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In this dissertation I will be looking into the history of media as a service, and investigating if this live service structure in games is beneficial for not only the consumer but also for the developers who work on the media. Through this investigation I will be looking at both sides of the argument for the case, looking at both positive and successful services, as well as ones that have failed to deliver on the promises they have set out. I will be finding accounts from both players as well as developers and will create a questionnaire to collect a general opinion. I am also investigating the effect this structure has on the general consumer and if it is making fan bases expect too much from developers or if this an excuse for developers to create games with a lack of content as some people have complained about, to then release the content they should have released at launch at a later date as part of the service. There has also been a massive rise in live services which can put a lot of pressure on the people who create them if everyone expects this system from them. I would like to see how accurate this is, as well as discuss if this service is something that is a hindrance for the industry or a positive influence for the industry. Also, I will be discussing suggestions made from people on if games a service should change, and if so, gather suggestions on how it should change. I will then gather my own opinion and will suggest an answer to the question I have asked.
How did this come about?
[image: ]Media on demand has been available for a long time, and people have had access to forms of entertainment for just as long. Newspapers are one of the oldest forms of media, being created in around 1605, thought it is not considered on demand. The first on demand media was radio, with the first publicly available radios being released in 1919. In 1920, radios gained popularity and the first daily broadcasts from studio [1]8MK were regarded as the first commercial station by radio inventor [2] Lee De Forest. Radios paved the way for the visual media market, with radio stars becoming famous worldwide and stations catering to all ages, such as [3] Anne Airlines and the [4] Captain Midnight adventure franchise. Although television was introduced in 1927, the radio remained the dominant media force for many decades until television became more popular in the 1950s with broadcasting companies like the [5] BBC and [6] ABC. In the mid-1950s, Radio viewership time went from 3 hours every night to around 20 minutes, due to the boom in popularity televisions got, and when President Dwight D. Eisenhower arrived in office, around half the homes in the United States, had a television set. Shows like [7] “I love Lucy” and [8] “Man Against Crime” where among the most popular shows during the 1950s, as well as a massive enjoyment of action shows, primarily ones that involved the Wild West, like [9] “Lone Ranger”. [10] “The adventures of Superman” was also among the most watched TV shows of its time, being one of the earliest superhero shows on TV. Some large historical events helped with people getting a television set, especially for Britain in 1952 with the queen’s coronation. Many loyal Britons went out to get a television for the purpose of watching the queen’s coronation. In the 1960s, serialized TV shows and films were being produced more regularly. Sci-fi shows like [11] Doctor Who and [12] Star Trek became extremely popular and still remain so today. TV networks also began incorporating more channels dedicated to youth programming, with shows like [13] Scooby Doo, [14] Batman, and [15] Johnny Quest becoming hits. Towards the end of the 1960s and the beginning of the 1970s, re-runs of older episodes became more popular. Prior to this point, older episodes were often taped over to save storage space, and preserving older shows was not a priority. However, reruns allowed fans who missed earlier episodes to catch up. In the early 1970s, coloured TV sets became available to the public, and many shows began airing in colour. Although colour had been used in cinema and some early TV shows during the 1960s, it was now mass-produced for everyone to enjoy. During the mid-1970s the Video home system, or VHS, was created, allowing people to buy and keep a copy of a film or TV show, and be able to watch it whenever they wanted. This was one of the first instances of media on true demand, if you wanted to watch one episode of show, you could, you didn’t have to wait for