Dissertation question: Popular gaming with ancient themes, its effect on young people and their interest in the ancient world and how this connects with their education choices at secondary and tertiary education.
Theory and Methodology for proposed dissertation 
Introduction
This dissertation investigates the correlation between video games based upon historical situations, and students choosing to study courses which focus upon similar periods of history (History, Medieval History, and Ancient History) and how this is exemplary of the fact that games are an excellent educational tool.
In order to gain an appropriate understanding of the subject area, multiple interviews and surveys will need to be undertaken in order to gain evidence sufficient to prove that there is a direct correlation between the two. This will be contrasted with any other statistical data available, such as that relating to the numbers of students enrolling in related subjects over a period of roughly a year and then compared specifically to the years when the most popular products are released. 
This research also considers whether any of these students have encountered difficulties in their interpretation of historical facts, due to inaccuracies which are often integral parts of the games and movies whose themes they have been exposed to. This will lead to consideration of how long such acquired knowledge can impact upon a person’s understanding of what is a fact, and whether the impact of this should be taken more seriously by the producers of games. 
It is hoped that this dissertation can demonstrate how historical games and movies are predominantly positive, in that they directly cause interest in the field of history and antiquity.[footnoteRef:1] It is also hoped that Video Games can be an incredibly positive step in the field of education, as students can become immersed in a historical setting by playing an antiquity related video game thus learning key data that will help in their studies.[footnoteRef:2] [1:  Wideman. 2007. 12]  [2:  Wideman. 2007. 12] 

Thesis
The overarching thesis of this dissertation will be that despite clear discrepancies and inaccuracies, video games and movies set in antiquity are useful sources of causing interest in ancient historical university courses and sixth form entry courses. The research should theoretically be able to back the thesis to a significant degree, since as a generality people are often likely to pursue courses in areas they enjoy outside of scholarly research and study; as clearly, enjoyment piques interest in study. What could also therefore be a source of debate is whether or not the misrepresentations of historical fact in video games are actually that dangerous, because when it is used as an educational tool one could stipulate that the students could well be aware of inaccuracies anyway and if not will quickly learn of them, this is therefore indicative of the fact that misrepresentations of historical fact are not a barrier to a video game being used as an educational tool.
Methodology
[bookmark: _Hlk535069025]The research will be broken into three parts, firstly a consideration of the historical representations in video games such as Assassin’s Creed Odyssey.[footnoteRef:3] This will be achieved by comparing events and actions included in them, to the writings of ancient sources, such as Herodotus,[footnoteRef:4] Thucydides,[footnoteRef:5] Appian[footnoteRef:6] and Caesar.[footnoteRef:7] This section will also consider the sales rates of such games and films and log the dates when these are at their height of popularity.  [3:  Assassin’s Creed Odyssey. Ubisoft, 2018]  [4:  Hdt. 5.1]  [5:  Thuc. 3. 36]  [6:  Appian. 1.5]  [7:  Caeasr. 3. 82] 

The next part of the dissertation will focus upon gathering primary data from university and other students; who are studying history, medieval history, or ancient history, using questionnaires and interviews. The findings from these will be compared to governmental and other statistical data related to numbers of people studying relevant subjects to develop evidence of trends. These trends can be compared to the popularity periods for different video games, to see whether they could show any correlation. In addition, questionnaires will be developed using closed and open questions to allow for the gathering of qualitative and quantitative data[footnoteRef:8]. Any themes which arise and need more inquiry can be looked at with a small focus group made up of approximately five informants, to get a clearer idea of what is thought about these topics. [8:  Srnka. Koeszegi, 2007] 

The final part of the research will look at qualitative data from open questions and interviews regarding how games and films form believed knowledge of historic facts, and whether these are actually reliable. Any unreliability will be collated to show evidence that could be put to game and film developers and directors as evidence of why it is important for these products to be accurate historically.
The reliability of surveys as a source of empirical evidence
A lot of the primary source material for this dissertation is that of ethnographical research in the form of open and closed question surveys, with potential interviews with academics being added as well. The reliability of these questions is entirely based on the breadth and scale of the questions and of whom they are directed at. Since a problem arises if the only people who take the surveys are those who have played a lot of video games, then one could easily question the reliability of arguments based on the evidence. Therefore, to counter this all, assurances will be made to gather a great variety of evidence from a greater number of students and not just those that have a background of playing video games, to create a reliable cross section of data[footnoteRef:9]. [9:  Denzin. Lincoln. 2008. ] 

Problems that may arise
The main problem with this dissertation topic is that, being an ethnographical piece of work, data may be somewhat difficult to actually find, since the data I am looking for is not exactly common public knowledge. Therefore, a lot of research gathering for empirical evidence must be done to get the evidence needed to back up my thesis.
[bookmark: _GoBack]Another key issue is that, because my dissertation topic is very original, whilst scholarly debate is fairly widespread around the specific topic area of the causation of interest in antiquity via video games, it is not when it comes to video games being used as an educational tool. To resolve this issue, I will have to use scholarly sources and articles from a wider variety of topics such as authenticity, which is well documented with many sites often writing lengthy articles on this very subject[footnoteRef:10]  Also, by bringing in works from various related topics one such as how role-play can be used in general, [footnoteRef:11] one should have the necessary sources to engage with the wider subject area and thus the dissertation should not be too inhibited.  [10:  Reeve. J. VICE. 2018]  [11:  Van Ments. 1989.] 

