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Editorial

Games Industry Today: Flops,
Layoffs, and the Fear of Al

The digital games industry is currently experienc-
ing a turbulent period, characterised by massive
layoffs, unexpectedfailuresofhigh-profile projects
and significant challenges associated with the
adoption of generative artificial intelligence (Al).
These issues reveal a more fundamental struc-
tural fragility, demonstrating the vulnerability of
a sector that has long been regarded as a symbol
of innovation, growth and modern entertainment.

In 2023, over 10,000 workers were laid off, a num-
ber that has already been surpassed by mid-2024.
It has a considerable impact on roles across the
fields of programming, design, and quality assur-
ance. Industry executives attribute this situation
to economic pressures, including market correc-
tions and rising costs, despite the annual game
market’s multibillion-dollar revenues. Overhiring
during production, followed by mass layoffs after
game launch, has resulted in a situation where
skilled professionals struggle in a saturated job
market, amplifying instability.

Furthermore, layoffs have been accompanied
by an increasing number of commercial failures
among high-profile AAA titles. Games developed
with considerable budgets, anticipated to exert a
dominant influence on the market and generate
high profits, are beset with technical deficiencies,
delays, or unconvincing content. The popularity
of service-driven game platforms that facilitate
user-generated content has resulted in a shift in
player behaviour. It has led to a reduction in op-
portunities for newer or riskier projects, addi-
tionally, it creates pressure on game studios to
adopt live-service models. Consequently, even
long-developed, highly-anticipated projects fail
to gain traction due to the volatile nature of game
production, delays and insufficient marketing,
and ultimately turn into commercial flops within
days. This is happening regardless of established
brands or game franchises.

Al complicates this game industry’s landscape
even further. While the potential of Al tools for
streamlining production and enhancing gameplay
is significant, concerns have been raised about
the impact on copyrights, market saturation and
the displacement of creative roles, which could
result in further job losses. The use of Al in mon-
etisation strategies, such as behaviour-targeted
offers, could also lead to a backlash from players
who are already wary of exploitative practices. Itis
therefore becoming increasingly urgent to strike
a balance between innovation, the importance of
human capital and permanent job security.
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In summary, the attempt to meet the expecta-
tions and demands of the contemporary gaming
market while generating profit has resulted in dis-
satisfaction among employees, consumers, and
gaming companies themselves. Moreover, the
potential of generative Al tools to facilitate these
processes has made it possible for anyone to be-
come a game developer, which could lead to an
oversaturation of the market with lower-quality
game titles, consequently reducing consumer
trust, and leading to a decline in both purchases
and revenues. Once again, history provides a valu-
able lesson in this regard, and it would be wise to
consider its insights before the situation reaches
a critical point. One can only hope that the events
of the early 1980s will not be repeated.

A certain advantage of the current situation in the
gaming market is that new topics and questions
arise that need to be researched, as this issue of
Acta Ludologica discusses. Georgios Liapis and
loannis Vlahavas explore the use of machine learn-
ing in the context of serious games and smart
NPCs with personality. Michaela Fikejzova and
Martin Charvat investigate the game Bloodborne
in terms of the medicalisation and dissemination
of cosmic horror. Amin Heidari examines the vari-
ous strategies for incorporating emojis into digi-
tal game design. A pilot study by Atila Goncalves
Barcelos da Silva Duval and Domingos Savio
Coelho focuses on the development of young
people’s socio-emotional repertoires through
TTRPGs. Marshall Needleman Armintor explores
looter shooter games from the perspective of
capitalist surrealism. Anshika Garg, Jyoti Prakash
Pujari and Aditi Namboothiri examine digital
narratives of oppression related to the White
Terror in Taiwan through the games Detention and
Devotion. Aaron Oldenburg explores walking
simulators and self-playing games in the context
of death meditation. The latest game study by
Hana Pravdova and Monika Cihlafova deals with
the innovation of game mechanics across the Sid
Meier’s Civilization series.

The following sections include an interview with
Marek Rosa about Al, games and the future of man-
kind, by Michal Kabéat, and reviews of the Slovak
game Vivat Slovakia by Méria Dolniakové and the
books Eureka! Pocket guide to creativity by Martin
Engler and the Routledge handbook of eSports by
Maria Koscelnikova. The issue closes, as always,
with Add-ons, a reflection by Kevin Rebecchi on the
topic from homo spieldens to homo ludens.

| wish the readers of this issue of Acta Ludologica
a playful but also scientifically enriching experi-
ence.

assoc. prof. Mgr. Zdenko Mago, PhD.
Acta Ludologica Editor-in-Chief
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