a tv channel to show it by chance, now it was there at any time. Around this time, the first home video game console was released, the [16] Magnavox Odyssey. It wasn’t massively successful with the public, but after a little redesigning they came back with the [16] Magnavox Odyssey 100, and 200 which were a little more successful than there first console. Around this time [17] Atari started selling a single chip [18] “pong” console, which helped gain more popularity with the idea of consoles and video games as a whole. As people became more comfortable with being able to watch what they would like, or playing what they would like, it was only a matter of time before companies tried to capitalise on this. At home you were able to record anything off of the TV, and put it within a VHS, so you could easily record and rewatch TV or film at home whenever you would like, but for video games, unless you were able to buy fake copies of games, this was not possible. During the 80s gaming blew up in popularity, and technology improved a lot alongside the expanding game industry. Many classic consoles were born in the 80s, with the [19] Nintendo entertainment system, or [19] Atari 7800 being made around this time, and alongside these consoles, came the internet, which was revolutionary, and something many of us take for granted now. It was only natural that consoles, and the internet would combine together, and eventually they did. The [21] PlayCable by [22] Intellivision in 1981 was the first console to allow games to be downloaded from the internet, but it failed to take off due to outdated technology and slow internet. It allowed people to pay a subscription for a [image: ]special cartridge that would download one game at a time. next the [23] GameLine was created. It was a third-party system that allowed downloading games through a telephone line and worked for multiple consoles, but it also failed due to high prices and lack of support from larger publishers. It also released during the video game crash of 1983, which caused its creators, [24] Control Video, to go bankrupt. [25] Sega and [26] Nintendo attempted similar kits in the 90s, but they too didn't succeed despite internet improvements. In the 2000s media changed, and so did the gaming industry. In 2005, online entertainment exploded, and internet connectivity became increasingly important. [27] YouTube was created, allowing people to watch anything online and spurring the development of online media. Online multiplayer also became popular, starting in consoles with the original [28] Xbox, and [29] Playstation2, it expanded with the [30] Xbox 360 and [31] PlayStation 3, offering easy internet access for game purchases, playing with friends, and browsing. Of course, for people who used a computer a lot this wants new but for many people this was huge, and this really started the ideas of a live service. [32] Netflix was one of the first to really push the idea of a live service, which worked massively in their favour originally. Before 2008 [32] Netflix was popular from there video rent service, where people could rent a DVD or video film and have it delivered to them, and then returned back to [32] Netflix, but in 2008 they launched a new website which took this idea, but instead of paying for one film, you could pay a subscription and then have access to hundreds of film and Tv shows per month. For only $9 a month you could watch anything from there 90000 title libraries, which for millions of people, was a good deal. Of course, naturally, many other companies wanted a piece of this streaming idea, so everything eventually had their own live service structure. Many other streaming services stared popping up, with companies like [33] Disney, [34] paramount and the [5] BBC, just to name a few, making their own websites and subscription services. [32] Netflix is now no longer the powerhouse of the Media streaming, due to other companies removing their films or TV shows from [32] Netflix, so they can stream them on there own websites, and now [35] Disney Plus, which is [33] Disney’s streaming service, having the best value, and largest selection of popular franchises to watch, has taken that title. Of course, the Game industry would soon follow with wanting to have things within a live structure, which wasn’t new for the industry with some games/services, but it became more common as the idea grew and more and more live service games were starting to pop up.Captain midnight radio poster
A poster for the GameLine system.


What is a live service game? 