Ethical and practical considerations will need to be accounted for in this dissertation project, in that surveys and interviews will need to be conducted in order to gain sufficient ethnographical evidence to support the theory. In this, there are many issues that could likely occur, such as the fact that the surveys themselves may not cover a large enough area to be effective in gaining conclusive evidence, therefore the surveys must be conducted with as broad a range of questions as possible to be more conclusive. Another problem is actually conducting the interviews themselves, since at any point a request to destroy the information could be called for and potentially calling for information in the dissertation to be rewritten because of the consent agreement that will need to be signed prior to the conduction of the surveys. To counter this problem, I could simply conduct more, or increase the quality of the interview questions themselves. It is also a good idea to encourage the participants to be interested in the findings so they are keen to engage with it, and it would be fair to say that this topic is not likely to be one which makes people feel anxious about giving their opinions on it, so hopefully there will not be a problem. 
Another potential problem is that unlike previous personal research, this is both qualitative and a quantitative, as well as academic theorising, therefore this is the first real time doing this type of work and will therefore it will be necessary to learn more about this form of research.  It is also true that I will be my own informant as I like to game, so I must be vigilant in being reflexive to make sure that the findings are not influenced by personal expectations. 
The Question of whether Correlation is Causation.
One major question that the quality of the entire dissertation revolves around is whether one can quantify whether correlation, which I do expect to find in my research, is as a direct result of antiquity related video games and movies. Or that the evidence suggesting a correlation itself is just a co-incidence and non-related as it could be caused by factors such as a general increase in funding and advertising of ancient history courses. Since this is very difficult to identify based purely on the empirical evidence, a thorough analysis of the context and background of the found epigraphical evidence must be undertaken in order to gain some understanding of whether the apparent correlation is as a result of causation and not another factor influencing the data.[footnoteRef:12] Only once correlation is linked inextricably to causation will any thesis be based upon the empirical data. [12:  Denzin. Lincoln, L.S. 2008.] 

How the surveys will be conducted
The surveys themselves will feature two variations. One in which the questions are closed and another where the questions are open, the reasons for this are that as a significant margin of students play video games and watch movies in their spare time, thus it is highly likely that a conversation will form in which the interviewee will likely want to expand on their thoughts about the topic and could thus provide the dissertation with useful quotes and references. Should the interviewee agree to the use of what they say be used for academic purposes. Therefore, by having one survey have open questions that allow the interviewee to expand on their own opinions and thoughts on the topic I can potentially excel the research to a great extent, since I have may well have a significant source of debate and conflicting opinions for me to reference.
The reason for another survey in which the questions are closed is that this in itself will give the dissertation thesis much needed empirical data that will be incredibly useful in giving the thesis evidence to suggest that games explicitly cause interest in antiquity related educational courses and furthermore that they are useful as an educational tool in class as well to an extent. However, should this survey come back with some results to the contrary then hopefully other evidence gained from either interviews or the open question survey should give enough evidence in order to grant a sufficient basis for the thesis.[footnoteRef:13] [13:  Denzin. Lincoln, L.S. 2008.] 

How the interviews will be conducted
One potential aim is to acquire even more empirical data is the use of recorded interviews, with the interviewee’s permission. Although these interviews could be replaced by the open question survey it is still important to potentially interview scholars who have done research on the topic or have been involved with games or film production. Whilst this will be difficult to acquire, should they be accessed then this will provide the dissertation great insight and thus move evidence to support the thesis. In Addition another useful way of acquiring data will be through the use of small focus groups designed to incorporate participants in open discussions in a semi informal setting, this will be very useful to engage with after other data has been gathered and processed so themes arising from the questionnaires can be explored in more detail.[footnoteRef:14]  [14:  McLafferty, 2004. ] 

Video Games as an Educational Tool
The core aim of this dissertation project will be to prove beyond doubt that video games are an incredibly valuable educational tool because of its uniqueness and immersion that no other media can compare too. In order to prove this thesis an analysis of the actual facts that are depicted in the games that are correct, for example in games such as Assassin’s Creed Origins, because of recent archaeological findings, the developers of the game were able to accurately and realistically portray Cleopatra’s Egypt, including entire cities such as Alexandria. By analysing the settings and environments of the games it should be proven that video games set in antiquity can easily be used as a teaching resource, as it will allow the students to fully visualise the facts and data being taught to them. 
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