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[bookmark: _Toc10016]Overview
A thorough examination of the cultural marketing strategy used by miHoYo's well-known open-world action role-playing game, Genshin Impact, is the goal of the proposed business project. Thanks to its compelling gameplay, fascinating narrative, and deep cultural issues, Genshin Impact has become incredibly popular all around the world. This business proposal aims to carry out a more in-depth examination of the cultural themes, symbols, and visual representations utilised in the game's advertising campaigns and promotional materials. 
To look into the representation of cultural components in marketing materials, trailers, artwork, social media posts, and other Genshin Impact promotional products, the player comments and debates from local websites, online forums, and social media platforms will be the subject of a thematic analysis to identify trends and recurring themes related to the cultural aspects of Genshin Impact's marketing. And this project aims to conduct in-depth interviews with a sample of players to find out more about their perspectives, experiences, and attitudes on the cultural elements Genshin Impact uses in its marketing. 
In-depth interviews with players will be conducted as part of the study methodology, and topic evaluations of player comments and promotional materials' content will also be done. Numerous sources, such as official gaming channels, user forums, and social networking sites, will provide data for the collection. The study will use qualitative data analysis techniques to pinpoint significant themes, trends, and perspectives related to cultural marketing in Genshin Impact. 
To gather, process, and disseminate data, the business plan will need infrastructure, software, employees, and access to pertinent data sources. The money will include costs related to programmes for research dissemination, data storage, and participant recruiting. The study will likely take several months to complete, with multiple phases for study design, data gathering, analysis, and distribution, as well as report writing. To guarantee that each stage is finished on schedule and within the allocated time frame, a comprehensive time plan will be created. 