[image: A picture containing text, sign

Description automatically generated]A live service game, or a Game as a service, are video games that are designed to keep players constantly playing for a long time after a games release, with updates and new content, though for a game to be considered a service it needs a substantial amount of post release content. One of the first real form of live service in games was in 2004 with [36] World of warcraft.  It was a massively online role-playing game that launched its game and then multiple expansions afterwards that would update and add more content to its game. it laid the groundwork for how most games will end up being later down the line and allowed fans of the game to constantly get new content in their game. The norm for triple A games that wanted to extent the life of the game was smaller expansion packs, usually something like a small story update, or a map pack for multiplayer game. This would usually be paid but wouldn’t be a huge purchase for the player. Because these packs where usually worked along side the game, either as left over that where cut from the main release, or planned as DLC, they were usually well polished, with little bugs or errors within the content, and would improve the player’s experience. Before 2010, games that saw regular updates were primarily on computer gaming, rather than on console, due to the update limitation of the time, but it was slowly becoming more common for specifically multiplayer games to see regular updates. [37] Team Fortress 2 is a prime example of a game that started to get regular updates that where free. It was released in 2007, as a full paid PC game, and was a team-based shooter with 9 playable classes. In 2008 it received its first major update for free, for all players, which included new maps and weapons. This started what will become synonymous with [37] Team fortress 2, which is its major free updates. In 2010 [38] Valve added a shop into the game, so players could buy cosmetics with real money, for there characters to wear, which later would be the only source of income from the game, as in 2011 the game went free to play, so anyone would be able to download and play the game for free. This free to play structure was becoming especially popular for live service games, as companies could make way more money from a shop, rather than initial sales of a game. Also, a first in 2011 was the addition of a “season pass”, first released with [39] Rockstars game [40] “L.A Niore”. This was a one-time payment, that would allow players to earn cosmetics, usually through a tier list of 100, by playing the game. This became the common trend of the 2010s, but for many this was the first red flag for live service games, as they were seen as anti-consumer, since they psychologically pressure players into buying the pass. This only got worse when season passes got a time frame in which to earn the in-game items, otherwise they won’t be obtainable anymore, for many players this caused what is called, FOMO, or “Fear of Missing Out”. Since they where scared to not completing there collecting they would throw money into time period exclusive items in shops, or seasonal battle passes. Another very common trend with most games, specifically in live service games, were “loot boxes”, which was a purchasable item, that would “open” and give the player random items, that would have a chance of giving the player a chance of something the developers would say is rare. This was gambling, as there was no way to choose what you would get, the player was at the mercy of randomness, and would more often than not, get duplicates or common items, and waste hundreds of pounds trying to get the rarer items. This had a significant effect on children, as they could get emotional and financial damage to them or families, and majority of the time, it was children which the loot boxes were directed more towards. This was seen as such an issue that many countries have banned loot boxes, and attempted o even take legal action against the game companies that tried to include them. Japan was the first country to ban loot boxes, as it is seen as “predatory” as in some games the player would not be able to progress without buying these loot boxes. China, The Netherlands, and Belgium have also banned loot boxes from games in their countries, as it is seen as child gambling, and dangerous to expose minors to the gambling system, though most countries will have their own regulations on what types of monetization and if loot boxes are allowed in games. These are all the most common ways in which a game can sustain itself successfully or unsuccessfully, which would allow developers to continue working and adding content into their already released titles, within free updates. 

When a live service game is successful in maintaining a audience, and keeping players happy enough they are willing to spend money within the shops and battle passes of a game, then the game will usually have a long lasting life, and will continue to get free updates until the players move on, or a sequel is made, but when one fails, it can not only alienate a player base, but it can backfire on the company that makes the game, and more often then not, will end up being abandoned.  Arguably [image: ]the most successful live service game is [41] Epic Games Battle royal shooter called[42]“Fortnite”. The reason this was so popular was the fact that when it went free, it included a massive amount of content at launch, and the shop was more of an option than a necessity. It was so successful that the game set a trend in gaming for years with its battle-royal, last man standing game, which so many wanted to have a piece of the success. L.A Niore Rockstar Pass
Promotional Image of Fortnite
