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1. Introduction:
I have decided to research the fundamentals of the multiplayer genre when it comes to sequels and identify the risks a company must take when investing in a sequel, what makes a sequel beneficial to a multiplayer franchise and how creating a sequel can affect a playerbase through various means and examples. 
Through this research I may understand and identify the thought process of a company through the release of a sequel and why the public opinion was positive or negative.

2. Background to the Proposed Research:
The concept of sequels is a core aspect to a video game franchise, they are a vital component when it comes to expanding a beloved individual property, often gaining a mass income if the timing is correct on release. However, due to the nature of the industry and the immense number of genres it covers, the creation of a sequel to a franchise may end up tainting it instead, it’s entirely dependent on the genre or even whether the game in question is multiplayer or singleplayer. 
Through numerous examples it can be said that there are a lot more risks taken when creating a sequel to a multiplayer experience as due to the nature of a sequel, in this case, the developer is not just simply creating another instalment to continue an overarching narrative, in terms of multiplayer franchises it is vital that the sequel has been made to provide a greater alternative to its predecessor rather than the same game with barely any differences, which can be seen in the likes of ‘Overwatch 2’[1] which some players consider “Basically the same game” [2] and ensure that it is released at a time where it can be most appreciated which is why games such as that of ‘Titanfall 2’ [3] which “was a complete flop despite being a great game”. [4]
It is up to the developers to decide whether creating a sequel is worthwhile in the first place whilst also knowing what the original is lacking that how that can be improved on next generation hardware without needing to take away what made the original so successful.

3. Aims & Objectives:
- To answer what makes a lucrative game or sequel such as an “emphasis on teamwork” [5] when it comes to multiplayer.
- To understand where other companies have failed to meet the requirements of a worthwhile successor.
[bookmark: _Int_VcDDvnYV]- To identify the risks a company must take when creating a sequel to a multiplayer game. Such as “unstable player base and harsh competitions.” [6]
- To address areas of public outcry in terms of disappointing or controversial sequels. Once again, as seen in ‘Overwatch 2’ with some stating that it’s the “Most Disappointing Game of the Year”. [7]
- To understand how active players of an online community perceive the creation of a sequel whether it be considered a worthy successor or a significant downgrade from where it had originated, whether this be for the better in ‘Left 4 Dead 2’ [8] which “improves upon its popular predecessor in several important ways” [9]. Or on the contrary ‘Call of Duty Infinite Warfare’ [10] which has been called “a re-skin of other Call of Duty titles” and as “players are tired of futuristic shooters” [11], the game was extremely unpopular at its release.

4. Project Design:
 
4.1 Outline of Project Process – I must initially identify a multitude of differing examples between what is considered a worthy sequel of a multiplayer game, what did not change enough to warrant a sequel and finally what can be considered a bad investment by a company with the sequel being worse than the original, such as in the case of ‘FIFA 20’ [12] with fans being “heavily critical of gameplay on show” [13] whilst the series does not seem to gain many changes per instalment such as FIFA 23 [14] with some calling it the “same name – same game” [15].
 
[bookmark: _Int_ywHE0zoM]4.2 Data Collection – I will collect data and vital information through examples of social media, news articles and the public opinion through message boards and forums, using statistical analysis through polls and reviews to understand the majority vote on an aspect of the subject and then identifying the anomalies in terms of public opinion so that I may gain a full understanding of the topic that I have presented myself with.
 
4.3 Data Evaluation – Through the collection of data, I will be able to determine the value of sequels in the multiplayer gaming industry and using compare and contrast techniques, I may be able to create a table of well received sequels and identify the positives and negatives they share so that I may eventually comprehend the general factors of the positive side of multiplayer sequels. Through this I will also be able to do the same with negative factors, thus providing myself with an overall assessment of the subject.

4.4 Risks & Limitations – Due to the intricacies of the topic at hand, there are a multitude of risks and limitations that will plague my understanding of the importance of sequels. Some of the most demanding include:
- The opinionated nature of the topic may provide biased and unreliable information which may cause difficulties in determining what can be considered genuine fact.
[bookmark: _Int_Fi2nCuJz]- Some of the main topics I plan to discuss in the dissertation are from games that are recent, due to this, information can be scarce and is also more likely to be incomplete, thus increasing the risk of me including incorrect information and limits me in terms of gaining a full assessment of the sequel I am analysing.
- Though for the past few years I have gained an understanding of the video game industry, my lack of experience within said industry will also limit my understanding as I will simply be looking within the industry rather than using my experience within it to study the subject.
- After analysing the intricacies of each title, I have selected, I aim to come to a definitive conclusion on why the sequel was created, though I can form an opinion based on factual evidence, as I cannot guarantee that I can gain contact with someone closer to the development of said game, there is a chance that my interpretation may be incorrect.
- A few titles I have selected have confirmed major content updates in the future such as in the case of ‘Overwatch 2’ as its PVE mode “will be released in 2023” [16] which may completely change my view on the subject as well as the general public, as a result it will be difficult to judge the quality of sequel and its overall necessity to the franchise it succeeds, however, it does allow me to delve into the topic of post-launch updates and whether they can be considered a genuine update or the addition of a feature that should have been in the game in the first place, another debate which is currently ongoing due the nature of the game industry at this current time.
 
4.5 Ethical Issues – Due to the nature of my project there are very few, if not no ethical issues that may occur when researching the subject, I have selected. There will be a variety of clashing ideologies in terms of the necessity of certain multiplayer-based sequels, yet this does not cross any form of ethical boundaries.



Gantt Chart explaining project plan:
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