Ethical issues will be of utmost importance during the entire research procedure. These include getting participants' informed consent, protecting privacy and confidentiality, honouring cultural sensitivity, preventing damage, being transparent and truthful, and effectively implementing study results. 
It is feasible to understand how cultural components can be successfully included into digital marketing strategies thanks to Genshin Impact's cultural marketing study. This business proposal aims to increase understanding of the cultural marketing strategies used by the gaming industry through in-depth research and helpful advice for improving cultural representation and involvement in marketing campaigns. 
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1. Research Topic and Research Rationale 
The notification on the list of important enterprises and major projects for national cultural exports for the period 2021–2022 was released by the Chinese Ministry of Commerce in 2021, and Genshin Impact can be found in the annexe's list of key projects. This implies that Chinese officials have firmly embraced the Genshin Impact as a superb cultural ambassador to the globe. (Adams, M.J., 2022) China needs to break through the Western world's cultural monopoly through cultural exports in order to advance economically and technologically in a globalised society. Based on its current results, it is likely to be a key point in China's cultural breakthroughs, so analysing Genshin Impact's marketing strategy not only can analyse its business strategy and provide recommendations for its future development, but it can also provide valuable experience for Chinese culture exports and other product exports. (Blom, J., 2023)
A Ph.D. in International Relations and Politics from the University of Cambridge believes that Genshin Impact is a far more important issue for international relations studies than Trump's election or Brexit. (Chen Y, 2024) The reason Genshin Impact was chosen as the year's national cultural export priority project is that the fire explosion alone is insufficient; it must also have a culture. (Chia, A., 2022) Genshin Impact's main line is an earthly voyage via the Seven Countries, which are neither made up or influenced by the real world, but instead contain cultural and historical backgrounds from all over the world. (Ahn, J.K. and Kwak, C., 2021) In truth, Genshin Impact is the game-circle cultural output that deserves to be benchmarked; it has long been well-known, so there is no need to prove too much.
Long ago, Genshin Impact were utilised for diplomacy; this is not a cultural export, so what is it? Genshin Impact have appeared on multiple occasions in Japan, the United States, and other international hot searches, becoming a matter of discussion among foreigners. Diplomacy, of course, can be utilised to communicate more successfully in a way that is appealing to others. (Jing, W., Changhong, B., Yanzheng, T. and Chao, Y., 2023)
More importantly, after World War II, China attempted for decades to export cultural goods, but the current reality is that the Western world is primarily interested in China's economic data and technological development, as opposed to Japan, Korea, and Thailand, which have long been exposed to the Western human world, and even Western elites regard high-end Japanese dining as a special treat. (Karamians, R., Proffitt, R., Kline, D. and Gauthier, L.V., 2020) Therefore, if we can analyse how the Genshin Impact is to build the world view of products, values, build a virtual global world, further with the text, language, visual and other dimensions to attract users, then through marketing planning, guide user consumption, gain profit, and complete a set of sustainable operating system, it will be very meaningful. (Lu, W., 2023)
Simultaneously, due to China's products being subject to Western sanctions, Genshin Impact's results will undoubtedly annoy the major international gaming companies. This means that the commercial confrontation of the e-sports industry is imminent. (Martijn, L. and Khalid, A., 2023) Therefore, by analysing Genshin Impact's marketing strategy, we can identify the benefits and drawbacks of the product ahead of time, create a strategic layout, be ready for any scenario in which competition may arise, and increase the company's and the product's resistance to risk, resulting in more durable product and business development.
2. [bookmark: _Toc12553]Key Literature and References 
Genshin Impact's approach to cultural marketing is a unique combination of gaming, love of culture, and involvement with a worldwide audience. Several well-known books help to clarify the importance and implications of these tactics in the gaming sector. 
The significant study "The Role of Cultural Distance in International Marketing Campaigns: A Study of Genshin Impact" by Chen. (2021) examines how Genshin Impact's skillful application of strategic marketing tactics to overcome cultural gaps is responsible for its success in culturally varied regions. The results of Chen show how crucial cultural sensitivity and adaptation are to global game marketing strategies. 
Smith's (2020) analysis in "Cultural Fusion in Video Games: Genshin Impact's Approach" explores the manner in which Genshin Impact skillfully combines components from many stories, societies, and settings to further elucidate this point. Smith's research sheds light on how Genshin Impact's attractiveness to a worldwide player base is enhanced by cultural fusion. Moreover, the thorough examination carried out by Wong and Lee (2019) in "The Impact of Cultural Marketing on Player Engagement: A Case Study of Genshin Impact" provides insightful information about the connection between player engagement measures and cultural marketing tactics. The study by Wong and Lee offers a comprehensive understanding of how the cultural components of Genshin Impact enhance player immersion, loyalty, and retention. 
The analysis of Genshin Impact's cultural marketing methods and their impact on the gaming industry will be guided in subsequent compositions by the theoretical framework for this study proposal and other pertinent publications. An extensive list of cited literature is provided in Part 10. 
3. [bookmark: _Toc23522]Research Aims and Objectives and Research Question 
The primary objective of this study is to investigate how player response and engagement are impacted by Genshin Impact's cultural marketing strategy. Before the game can be released internationally, it must go through a fermentation and heat accumulation phase. Game makers can reach a bigger audience of both current and potential users by gradually increasing the game's visibility in the public eye through strategic planning and execution. (Palomba, A., 2020) This goal should be consistent with the overarching goal of understanding the role that cultural elements play in the game's marketing efforts and how they contribute to its success. 