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Description automatically generated][42] Fortnite every few months will drop a huge update, that will include additions to the map, new weapons, cosmetics, and so much for a player to enjoy, it rewards those who stay around, while also inviting new players to join. Even now it is still massively popular, allowing players to unlock skins based on popular characters from popular culture, like [14] Batman, Master chief or Goku from [43] DrangonballZ. it is a perfect example of a live service that is done correctly, and not only rewards players, but also allows developers to pace themselves with content, and constantly be passionate about what they work on. [44] Fall guys is another example of a game that has successful created a live service. It is a simple game where everyone must race to the end of a obstacle course until everyone but 1 person is knocked out. They too have seasonal updates, with a battle pass and shop, which players can earn credits for, or purchase with real money if they so please, and continue to let their community and game grow. So, if these games are so popular, why do many people dislike live service games? This is primarily due to many games failing to create a compelling experience within their game, usually creating a game that players will see as “rushed” and with a primary focus on the monetization rather than the game. one of the most common complaints seen from games that fail to create a live service is that people will say the game is only “half a game” and content that should’ve been there at launch is being saved for a later update, which can make players think developers are being lazy when creating games to make a quick fortune, rather than a good game. a great example of a poor live service game is [45] Marvel Avengers by [46] Crystal dynamics. It was released in 2020 and was a team-based action game based around the [45] Avengers from Marvel comics. The developers before launch promised that the game would be fair, and include a lot of content, with “multiple Years” worth of content planned after launch. They even promised that the shop wouldn’t not include any “Pay to win” elements, but when the game was released, many fans were disappointed to find out that the gameplay loop was poorly executed, feeling repetitive for many people, and that progression was extremely slow. Due to how slow progression was, the developers allowed players to spend real money is aiding progression, which along with cosmetics where quite expensive, with credits starting at £7, and going all the way up to £70, with some cosmetics being nearly £20, it did not look good for the game. They also released some cosmetics with very minor changes and still sold them separate at full price. This upset many fans who were looking forward to the game, and after only a few weeks the game went from 20,000 players daily, to around 1000. In 2022 the developers announced that the would stop development on the game, after a few attempts at updating the game, they failed to maintain a audience to stay, and lost out on a potentially successful venture.  Another example of a live service game that hasn’t be successful is [47] 343 industries [48] Halo Infinite. this game was released in 2021, as a free to play multiplayer beta. It was in development for 5 years after the release of there previous live service game [49] Halo 5 guardians. Halo 5 although not being popular at launch, the live service updates after launch managed to keep players engaged and was a rather successful game, though sadly [48] Halo infinite failed to do what their previous games did. When the game was released, players were fine with the lack of contend since the developers called it a Beta, with only 3 maps, 4 game modes and a store, many fans were disappointed in the lack of content. In a usual Halo title, there would be 15 to 20 game modes, with 10+ maps at launch, but many popular modes like infection or Firefight were absent from launch. The sandbox also massively shrank with many weapons and vehicles absent from the game. it launched with a battle pass which players could earn cosmetics if they bought it, but this was the only way to earn cosmetics besides purchasing them within the store, so players who didn’t want to spend any money, could not earn any cosmetics. Players would also have play for base colours for their character, which before, players could pick any colour for their spartan for free, but now people would have to spend sometimes £20 for base colours like white. Since it was called a beta players assumed more content would be added in the proper launch, but even when there was a official launch of the game, nothing was added, besides more shop items and the single player campaign. Popular game modes like Campaign Co-op, or Forge, which was promised for launch was delayed, and even now 2 years later, have still not been added and many players felt betrayed by the 5 years’ worth of development only producing a game with little content. [48] Halo infinite is still being updated with free updates but features like a progression system or multiplayer [image: ]rank is still being worked on, and many fans have given up with the game. The player count history of Marvels Avengers over the course of a few months.
An example of Halo Infinite's shop


Is there any hope if a game launches poorly?
 Many live service games have launched poorly, with many more being abandoned, but a few games not only make up for lack of content, but even manage to become successful and keep a live service structure. Games like [50] No Mans Sky or [51] Sea of Thieves have managed to have some of the roughest launches but fix issues and build trust back up with their community to now thrive and remain popular. [51] Sea of Thieves released in 2018, and although looked good and had a good play loop, there was a big lack of content with only 3 things to do in a open world pirate game. Fans were disappointed and many stopped playing pretty fast, bur rare ware re organised their entire live service structure and changed their plan to instead focus on doing month updates to the game, and after one month after launch they released a large update that added a substantial amount of content to the game and fixed many issues players had with the game. They even postponed microtransaction and the store to focus on this, which for a lot of people showed that the developers really did care about the feedback and the game as a whole. The monthly updates were beginning to add a lot of workloads to for the developers and they changed to a seasonally update instead, so they can balance workload and make sure content can be perfected before being released. This has worked massively in their favour with the game now 200,000+ active players as of [image: ]2023, with no signs of slowing or stopping development.One of Sea of Thieves promotional images showing a milestone on their success.


