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The gaming community has slowly become discontent with the video game monetarization strategy known as “loot boxes”. The loot box strategy has taken over the most popular games to date and one of the latest games to cause a concern using this strategy is Star Wars Battlefront II. The strategy choice has caused a major uproar in the gaming community as it was possibly implemented incorrectly without taking the gamer into considerations. The game has fallen into a territory hated by gamers known as “pay-2-win” because of this EA must fix its mistake and balance its responsibility to shareholders and customers equally (Gartenberg, 2017).Incidents such as this have a happed in the past but in 2017 it has become more frequent and has brought up the question of whether video game companies should be more responsible when implementing microtransaction based strategies to their games.
[bookmark: _Toc500454127]Background
[bookmark: _Toc500454128]Introduction to the video game industry
Games have been around since the 1970s starting as large arcade machines such as pong which consisted of two player controlled lines as a paddle and a moving dot for a ball. In 1972 the first home gaming system was introduced by Magnavox and which was released with pong created by Atari this soon became a massive hit. During the 1970s games were sold as full games with no such thing as DLC (downloadable content). Technology has advanced a substantial amount since the 1970s, now games can have photo realistic graphics and can even be played on mobile phones. In 1999 a gaming company named NEXON released a game called QuizQuiz which later did not amass a large enough player base and was on the verge of removal. The company decided to then give the game away for free but sell in game items through micropayments (microtransactions) as an experiment. By doing this NEXON created a new gaming business model well known today as free-to-play (F2P or FTP) business model. Since 1999 microtransaction have become more common in gaming and has become core part of the monetization strategy of large game developers such as EA. In 2006 Bethesda was the first sign of gaming companies trying to take advantage of players with microtransactions by releasing a DLC for Oblivion worth $2.5 which gave the player a horse armour which did nothing. This unfairly priced DLC caused an uproar from gamers which lead to Bethesda apologising and attempt to fix the price. Microtransactions in gaming are described by Kitcheos (2016) as small one-time payments which usually do not exceed a value of roughly However this ignores the fact that with current ease of access to microtransactions gamers could possibly make frequent transactions which will add up to be considerable. These payments allow the purchase of virtual goods or virtual currency which can then be used to purchase virtual goods or to speed up in game processes. The most frequent from of microtransactions in gaming are in-app purchases, DLC (downloadable content).



[bookmark: _Toc500454129]Literature review
The video game industry has quite a negative image around it as there are mass amounts of complaints about violence and addiction being in the games and these issues have been increasing year by year. An article was written by Friedman (1970) titles “The social responsibility of business is to increase its profits” which he states that a business does not have the responsibility of “providing employment, eliminating discrimination, avoiding pollution” the responsibility is as the title of the article suggests is to increase the profits of the business. Taking to account Friedman’s article it suggests that in this situation video game companies do not have the responsibility of how much gamers spend on their games as their primary goal is to make a profit. A games company Named Bethesda mentioned previously are primary offenders of Friedman’s model as after the backlash they issued a minor apology and mentioned that “These are optional things, not requirements, so if you don’t want to get them you don’t have to” which would make sense when implementing Friedman’s model (Ransom, 2006). An article titled “Can an Industry Be Socially Responsible If Its Products Harm Consumers? The Case of Online Gambling” talks about how online gambling can have adverse effects on students. A study done with sample of 209 universities concluded that online gambling “adversely impacts on the gambler’s mental and physical health, social relationships and academic performance”. The article suggests some of the main causes of the online gambling problem is due to extensive use of the internet and parental/peer gambling. When putting gaming into this context for example Battlefront 2 these factors can cause the same issue but in this case, it would be an issue with gaming. The game is played online with massive amounts of gamers around the world players can be tempted into purchasing loot boxes due to the Star Wars Battlefront community online or even by their friends or siblings. Yani-de-Soriano (2012) argues that companies that have a reliance on revenue attained from the losses and “controversial marketing activities” is the biggest obstacle in minimisation of harm to the consumer. Games such as the Star Wars Battlefront used the loot box strategy in a way that it suggests they were aiming to maximise their revenue by the loses of the gamers and the addiction of purchasing loot boxes
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This research will be looking at the ethicality of microtransactions in videos games. There is a scarcity of academic research that focuses on microtransactions and video games. Therefore, this research will rely on academic resources that examine Microtransactions in mobile gaming such as mobile apps.  This topic becomes more and more important each year due to the number of gamers and gaming related events increasing. Due to the ease of access of microtransactions for gamers whether it is in a mobile game or a console game and the addictiveness of games the assumption of this research is that this is or will be a significant problem for gamers. A study titled “2016 GLOBAL GAMES MARKET REPORT” Found that in 2016 there was a roughly 2.1 billion gamers around the world with half being in Asia-Pacific (Newzoo games, 2016).with this mass amount of gamers video game companies are increasing the amount of games and purchasable content released. A vast amount of the games being introduced promote competitiveness with online multiplayer with some games using microtransactions to help players further through either the rankings or the game faster. Even with the staggering number of gamers and vast amount of microtransaction backlash online there are little to no research on ethicality of microtransactions. The research will aim to get the views of both gamers and non-gamers on micro transitions ethicality in gaming.
[bookmark: _Toc500454131]Research question hypothesis or aim
Research aim
The aim of this study is to critical analyse CSR and microtransactions in the video game industry