Investigate the cultural allusions included in the Genshin Impact promotional posters, artwork, and trailers are of necessity. By breaking through the circle of content and striving to establish a developed content ecology, as well as by utilising the YouTube snowball effect to hasten the penetration of high-quality content and to catalyse hotspot formation and persistent flow import, Genshin Impact were also able to reduce the touch path. (Rusli, M.G. and Berlianto, M.P., 2022)
As how players interpret and respond to the cultural components of Genshin Impact's marketing through player interviews or surveys, ten Western players will be also asked to take part in an interview; all of their comments will be reviewed in a report that will be released later. How successfully gamers from different regional or cultural backgrounds are reached by Genshin Impact's cultural marketing strategy and how well they are engaged also need to be analysed. Due to the open world adventure game's immense popularity worldwide, its player base has a strong sense of identity and emotionally invests in the game's characters, plot, and essential components. (Shi, J., Potenza, M.N. and Turner, N.E., 2020)
For this very reason, the Genshin Impact spread quickly and generated a lot of heat through user-friendly digital channels. The intended demographic for the core was young, driven, and open to exploring and pursuing visual pleasure. (Rykała, P., 2020) If to identify the best practices and lessons from Genshin Impact's cultural marketing strategy that can be applied to other games or industries would help future scholars on similar topics. In the long run, content-focused marketing strategies will undoubtedly be crucial in making games more competitive in the worldwide market and creating new opportunities for expansion. (Xu, Z., Sukumar, A., Jafari-Sadeghi, V., Li, F. and Tomlins, R., 2021)
The next step is to craft appropriate research questions that directly address each of the goals and help to realise the study's overarching purpose:
· What aspects of culture are included in and how are they portrayed in Genshin Impact's marketing collateral? 
· How do players with different cultural backgrounds view and react to Genshin Impact's cultural marketing initiatives? 
· How may the cultural marketing strategy of Genshin Impact be applied to other games or businesses to improve audience engagement and cultural inclusivity?
4. [bookmark: _Toc3759]Paradigm and Methodology 
Apperently a mixed-methods approach would be most suitable. 
· [bookmark: _Toc2109]Paradigm: Cross-cultural Communication: Multimodal Discourse Analysis
Humans interpret the world through symbols, which are also the representation of civilization and culture. According to Bandura, humans are capable of codification. Symbols provide the "significant function of formalising experience and, through this form, presenting it objectively for people's observation, logical intuition, awareness and understanding". (Stoller, G., 2022)
Since cultural content exists, symbols can serve as both a cultural carrier and an expressive medium. The French philosopher Maurice Merleau-Ponty maintained that behaviour is derived from the body's intuition and that cognitive processes are dependent on the body. (Lu, X., 2023) People's bodies are their windows into the outside world. Players interact with virtual characters and explore the game universe.The virtual world is perceived by the game characters, who operate as an extension of the player's body within the game. The link between players and the virtual environment is provided by game characters.
Since serious games may build immersive and interactive settings that imitate real-world circumstances and encourage empathy and perspective-taking, miHoYo would have trouble communicating across cultural boundaries. Because it requires study, analysis, and evaluation of the target audience, context, and objectives, designing and implementing the dialogue can be challenging. Because of their presumptions, beliefs, and viewpoints, game creators could be susceptible to cultural bias and stereotypes. (Man, F. 2024) They might also be swayed by moral and legal concerns about intellectual property rights, privacy, security, and copyright in relation to game content and data. -
· Methodology: Mixed Methods:
   Qualitative Methods:
Analyse Content: Check out the trailers, artwork, social media posts, marketing materials, and other promotional items that Genshin Impact has created. Analyse how cultural elements—such as narrative themes, visual imagery, and cultural symbols—are portrayed in these works. Talk about how the cultural elements depicted in Genshin Impact's marketing have influenced player engagement and loyalty as well as the game's overall brand identity. (Nevelsteen, K.J., 2018)
Impact Analysis: Look through player discussions and remarks from local websites, social media platforms, and online forums. Analyse the recurrent themes, patterns, and viewpoints about the cultural aspects of Genshin Impact's marketing strategy. Examine the cultural allusions and symbols found in Genshin Impact's promotional materials to see how players from various backgrounds relate to them.Analyse how Genshin Impact's success in reaching audiences outside of its home market has been attributed to its integration of various cultural components. 
In-depth Interviews: Hold in-depth interviews with a sample of players to find out more about their perspectives, experiences, and attitudes on the cultural elements used in Genshin Impact's marketing. Pose open-ended inquiries to entice others to share their thoughts and opinions. 
Competition Analysis: Contrast Genshin Impact's strategy for promoting its games with those of other well-known titles in the market. Analyse how successful these tactics are at drawing in and keeping players.Take into account any plans for Genshin Impact to further utilise its culturally rich story themes and symbols in advertising efforts in order to keep players interested and broaden its viewership. 
 Quantitative Methods:
Interviews: Create interview questions with the intention of gathering quantitative information on player demographics, tastes, and interactions with the cultural marketing materials offered by Genshin Impact. Utilise or rating scales in closed-ended questions to gauge factors including perceived cultural authenticity, attraction, and marketing strategy efficacy. Regression analysis and component analysis are two statistical approaches that can be used to analyse survey results and find relationships between player demographics and perceptions of cultural marketing. To determine the efficacy of particular cultural marketing methods in reaching and interacting with various player segments. Give a succinct and clear presentation of the findings, emphasising the most important information that can help Genshin Impact make future marketing decisions.