Is it just about profit? 
Live service games have been one of the most profitable structures ever within the gaming industry, as stated in The [52]  Act Mans Video [53] “the problem with live service games” he says, “in the span of 2012 to 2018, [54] EAs Value had risen from $4 Billion to $33 Billion, [55] Activision blizzard, $10 billion to $60 billion, and its all thanks to their live service games”. This shows that if correctly done games as a service can be massively profitably for everyone involved. But of course, if a game is popular, it will make money, and to maintain a game after launch game companies require money to create more content for their games. In Oscar Clarks book [56] “Games as a service, how free to play design can make games better” he talks about how “free is not cheap” and that development is “costly and resource hungry”, so of course developers would require making a profit. Returning back to The Act Mans Video, he speaks about how game development used to work on a “fire and forget” business model, were once its released, there was not anything you could do to improve or fix it, if its bad, then that is what it will remain, and you move on. Live service allows developers to continue work, and fix issues they may not have been able to during development and allows the game to “pay off”. He later says that one of the main benefits of this structure is that it allows games that “would’ve gotten old” if new stuff wasn’t added, and that most importantly, “giving developers more than one chance to make a statement”. He then starts to break down the negatives saying that because of every game has started becoming live service, they all start copying each other’s models and become a “blob where every game looks the same” and that it can kill creativity. Even solo oriented experiences have become a game as a service because solo experience, at least at the time, were not seen as a profitable expense to put time into. He then goes on to say “live service at is worst, is Minimum viable Game” which means developers will do the bare minimal to allow a game to launch, only to “fix it later” as a selling point for the live service structure. Instead of rewarding players with a good progression system, many titles now launch with a “bottlenecked” progression system that is designed to be as tedious as possible so it can be monetized. He makes a really good point saying that “A live service game should never be, we launched the game, so stay tuned until its playable, because the store is always in tacked with no issues what soever”. This perfectly sums up how some companies will use live service as an excuse to be allowed to launch a less than functional game, and more often than not, the game may not work, but the shop will. He concludes by saying that games as a service is not going anywhere, as it is the most profitable, and that it does have many benefits for both players and developers alike, but more often than not games are not able to capitalize on them instead becoming too ambitious, releasing the game broken, focusing on microtransactions and giving anti fun design, finishing up by saying “because if the game sucks, and everyone stops playing, than who is the live service for?”

Is it all bad? 
Gamers have some of the lowest patience when it comes to new releases, if it’s bad then they will most likely never come back to the game, even if live service fixes the issues, but if its good than they will most likely keep playing. When a game has a well-done live service, then not only will players enjoy the game, and be willing to support the game through the shop, but will be rewarded with constant new content, and continued support. With a constant player base this will benefit developers with fixing bugs, or issues with the game post launch, and not suffer as badly from common issues in development like crunch time. In an interview with [57] Jenova Chen, he talks about how beneficial as a developer live service can be, having worked on both games et to be released and left, and live service games. When asked what he preferred, he said he preferred live service as it allows a better “work-life cycle”, and how it can pretty much erase crunch time from development, as any issue can be pushed back for a patch in a few weeks rather than for a specific release date, were everything has to be perfect. It also helps within a team, were in premium title near the end there would be a lot of fights within the team about what needs to go in before the launch and that these “heated battles “are always about perfectionism. But with a service he says because content can be more easily managed, conversations can be a lot calmer, and things can be put into the next update and be perfected rather than rushed. ProCasualGaming.com wrote a blog on the benefits of live service games, and state two important points within the blog. The first point they make is that live service games are more accessible as they are “mostly free” and players can “pretty much just download the game and get going”. this is one of the main reasons this structure is popular, as it can be really easy to gather a massive player base, as more casual players will be more inclined towards somethings that free over something that could cost a lot of money. There next point is that live service games have a large engagement, which can help create a large community, were players, Streamers, content creators, bloggers and developers can all interreact, and enjoy the regular content.


