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1. Introduction

[bookmark: _Int_EfCseB99]The Uk's gaming industry is worth [1] £7.14 billion and the Uk's gambling industry is worth more than double with it being valued at [2] £14. 7 billion. With these two industries being as big as they are it is only natural that they have some overlap between the two. I will be looking at how gaming and gambling overlaps and what genres and forms it can be found in. 
I will also be conducting research into if there are any links between the rise in prominence of gambling in video games and a rise in the amount of time and money that people will spend gambling. I will also be looking at if there is a correlation between video games and a rise in gambling addiction.
I will also be conducting research to see if there are any game studios that have gone back on their decision to include loot boxes in their games and if there is any correlation between them removing loot boxes because of countries starting to recognize them as gambling and starting to restrict and ban them.



2. Background to the Proposed Research
For the research that I will undertake for this project I will be looking at games that include loot boxes or different gambling methods within them. Some of the games that I will be looking at include EA Sports’ FIFA series, Apex legends and other games within the battle royale genre, CS GO and some mobile games to name a few. 
I will also be looking at games that only focus on gambling such as different poker and other card games and I will also be looking at games that focus primarily on casinos. The reason that I will be looking at these games is to see if there is any links between games that include gambling and rising statistics in gambling addiction 
I will also be doing research into different countries' perception of gambling in games and to see if their stance on gambling in video games has any correlation to the amount of people in these countries that suffer from some sort of gambling addiction. I am also interested to research how if at all these different countries have gone about restricting or ban gambling in games.
[bookmark: _Int_Ih70Lfbl]Furthermore, I will be bringing all my last points together to see what the gambling methods in games are and how countries have tried to regulate them. I will then do research to see if there is a way that gambling, and games can coexist without the potential knock-on effects of rising gambling addiction.
[bookmark: _Int_iJjer6ji]I also will be doing research into how gambling in games has affected the industry. I will be looking into how different games studios and publishers feel about gambling mechanics in games. I will be looking at studios such as EA and Activision to try and find this information.
I will also be doing research into an interesting emerging trend in the industry where studios are starting to stray away from gambling mechanics in games in favour of a newer battle pass system. Some of the games that I will be looking at to find this will be games such as overwatch 2, Call of duty and rocket league. I will also be looking into why these studios are going in this direction away from a proven system that works.
 
 

3. Aims & Objectives

Aims 
-Is there a link between gambling in video games and gambling habits 
[bookmark: _Int_0vh1gz9u]-Are gambling a good or bad thing for the games industry 

objectives 
· [bookmark: _Int_VwCnK6jD]to compare different forms of gambling in games 
· to explore if there is any links between gambling in games and gambling addictions 
· to explore if loot boxes are becoming less popular due to heavier restrictions/bans on them 
· to explore if video games promote underage gambling 

4. Project Design

4.1 Outline of Project Process
[bookmark: _Int_J3RNvzc4]I will be using the research and statistics that I find during this project to outline the prevalence of gambling in the games industry. I will try to find out if the prevalence of gambling in games has any link to gambling habits. 
4.2 Data Collection
[bookmark: _Int_Ln6piuUN][bookmark: _Int_pdSegl7U]There will be many ways in which I will collect data for my project. These will primarily be through primary research of playing the games that I will be talking about. When I will be talking about rising gambling stats, I will be collecting this data from government websites such as the gambling commission and the NHS. I will also be looking at academic papers when researching if there is a link between gambling and video games to see what conclusions other people have produced.
4.3 Data Evaluation
[bookmark: _Int_0XrMVvW9]When evaluating the data that I collect I will make sure that all the data that I am collecting is current and reliable to make sure my project remains credible. I will achieve this by only taking stats from credible government websites. 
4.4 Risks & Limitations
[bookmark: _Int_gxXjNqLo] The only risk that is presented to me for my project is the potential loss of work. To limit this risk, I will be saving my work on a consistent basis and backing up my work in three separate places such as google drive, my university one drive and my personal hard drive. 
4.5 Ethical Issues
My project does present an ethical issue that I will have to overcome to complete my project with this issue being gambling addiction. The ways that I will be able to limit this issue will be only talking about it where it is necessary and not going into any detail that might be linked to an actual person. The other way that I will be able to limit this issue is by providing links to the NHS and other organisations that help people with gambling addictions.





4.6 Planning chart
This is my proposed planning chart for this project.
	task 
	10/24/2022
	07/11/2022
	21/11/2022
	06/12/2022
	19/12/2022
	02/01/2023
	16/01/2023
	30/01/2023
	13/02/2023
	27/02/2023
	13/03/2023
	27/03/2023
	10/04/2023
	24/04/2023
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	research if studios are moving away from gambling mechanics 
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	start writing aim 1 
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	start writing aim 2
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	start writing conclusion 
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	spell and grammar check
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