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Abstract

In recent years, the mobile game industry has gradually matured, and
China's game market has entered the stock age in both the market and the user
dimensions. Therefore, how to improve player loyalty, achieve user
expectations, reduce the loss rate, and extend the life cycle of players has
become the focus of game developers and problems to be solved.

This paper takes chicken eating mobile games as the research object,
establishes the model of customer perceived value and customer loyalty based
on the literature, and divides the customer perceived value into four dimensions
from social, function, emotion, profit and loss. Then, combined with the
questionnaire design and data analysis, it discusses the influence of the four
dimensions on customer loyalty.

The results show that men and women have different influence on
customer loyalty in the dimension of customer perceived value, functional value
has the greatest influence on male players' customer loyalty, while women have
the greatest influence on social value. And through the intermediary analysis,
satisfaction plays a part of intermediary role in the relationship between
customer perceived value and customer loyalty.
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