is it all the developers fault? 
By no means, the developers can not be held entirely responsible for some decisions on how a game performs, not all developers are greedy, and sometimes it can be higher ups that hold that decisions. There are many people who work on a game that are really passionate about what they are creating, and want the game to genuinely do well, and do want to put gameplay over profit, and like with anything, there are people within the game creation that do only want to focus on profits and putting greed first, as apparent with some live service games. Due to the success of some live service games, like Fortnite, players can get used to one game constantly giving them a large amount of content at a time. Fortnite usually releases a new season within 3 months, and each season will have a large amount of content added, and new items added to the store. If a game releases and doesn’t deliver to the same amount of content, or not as quickly as other games, players could easily be overly critical, due to becoming used to how one company deals with updates. Some players have been seen boycotting a game before it is even out if they find out it’s a live service game, although this is a minority according to LaptopMags blog, this can have a negative effect on developers working on the games, especially smaller development teams. During my investigation, I created a questionnaire to gather a general opinion on live service games, and to see what people who are interested in the subject believe in regard to if this structure is good for the players, developers, or no one. 
What do people think?
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Description automatically generated]I created a questionnaire on the website [58] Typeform and set out to try and gather a general opinion, as well as suggestions from people on fixing/improving live service games. I also wanted to know the reasoning to why people chose their answer, to get more understanding on why people felt this way. In the questionnaire I have 8 Yes/No questions, with 8 questions asking why they chose their answer. Right at the end I had a small paragraph question where people could answer what they would to change about the live service structure, if they wished to answer it.  Typeforms layout on questionnaire creation, showing the questionnaire i created.



The question I had where:
. do you enjoy games as a live service?
. do you think service structures are beneficial to developers?
. do you think streaming/games as a service has affected the general consumer?
. do you think service games could make a fan base expect more from developers?
. do you think service games could make a developer more lazy with development?
. do you think that service games are beneficial for the industry or a hindrance? 
. do you think that service games are beneficial for the consumer or a hinderance?
. do you think that service games are beneficial for developers or a hindrance?
. what would you do to change live service games?
Each of the questions also had a second question asking why they felt the way they did on the question. I shared the questionnaire around multiple places to try and get as wide as an audience as I could, using platforms like Discord, Facebook, and Reddit to find people to help. The answers I did gather gave a nice decisive look into how people feel about live service games and allowed me to see people who both liked and disliked service games. When asked if they liked live service games 20% answered no, 60% answered yes, and 20% were indecisive. Majority of the people who disliked live service games commented on how they usually start with low content with one saying that they “usually start underdeveloped”, while the general response with those how answered yes said they liked how the constant content being added will always keep the game feeling fresh. When asked if they thought live service games were beneficial to developers, 80% said yes with 20% saying no. for those who disagreed one stated that if a game starts to decline it could make “future updates unfeasible” but the developer would still be expected to turn out content. Another stated that if a game is very limited it shows the developer as “lazy or unqualified” in their opinion. The majority of answers given from those who think it is beneficial stated that it would help with a developer’s stress so workload and allow developers to be more organised and have more work. And person who answered stated that they were a project manager at a AAA outscoring studio and explained that project that are live service have softer due dates than single release projects. This means developers are “excited” to try new things, and that it makes work less stressful on both internal and external teams working on the projects. In the next question when asked if they though fans could end up expecting more, 80% said yes, and 20% said no. when asked why, those who said yes generally said that fans may expect more or better content throughout the games life and will “share their grievances” when it not fulfilled to their standards. Many also said that they should be adding content and that fans expect to be kept engaged within the game, and that new content will help. One person who said no said that they didn’t think it was that fans expect more, but