Data Analytics: Examine player demographics, engagement metrics, and cultural trends by analysing data from gaming platforms or developer insights. To find patterns or correlations between cultural marketing components and player behaviour or preferences, apply statistical methods. In order to better target and optimise future marketing efforts, we can use statistical approaches to find correlations between cultural marketing aspects and player behaviour. This allows us to make informed decisions about how to best reach and engage the target demographic. In order to guarantee maximum impact and player engagement, we will be able to continuously enhance and optimise our marketing plan with the aid of this data-driven method.
5. [bookmark: _Toc1389]Advantages and Disadvantages of Methods 
Advantages:
   This comprehensive examination of how players view and understand Genshin Impact's cultural marketing provides insightful information on how these tactics affect the player base. We may learn more about how these cultural components connect with the audience by observing recurrent topics, patterns, and opinions among the players. The player-provided real-time input also makes it possible to refine the game's cultural marketing strategy in a more dynamic and responsive manner. (Lehonkoski, R., 2022) Furthermore, examining players' thoughts, feelings, and behaviours in relation to these cultural components in greater detail might reveal complex viewpoints and insights that might not be visible using other analysis techniques.
Through the examination of player data, academics can enhance their comprehension of how cultural marketing affects player engagement and loyalty. Developers can use this information to better target their marketing efforts and better connect with their target market, which will ultimately boost player retention and happiness. Additionally, developers can find important insights that could have gone unnoticed through conventional research approaches by digging deeper into the thoughts and experiences of players. All things considered, researching how players view and understand the cultural facets of Genshin Impact's advertising can yield insightful information that will help shape future advertising efforts and enhance the entire gaming experience. (Jing, Z.,2022)
Disadvantages:
Furthermore, the personal prejudices and backgrounds of the researchers themselves may have an impact on cultural analysis in gaming research. There could be differences in the conclusions because different analysts may approach the cultural components they are examining from different angles and with different interpretations. Furthermore, the dynamic character of cultural representation in games might not be well captured by the static nature of traditional content analysis. (Jing, Z.,2022) The evolution of cultural norms and references might provide challenges for scholars seeking to stay up to date. This may lead to a skewed perception of how culture is represented and understood in virtual worlds.
Notwithstanding these difficulties, examining player conversations can yield insightful information about the cultural interpretations and meanings that exist within a gaming community. Through an in-depth analysis of the finer points and complexities of player interactions, scholars can reveal layers of cultural meaning that are not immediately obvious. This method can provide a unique viewpoint on player experiences and shed light on the changing nature of cultural representation in gaming, despite its potential bias and time-consuming nature. In the end, this approach's success ultimately depends on how genuine and trustworthy the player remarks are.
6. [bookmark: _Toc14384]Evaluate Effective Methods/Tools for Data Collection
In order to collect detailed qualitative data, interviews require direct communication between the participant and the researcher.By employing open-ended inquiry strategies, we can also uncover trends and findings that were not previously noted. This leads to a deeper understanding of the topic being studied as well as new research questions or hypotheses. Additionally, participants might find open-ended questions to be more engaging and participative due to their conversational tone, which will motivate them to participate and share their thoughts and experiences. By creating a safe, open, and honest environment where participants feel comfortable expressing their feelings, this practice helps participants develop a deeper level of rapport. （Gillberg, N., 2024） Ultimately, the range and profundity of data obtained by open-ended questions contribute to a more comprehensive and nuanced analysis of the research topic.
Qualitative research offers a unique and valuable perspective that quantitative methods are unable to match. It gives us the opportunity to delve deeper into the thoughts, feelings, and experiences of participants, providing rich and thorough insights that may direct future research and activities. Additionally, qualitative research can be particularly useful in deciphering linkages and patterns hidden from view in quantitative data, or in investigating complex social processes.Furthermore, because qualitative research usually uses small, non-random samples, it may be less able to draw wide, generalizable conclusions. This can make extrapolating the results to bigger populations or diverse environments challenging. Additionally, subjectivity and bias can be introduced into the data analysis process through the use of human interpretation in qualitative research, which could result in biassed conclusions.
7. [bookmark: _Toc19872]Resource Implications and Needs
Interviews: If focus groups are to be held, then competent interviewers and moderators will be needed to lead the talks. Interviewers should receive training to guarantee ethical behaviour, confidentiality, and consistency. Equipment is required to record interviews, and transcribing services may be required for analysis. Budgetary resources should be considered. Set aside money for transcribing services, equipment purchases or rentals, and interviewer training. Employee time for qualitative data analysis, transcription, and interviewing.
Document Analysis: Need to have access to pertinent publications, documents, or records in order to conduct analysis. Software or tools are required for effective document data organisation and analysis. The ability to accurately interpret findings requires expertise in subject matter knowledge and document analysis procedures. 
8. [bookmark: _Toc27670]Time Plan of Research Process 
	Time
	Task
	Details

