	Dissertation Research Proposal – An analysis of responsible gaming and the phenomena of FIFA points

	Ashley Matthews
[bookmark: _Toc498981699]P142374
November 20, 2017




[Type here]	[Type here]	[Type here]
Contents
1 Introduction	2
1.1 Rational	3
1.2 Background	4
1.3 Mini literature review	5
1.4 Aims and objectives	6
2 Research design and Methodology	7
2.1 the research onion 	7
2.1.1 Philosophy	8
2.1.2 Approach	8
2.1.3 Research Method and strategy	8
2.1.4 Data Analysis	9
2.2 limitations and Ethical considerations	9
2.2.1 Time management	9
2.2.2 Ethical considerations	9
2.3 reliability and validity	9
3. Bibliography	11

1. [bookmark: _Toc498981701] Introduction
This proposal seeks to understand more about the impact of FIFA points. This research will focus on FIFA the sporting video game produced by EA Sports. EA sports a market FIFA points as Fun, Safe and Secure and refers to the purchase of in-game currency that can be used to buy packs of players. The reason players would make purchase FIFA points is arguably to enhance the gaming experience.  There are two types of currency in FIFA; FIFA points are used to buy packs of players and FIFA coins can be used to buy specific players.  If you have two million coins, you can purchase Ronaldo however, if you purchase FIFA points, you cannot purchase specific players, you can only purchase packs of an unknown outcome.
This research seeks to understand responsibility in the gaming industry because this research suggests that there is a link between the purchase of in-game currency and gambling. Gambling is the wagering of an item of value on an outcome of chance and this clearly relates to the business model in the FIFA game. This is important because children and or young adults who are not yet of the age to gamble legally can participate in this. There is an impact the early exposure of gambling to children and young people with problem gambling (Jawad, 2017).   
Gambling can be defined as any activity with three elements: consideration, chance and prize (Rose, 2006). Without one of these elements, it is not legally defined as gambling, although there are 2 forms of a gambling reward, monetary and Non-monetary. Monetary is where the reward is of economic value (A return in money or physical objects) conversely Non-monetary is where there is no money or physical object although you still receive a digital reward or experience. (King, et al., 2010)
When playing FIFA ultimate team, you start with the base packs that give you a starting lineup of 1 or 2 gold players, 3 or 4 silvers and the rest bronze. The bronze cards have the lowest value, then the silver and finally the gold more specifically the rare or shiny gold. You can play the game and try to get the best out of it free, just buy playing the game and earning the coins and going up in the divisions and affording the big players is possible without spending money. However, this does require a lot of time and effort. Alternatively, you can spend money on the game to get FIFA points. FIFA points are like coins but cannot be used to buy a specific player as such, they are used to open packs with the potential of getting some of these big-name players that everybody wants.   (Hoggins, 2017)
The term gaming industry will be used throughout this research to refer to all the different types of electronic games. This includes console gaming, computer/laptop gaming, mobile gaming and arcade gaming. These types of gaming can be very different but they all have made what the gaming industry is today and what it will be like tomorrow.
[bookmark: _Toc498981702]1.1 Rational 
As part of the final year it was in the researcher’s interest to write a dissertation which consists of them undertaking research of a chosen topic within their overall subject area. Having an extreme passion for video gaming has opened interpretation that some video games have some sort of element of gambling about them. Particularly those that are sold to children or young adults under the age of 18.  There is very limited research in this area 
[bookmark: _Toc498981703]1.2 Background
A physicist named William Higginbotham made what is thought to be the first video game that was created in 1958. The game is said to be somewhat similar to the 1970’s pong and it was a hit with Brookhaven National Laboratory open house. (Tretkoff, 2008)
 The video gaming industry emerged in the 1970’s. The game that started the emergence was called pong. Pong was a simple tennis game where you control a white bar and must get the ball passed your opponent. Fast forward to 2017 and this genre has now developed into a multi-billion-dollar global industry. The technology has come such a long way in such a short period. With the new 3D and HD TV’s the quality of gaming, especially graphically has emerged substantially. 