it could be how games are presented through trailers, compared to how games are at release, and that some could be vastly different. When asked if live service games could make developers lazy, 70% said yes, and 30% said no. Those that said yes general opinion was that some developers will relay on live service to ix issues that they should’ve fixed in development, or as an excuse for lack of content. One said that some companies “live off the franchises” they may own or have the rights too, which would give them an excuse to be lazier with development. One also said that they think some developers may start to “neglect the game at launch” with a mindset on “I can fix it later”. The 30 % that said no generally thought against the idea of lazy developers, with one even stating that the idea of “ill fix it later” has disappeared. Even saying that there are redemption stories with developers and that lazy games will “get left behind quickly”.  The next question was were if games as a service was beneficial for the industry, and 50% thought it was beneficial, while the other 50% thought it wasn’t. Some that said it was beneficial said that it allows designers to work at more manageable paces, and can allow creator to be more creative, allowing for “larger scale stories and worlds” to be created. Some also said it allows for game to have constant new content and allow for long term gamers to breaks and come back when theres new content. The people who thought it was more of a hindrance said that it can cause people to spend more money on things people may not be able to afford, and that it may not let some creative have a “true final payoff” as the game will never be “completed”. Next, they were asked if they thought if games as a service was beneficial for the consumer, where 40% said it was a hindrance, while 60% thought it was beneficial. The people who thought it was beneficial said that the service allows more content for the game to come out, meaning it is more worth it for the consumer, they also think that it can provide players with easy and cheaply accessible games that are for everyone. It also allows players to enjoy games without spending any money, and only offers player a choice if they wish to support the game. the 40% that said it was a hindrance believe that a lot of people would be spending a lot more money than a standalone game one person said that you will never stop spending money on the experience, while another said that instead of doing a onetime purchase for a game, you will have ended up paying more over time with a service. The next question they were asked if they thought if games as a service was beneficial for the developer, where 50% said it was beneficial, and 50% said it was a hindrance. The half that said it was a hindrance believed it could promote laziness in developers, or that it may be hard for developers to start out, which would cause stress from the demand the game causes. One person also said that for smaller developers this style of games may not be financially feasible for them, and so they may struggle with getting an audience for their game. the 50% that see this as beneficial believe that this style of structure can provide a good income, if it succeeds, for the developers that work on the game, and that it could give good insight into their own communities, which would allow better content for the game. it can also give developer more time and freedom to craft larger games. One person commented on the job assurance of games as a service, saying that it will give “perpetual contracts” that will last a long time due to the game space. The final question asked what they would change about live service games, to which the answers were pretty varied. Some people said that there wasn’t anything wrong with live service games, and that games are pretty varied and its down to the consumer. A few also commented saying they would like to see higher budgets for these games, and to make sire they need to be worth the players time, and not feel like “a cash grab”, as well as making sure developers prioritize releasing passable games. One person said they would like to see shorter lifespans of live service games, and higher “forms of iterations” on the game technology, so that games can come to end, and from the findings gathered from the game, the next game can grow. 
Do we have a conclusion? 
[bookmark: _Hlk133398991]While live service games, and games as a service are not going anywhere, due to how popular they are for both profit, and play, I do think there should be some changes. In conclusion when done correctly, live service games benefit both consumers and developers. Flaws in the system have improved over the past decade with more development and practice. When games focus on releasing a working game without anti-fun mechanics that force players to pay for progression, players can enjoy an immersive, ever-changing world with new content. This structure allows developers to be more organized, safe from crunch time, and more connected to player desires. Overall, the positives outweigh the negatives, with a constant stream of new content for players and sustainable job security for developers. As long as greed does not interfere, players can enjoy the game, which is the primary goal of gaming.
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