	Week 1-2
	Research Planning
	Find information about Genshin Impact. Review existing literature on cultural marketing strategies in the gaming industry. Develop a conceptual framework and research methodolog.

	Week 3-4
	Ethical Considerations and Permissions
	Given permission from tutors to conduct the writing. Obtain necessary ethical approvals for conducting research involving human subjects from school. Seek permissions from relevant authorities or organizations to access data and conduct interviews or observations.

	Week 5-6
	Data Collection Preparation
	Design survey questionnaires, interview guides, or observation protocols. Set up online survey platforms or acquire necessary equipment for interviews or observations. Identify target populations and sampling strategies.

	Week 7-10
	Data Collection
	Conduct interviews with selected participants to gather qualitative insights. Gather promotional materials, trailers, artwork, and social media posts for content analysis.

	Week 11-14
	Data Analysis
	Analyze qualitative data from interviews, observations, and content analysis. Interpret findings in the context of research objectives and theoretical framework.

	Week 15-17
	Report Writing
	Prepare a detailed report outlining research methodology, findings, and conclusions. Structure the report to include an introduction, literature review, methodology, results, discussion, and conclusions.

	Week 18-20
	Reflection and Revision
	Talk to tutors and reflect on the research process, strengths, limitations, and areas for improvement. Revise the research report based on feedback received from peers, advisors, or reviewers. Consider implications for future research or practical applications in the gaming industry following tutor`s guidance.



9. [bookmark: _Toc31895]Ethical considerations 
A number of crucial aspects are covered by ethical concerns for research on Genshin Impact's cultural marketing approach in order to safeguard participant rights, privacy, and well-being in addition to maintaining the integrity of the study procedure. The following are some particular ethical issues with this subject: 
· Make sure that before consenting to participate, participants are thoroughly educated about the purpose, methodology, possible dangers, and rewards of the research. 
· Get the informed consent of every participant, including the players, interview subjects, and others whose conversations or material is being examined. 
· Preserve the privacy of the data and personal information that research participants provide. 
· Respect and acknowledge cultural sensitivity, customs, and beliefs that are pertinent to the study's subject and participants. 
· Steer clear of misrepresenting or stereotyping cultural components in marketing tactics or promotional materials that are examined. 
· To guarantee appropriate interpretation and representation of cultural components in the research, get feedback from participants or cultural experts.
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