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[bookmark: _Toc116915255]1. Introduction
This proposal will cover the fighting game genre of video games, what sets each game apart from eachother and how each of them and the genre is represented in Esports. This proposal will cover what type of information will be detailed such as: what are the different types of games, how are some games treated competitively. Data will also be gathered to show figures and statistic such as sales of video games to see what games the most popular/bestselling titles are.
[bookmark: _Toc116915256]2. Background to the Proposed Research
The idea for research is to experience the many different types of fighting games that are available to fully understand the major differences between them to them compare the games with eachother. This will extend to the many sub-genres to fighting games such as 2.5D fighters and platform fighters to name a couple.
Research will also need to be conducted to investigate the Esports side of fighting games due to how game has different histories with Esports. For example, Nintendo famously distanced and even sometimes will stop anyone running their games (mainly the Super Smash Bros series of games) [1]. Research will also go into why Nintendo distance themselves from Esports also [2]. 
[bookmark: _Toc116915257]3. Aims & Objectives
The main objective of this is to investigate a number of different fighting games and explain how each of them stand out as a unique experience to both the players and the spectators watching, a quick example of this would be a comparison between Street Fighter and Super Smash Bros. Street Fighter is a traditional 2D fighter whereas Super Smash Bros is what’s known as a platform fighter where the gameplay doesn’t feature a flat fighting stage and features stages that introduce platforms and a whole different objective to win games too. Topics such as what makes certain fighting games appeal to certain players, how each game plays different from eachother (and how does that impact the game in a competitive space).
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Another aim will be to investigate the Esports side of fighting games and their players. The objective is to find out what makes a fighting game Esport successful and will dive into topics such as downloadable content (DLC) and how it can impact a fighting game and its player bases both in a positive and a negative way. We will hope to investigate what the future could look like with the next generation of fighting games currently being developed and some of the recent released fighting games and how they differ to the current fighting games that have been available for years. 
[bookmark: _Toc116915258]4. Project Design
[bookmark: _Toc116915259]4.1 Outline of Project Process
The study will focus on the various fighting video games that are commonly used within Esports. It will also go into detail on the differences between a select few fighting games, for example how each fighting game has a different controls schemes and mechanics, the skill floor and skill sealing and how different each game has it, how difficult are the games to play confidently. It will involve the collection of primary data to show statistics of various topic surrounding the fighting games and Esports such as: sales of the fighting games, review scores and history with Esports, along with quantitative data.
[bookmark: _Toc116915260]4.2 Data Collection
Data will be collected through personal research and will then be thoroughly analysed to show certain statistics and data in a presentable state. The data will also be kept securely and backed up often to eliminate the potential loss of data. There will be a backup on a personal computer, a cloud storage, a private messaging platform (Discord) and a removable portable pen drive.
[bookmark: _Toc116915261]4.3 Data Evaluation
The data will be evaluated by producing graphs and displaying statistics too. Comparisons will also be seen as there will be a lot of source material to compare (in terms of fighting games).
This makes displaying the data efficient and clear as graphs and charts will be able to help show data in a clear and understandable way to the reader.
[bookmark: _Toc116915262]4.4 Risks & Limitations
There could potentially be some risks and by proxy, also limitations with the project. One big risk that could come into effect is cost as purchasing a variety of games for research will be needed to gather data. Potential data might be difficult to obtain, specifically for fighting games that appeared in arcades as those figures could be limited due to the number of arcades in the world. There is data for the bigger titles such as Street Fighter 2 [3] and Mortal Kombat but for titles such as King of Fighters [4] could potentially be a bit more difficult to obtain for the research.
Loss of data is always a risk, due to this there are many precautions set in place to ensure a loss of data doesn't happen such as having a backup in multiple places such as a personal computer and a cloud store to name a couple of examples.
[bookmark: _Toc116915263]4.5 Ethical Issues
 There should be no ethical issues. Consideration has been given to the project in that it will involve adults, children or animals. An ethics form will be completed in due course. The consideration was in most part because of the potential need for people to play fighting games to gather information from the users such as: their opinion, what game was the easiest to play and learn etc. If any ethical issues were to come into effect, the data collected would be confidential and will not be shared with the public as its intention was only to be seen in the final dissertation. A form of consent will also be needed if there were any adults involved with research prior to any research conducted.
[bookmark: _Toc116915264]4.6 Planning Chart
Below is a Gantt Chart that has been made to plan with timing and completing the writeup.
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