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Research Proposal

The idea for this independent project is to research how social media has impacted businesses, within the esport industry.  Esports was recognised by the United Kingdom as a “sport in 2010” (British Esports Association, 2016).  It wasn’t until 2020 that esports was recognised as a topic to be taught within the higher education sector.  The British Esports Association partnered with Pearson, an Examinations Board, to create the esports BTEC qualification. (British Esports Association, 2020).  The BTEC course is delivered at FE college level across the United Kingdom and other parts of the World. 

An influential method of reaching prospective students is utilising social media platforms.  Colleges will use this method to widen the reach of potential students as “88% of individuals aged 16-24” (Baron, 2020), have a social media account.  Educational institutes including colleges have started using social media platforms to promote their esports teams.  This has received a positive effect on the esports team.  By increasing the number of followers an esports teams have, this in turn draws attention to their teams’ successful wins and increases the college’s profile.  This is important as this method alone has the possibility of increasing student enrolments by drawing their attention to the successes of the winning esports team and the college.   Additionally, promoting the college esports team on social media can gain sponsorship and funding opportunities (Kumar and Nanda, 2019).

A feasibility case study will form the method to demonstrate how social media has impacted the esport industry.  The case study will be targeted to an organisation that currently delivers the esports BTEC course and an esports competitive team. This team will need a developed social media platform to attract followers and sponsorships.  The organisation will be referred to as Case Study 1.  Case Study 1 requires a developed social media platform as its one of the key research areas.  

1.0 Literature Review 

A range of research will be conducted to further understand the study.  The key area of study includes digital marketing in a college setting, social media and esports.  The research gathered will include a variety of books, journals, and articles.  This research will meet the aim and objectives for this project. 

1.1 Digital Marketing Strategy: An Integrated Approach to Online Marketing

The first book used for research is “Digital Marketing Strategy: An Integrated Approach to Online Marketing” (Kingston, 2019), by Simon Kingston. This book will be used for research because it demonstrates how digital marketing techniques can improve a business strategy.  The esports team referred to in Case Study 1 will have business strategy.  This book investigates the 7P’s of marketing, Porter’s five forces and customer Lifetime value. Applying the 7P’s of marketing and Porter’s five forces can impact the way the esports college team run the social media platforms (Kingston, 2019).  This research material allows Case Study 1 to gain a better marketing perspective on how to market FE college esports team. 


1.2 Digital Marketing

Another book included in the research is “Digital Marketing by Dave Chaffey and Fiona Ellis-Chadwick” (Chaffey and Ellis-Chadwick, 2012).  This book can specifically understand and offer insights into how Case Study 1 can use digital media and technology to meet their marketing goals.  This book evaluates case studies and frameworks including search marketing, conversion optimisation and digital communications using social media.  The section of the book that relates to the case study is digital communications using social media. To gain funding through social media, an understanding of how social media works is required first (Chaffey and Ellis-Chadwick, 2012). 
 
1.3 Marketing 5.0: Technology for Humanity

A book that will be used for research is “Marketing 5.0: Technology for Humanity” (Kotler, 2021) written by Philip Kotler.  This will relate to Case Study 1 as it will investigates digital disruption and how businesses can become more digitally focused.  This is required for the college esports team as the understanding of digital disruptive elements such as Artificial Intelligence (AI) and virtual reality can support the team to understand new marketing techniques that could be implemented on social media (Kotler, 2021).  

1.4 Digital Marketing Analytics: In Theory and In Practice

The Director of analytics at Google, Kevin Hartman wrote a book entitled “Digital Marketing Analytics: In Theory and In Practice” (Hartman, 2020).  This will be included within the research as analysing and predicting the data collected from the college esports social media pages is a key requirement for the project.  This book helps inform businesses of collecting, analysing and visualising data.  The book is broken down into five key elements including “the day the geeks took over, consumer/brand relationships, the science of analytics, the art of analytics and storytelling with data” (Hartman, 2020).  The research will be focused on the chapter “the storytelling of data” (Hartman, 2020).  This chapter is important because it helps companies understand the data analysed and how it can be used to produce a coherent and meaningful report. For the case study and the college esports team involved the data collected by the different social media platforms can be understood and used to improve target marketing (Hartman, 2020). 


