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Table 2. Sentiment and recommendation percentages in PCG vs generative Al game reviews.

Negaﬁve% Positive% Recommendation Rate%

PCG 31.0 69.0 86.3
Generative Al 47.0 53.0 68.4
Diff (PCG — Generative Al pp) ~16.0 +16.0 +17.9

Table 3. Sentiment and recommendation percentages in all generative Al reviews versus Al aware generative

Al reviews.
Negative% Positive% Recommendation Rate%
Al aware 63.7 36.3 49.5
All 47.0 53.0 68.4
Diff (PCG — Generative Al pp) -16.7 +16.7 +18.9
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Table 4. Recommendation Rate Gap by Genre

Genre PCG Generative Al  Gap (PCG-Gen Al pp)
Action 87.8 60.3 +27.5
RPG 87.0 6.0 +22.1
Strategy 86.2 67.5 +18.6
Massively Multiplayer  77.8 61.3 +16.5
Indie 86.1 78.0 +8.1
Casual 84.8 78.4 +6.4
Adventure 82.8 80.5 +2.3
Simulation 754 73.8 +1.6

Free-To-Play 73.1 74.5 -14
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