Research objectives
· To conduct a literature review of CSR and microtransactions in the video game industry
· To conduct a content analysis involving roleplay to determine CSR in the video game industry using Overwatch as the unit of analysis
· To identify and evaluate the perception of the gamers regarding microtransactions
To identify and evaluate microtransactions from a viewpoint of CSR
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Saunders et al (2009) identified that when conducting a research project there are different methods and stages within a project in each level. The methods and stages are shown below in figure 1 as the research onion.
[image: Related image]
Figure 1. The research Onion, (Saunders et al., 2009, p. 138)
[bookmark: _Toc500454133]Data collection method and methodology
[bookmark: _Toc500454134]What is research?
“People undertake research in order to find things out in a systematic way, thereby increasing their knowledge” (Jankowicz, 1995)
This research seeks to gain an understanding of the video gaming industry in terms of CSR. 
The core of the research onion is data collection and analysis as show in Figure 1. The mixed method will be used. The data will be collected through a quantitative method using surveys on survey monkey and a Qualitative method through content analysis on Over watch
[bookmark: _Toc500454135]Content analysis and online questionnaire
Content analysis This study will examine the opportunities in video games for microtransactions and the level of CSR provided by the gaming operator using Overwatch 
[bookmark: _Toc500454136]Paradigm
Due to the research project being an investigation the researcher will implement a phenomenological approach to research. The approach uses small groups to understand their opinions on a topic or in other words a phenomenon. In this instance whether the opinion of gamers regarding the responsibility of video gaming operators 
[bookmark: _Toc500454137]Research Strategy
The researcher will undertake a mixed method approach to collect both quantitative and qualitative primary data through online questionnaire and content analysis. The data will give the researcher a perspective of the views of a small group of people in the responsibility of video gaming operators.
Firstly, the researcher will undertake a content analysis of Overwatch and then in the form of an online survey, where the researcher will obtain information based on the questioning of respondents with standardized questions that are applicable to a mass sample.  
Advantages of content analysis 
· They are unobtrusive which means that the research will not be influenced by outside entities as it is based solely on the researcher’s interpretation and experience.
· Krippendorff (2013) suggests that content analysis is unstructured but unlike structed methods it “preserves the conceptions of the data sources” as structured most commonly ignore this. 
Disadvantage of content analysis 
· content analysis is subjective to the researchers views and can possibly be influenced by the emotions of the researcher.
· The data collection method has the issue of no dialogue as it focuses on description and could possibly miss the underlying motive of the source.
· The researcher will use survey monkey to collect quantitative data which will then be analyzed by the survey money analysis package. The survey monkey package will be used to create graphs and tables to allow for easier and more visual data analysis. This method hopes to collect usable data to create an underlying framework for model building and possible hypothesis testing.

As the investigation consists of data collection from a group of participants it will be classed as cross-sectional. The research will be inductive as the data collected from the survey will allow the researcher to come to a conclusive theory on the topic.
Advantages of surveys
· Online surveys allow an anonymous environment for the participants to answer honestly.
· Due to survey monkey being a free online service and easy to share it will be cost effective and allow for a large group of participants to take part.
· The design of the questionnaire can easily be changed to be user friendly and will save on time


 Disadvantages of surveys
· Cannot guarantee all answers will be useable and reliable 
· The questions could possibly not be clear enough for participants creating invalid data 
· Survey monkey has a limited amount of question types and number of questions available as it is free to use
· Answers cannot be further delved into as there is no contact with participants
 
The researcher has elected to spread the survey through social media due to ease of sharing, low costs and less time. The participants chosen are not specialized as contacting professional gamers or games companies would be costly and time consuming. This could possibly lower the quality of data collected through the survey.
The content analysis will be conducted by the researcher on the game Overwatch due to recent controversy linked to the topic and the availability of the game. The negative to this is that not all games companies will be identical to the chosen game as all games are created differently.
[bookmark: _Toc500454138]Validity
The survey will contain questions influenced by academic theory covering CSR.
Research techniques have been discussed with an knowledgeable and qualified dissertation supervisor in order to reduce the risk of the researcher and the participants
[bookmark: _Toc500454139]Reliability
Data collection plans will be based on academic theory and will be reviewed by the supervisor.
[bookmark: _Toc500454140]Resources required
· Computer with word processing software such as Microsoft word to produce dissertation, survey, etc.
· I am planning to use survey monkey which will process the results of the surveys for me.
· Microsoft excel to organise and analyse the survey results
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	Activity
	Dec
	Jan
	Feb
	Mar
	Apr
	May

	Search literature
	 
	 
	 
	 
	 
	 

	Review literature
	 
	 
	 
	 
	 
	 

	Draft literature review
	 
	
	
	
	
	

	Draft literature completion
	 
	 
	
	
	
	

	Produce Questionnaire
	
	 
	 
	
	
	

	Conduct Content analysis
	
	 
	 
	
	
	

	Completion of data collection 
	
	
	
	 
	
	

	Completion of analysis of results
	
	
	
	
	
	

	Draft review with supervisor
	
	
	
	 
	
	

	Draft submission of completed dissertation
	
	
	
	
	
	 

	Final submission of completed dissertation
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