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TOPIC: ANALYZING THE PERFORMANCE OF INDIE GAMES

The gaming industry is growing every year. The estimated total worth of the industry in 2021
was $178.73 Billion, 14.4% higher than 2020 (WePC, 2022). One of the reasons for this
growth is the shift from physical copies of games (e.g., on CDs) to platforms that enable users
to download games (Cheuque et al. 2019).

Steam is one of the biggest shareholders in the gaming platforms market, with more than
30,000 games in its library. While featuring big gaming companies, it also features products
of independent developers and small companies in their portfolio. These games are called
indie games. The increase in industry size also affected the number of indie game developers,
causing more competition between those games. It is a big challenge for indie games to
market themselves and to keep existing while making profit without the support of big
company budgets.

The aim of this thesis thus is to analyze the performance of indie games over a time span of
9 years, from 2012 to 2021. The dataset includes the average number of players, number of
players gained, and number of peak players for each month. In order to reach this aim, the
student is expected to have solid exploratory data analysis (EDA) skills, to conduct statistical
analyses, and to provide visualizations of the data. Supported by us, the student will need to
make herself/himself familiar with the following Python packages: (a) numpy, (b) pandas, (c)
statsmodel, (d) matplotlib and/or seaborn, and (e) scikit-learn.
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