1.5 Product Life Cycle

The product life cycle is one of the theories used for research.  The Product Life Cycle involves four key stages that a product will evolve through before needing to be reinvented.  These four stages are introduction, growth, maturity, and decline.  This theory can be related to social media and the esports industry.  Social media is currently in the growth stage of the cycle because new social media platforms are being created, which is encouraging new generations to create accounts.  Whereas the esports industry is in the introduction stage of the cycle. This is because not many people are aware of esports or the career opportunities available in the field.  The esports industry is still building awareness of the industry (Roch and Mosconi, 2016).

(Roch and Mosconi, 2016).

 








Aims and Objectives 

To research the idea fully, aims and objectives will be introduced to specifically research the topic.  

The aim is - To analyse how social media can impact esports course funding at FE college level. 

The objectives are:
1. To analyse how the esports course has grown and developed in general
2. To critically evaluate the role social media has played in the development of the esports course 
3. The impact social media has had on funding the esports course and esports team
4. To provide recommendations for the college on how to utilise social media to provide further funding for the esports team 
2.0 Methodology 

2.1 The Research Onion

One of the frameworks investigated in this project will be the Research onion.  This framework illustrates how different elements are involved to create a final research design (Saunders, Lewis, and Thornhill, 2009).  All aspects of the research onion will be used in the project. The Philosophy, Approach and Strategy relate to this project study because these are the outer layers of the onion and are specific to the collecting of research and the type of research required. Due to the focus of qualitative data, all data and methods must add value to the idea.  Whereas the Choice of Methods, Time Horizon and Data Collection and Analysis are more specifically related to the project as this is where the methods are used, and the data collected is analysed to ensure value is added to the project and idea. 








(Saunders, Lewis, and Thornhill, 2009)

















2.2 Data Collecting

Due to the limitations regarding the secondary data, this project will be primary qualitative based.  Qualitative data will allow for a more accurate conclusion to be drawn (Thakur, 2020).   To meet the aim and objectives for this project, research will be generated to give accuracy to the data collected.  This form of data provides reliable answers by collecting primary data to evaluate the esports course and the part social media plays in promoting the esports team and the college course. Using this type of data, recommendations can be accurately suggested to the case study to improve the objectives for the college (Thakur, 2020).      

3.0 Reliability and Validity

The reliability and validity of qualitative data is important because it realises on the quality and trustworthiness of the data and literature gathered throughout the project.  The results from the data and literature gathered must also be stable and consistent. To ensure this there must be correlation between primary data and secondary research. The trustworthiness of the sources used is very important. The more research conducted from established academic recourses will add to the overall value of the project and the outcomes made.  To ensure this primary research including interviews and case studies will be evaluated (Golafshani, 2003).

4.0 Limitations surrounding the idea 

There are limitations to this specific research topic including limited secondary data.  This is because esports is a newer concept within the United Kingdom, therefore, there will be a limited number of academic resources as esports is beginning to be recognised by the academic field.  Due to this, there is not a lot of previous data to rely on (British Esports Association, 2020). Therefore, primary data will be collected from Case Study 1 and future data will have to be predicted.  The predicted data will be based off the trends appearing in older data.     

5.0 Timescale
This project is starting on the 1st December 2021 and will end on May 13th, 2022.  The Gantt chart above will ensure all deadlines are met on time. This Gantt Chart represents the start dates and end dates for the individual components involved in a dissertation. 

5.0 Conclusion 

The outcome of the research proposal has concluded the idea is feasible. The project will include a literature review and methodology to expand understanding of the objectives.  Additionally, it will include data and academic papers to understand the esports industry.   The objectives created for the project highlight the key areas of research.  An evaluation of the limitations has been conducted but there is sufficient evidence to suggest research can continue, also the involvement of a case study allows for more data to be collected.  Using all information compiled in this proposal and other information collected, all aims, and objectives will be met.    
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