaming in terms of financial health
and profitability.

192



42 more pages are available in the full version of this
document, which may be purchased using the "Add to Cart"
button on the publisher's webpage: www.igi-
global.com/chapter/understanding-player-churn-in-the-

gaming-industry-with-key-drivers-and-prevention-
strategies/386376

Related Content

Combining Artificial Neural Networks and GOR-V Information Theory to
Predict Protein Secondary Structure from Amino Acid Sequences

Saad Osman Abdalla Subairand Safaai Deris (2005). International Journal of
Intelligent Information Technologies (pp. 53-72).

www.irma-international.org/article/combining-artificial-neural-networks-gor/2393

Analysis of the Damage of Cyclists in Electric Bicycle - Sedan Angle
Collision: Electric Bicycle - Sedan Angle Collision

Min Yuan, Linpeng Houand Hui Jing (2020). International Journal of Ambient
Computing and Intelligence (pp. 99-114).
www.irma-international.org/article/analysis-of-the-damage-of-cyclists-in-electric-bicycle---sedan-
angle-collision/243450

Digital Twins in Renewable Energy Systems: Enhancing Efficiency Projecting
Sustainability

Vaishali Rahate, Puja S. Agrawal, Maajid Mohi Ud Din Malik, Prashant Balwantrao
Thakare, Saurabh Chandraand Bhupinder Singh (2025). Leveraging Al for Innovative
Sustainable Energy: Solar, Wind and Green Hydrogen (pp. 123-138).

www.irma-international.org/chapter/digital-twins-in-renewable-energy-systems/380463

Staged Facades: Peripheral Displays in the Public

Bernhard Wallyand Alois Ferscha (2009). International Journal of Ambient Computing
and Intelligence (pp. 20-30).
www.irma-international.org/article/staged-facades-peripheral-displays-public/3875

Real-Time Fault Detection and Condition Monitoring for Industrial
Autonomous Vehicles

Thirusudhan M.and Sasikumar S. (2024). Modeling, Simulation, and Control of Al
Robotics and Autonomous Systems (pp. 54-72).

www.irma-international.org/chapter/real-time-fault-detection-and-condition-monitoring-for-

industrial-autonomous-vehicles/348034



http://www.igi-global.com/chapter/understanding-player-churn-in-the-gaming-industry-with-key-drivers-and-prevention-strategies/386376
http://www.igi-global.com/chapter/understanding-player-churn-in-the-gaming-industry-with-key-drivers-and-prevention-strategies/386376
http://www.igi-global.com/chapter/understanding-player-churn-in-the-gaming-industry-with-key-drivers-and-prevention-strategies/386376
http://www.igi-global.com/chapter/understanding-player-churn-in-the-gaming-industry-with-key-drivers-and-prevention-strategies/386376
http://www.irma-international.org/article/combining-artificial-neural-networks-gor/2393
http://www.irma-international.org/article/analysis-of-the-damage-of-cyclists-in-electric-bicycle---sedan-angle-collision/243450
http://www.irma-international.org/article/analysis-of-the-damage-of-cyclists-in-electric-bicycle---sedan-angle-collision/243450
http://www.irma-international.org/chapter/digital-twins-in-renewable-energy-systems/380463
http://www.irma-international.org/article/staged-fa�ades-peripheral-displays-public/3875
http://www.irma-international.org/chapter/real-time-fault-detection-and-condition-monitoring-for-industrial-autonomous-vehicles/348034
http://www.irma-international.org/chapter/real-time-fault-detection-and-condition-monitoring-for-industrial-autonomous-vehicles/348034