PC sales are up across Europe (Sharwood, 2017) The home PC has risen in popularity and quality in the last few years. With Apple making the MacBook’s and how they are making them smaller and easier to handle and get around and then the high-powered gaming, PC’s and equipment you can get to make them.  There are websites where you can design your own custom PC where you can choose what graphics card or hard drive you want for your PC, so you can make it to suit your gaming style or your gaming speed.  PC specialist is one of the places where you can design your own pc and places like this are becoming more common due to the demands of the average gamer. Although this report will not go into PC gaming as such as FIFA is more of a console dominant game.
[bookmark: _Toc498981704]	1.3 Mini literature review
The dissertation will focus on the responsibilities of business and consider FIFA’s responsibility regarding close link the game has with gambling and the affect that could have on the younger generations. (Friedman, 1970)states here is one and only one responsibility of business: To use its resources and engage in activities designed to increase its profits so long as it stays within the rules of the game. What Friedman is saying is that if the business is within the law then they are right to do whatever they please. He does not believe that they have an obligation to the stakeholders within the business such as customers and employees, just the shareholders the ones that keep the business up and running.
To rival Friedman’s argument, (Freeman, 1984) insists that a stakeholder in an organization is (by definition) any group or individual who can affect or is affected by the achievement of the organization's objectives. Freeman believes that every organization has a responsibility to all the stakeholders to keep the business running. So, keeping the employees and customers happy is something the business should do to help them make the most money. Whereas Friedman does not consider these points and just thinks all the business is responsible for is not to break the rules or the law and to make money. 
Looking at FIFA, they seem to take the Friedman approach like most business opt for. All they care about is making money and if they do not break the rules then they are fine. As breaking the rules mainly leads in loss of money. However, this dissertation is considering whether one rule or law is being broken or at least stretched and that is the link that the FIFA video game has with gambling.
[bookmark: _Toc498981705]1.4 Aims and objectives 
The aim is to evaluate the responsibility in the FIFA gaming industry with the potential link and influence it has on gambling. Five objectives have been set to ensure that the aim is met efficiently. 
Objective 1 – to evaluate responsible gaming in FIFA 
Objective 2 – to explore and evaluate the opinions of FIFA gamers regarding the responsibility of gaming operators
Objective 3 – to explore the appeal of gambling to the FIFA gaming community
Objective 4 – identify the challenges in the research area and consider the ethics around it
Objective 5 – create recommendations for the best practice to be taken by FIFA and the gaming computer to see the influences their games have.



[bookmark: _Toc498981706]2 Research design and Methodology 
[bookmark: _Hlk498970890][bookmark: _Hlk498970818]Research is something that people undertake in order to find out things in a systematic way (Saunders, et al., 2009). This research will use interpretivism. Interpretivism will allow the researcher to explore the perspectives to be analyzed and compared.  (Saunders, et al., 2009) also introduced something called the research onion (figure 1). This theory indicates that selecting a methodology consisted of many layers. These layers include philosophy, research approaches, research strategies, time horizons and the data collection.
[bookmark: _Toc498981707]2.1 the research onion [image: ]









Figure 1: Saunders’ Research onion
[bookmark: _Toc498981708]2.1.1 Philosophy
The research will be using the positivism philosophy to conduct the research. Positivism suggests that it is essential to realize the difference between humans and their role as social actors. Every human has the ability to understand their surroundings and interactions to form meanings and opinions. Positivism takes this into account thus requiring an empathetic approach towards the study. The Positivism method will be appropriate for the research as the questions in the surveys are subject to opinion. 
[bookmark: _Toc498981709]2.1.2 Approach 
An approach of deduction will be undertaken. This approach will be used because the researcher already has a hypothesis, meaning the research questions will be focused around the aims and objectives.
[bookmark: _Toc498981710]2.1.3 Research Method and strategy 
Multiple methods shall be used in this research to get a broader and wide spread understanding of the topic area and to come back with a more well-rounded result. There will be two methods used in the research and they are surveys and interviews.
Survey research is the most widely used method for the collection of primary data and can gain insights in to people’s knowledge, attitudes, perceptions and opinions (Kotler & Armstrong, 2006). Surveys will be used as they give a mass amount of data and are very convenient. Especially in today’s internet and web society, where you can put your survey online and get responses in very little time.
Interviews shall be used in the research as they give a higher quality of information than the surveys, so the research can cover loads of bases. Interviews can be full of useful information and are generally more reliable than surveys as you can look for signs and signals if the person may be telling the truth or not. 
The research will use both qualitative and quantitative methods. Which means the research will cover more areas and they can elaborate and expand findings of one method with the other.
[bookmark: _Toc498981711]2.1.4 Data Analysis 
All the findings from the data will be summarized through spreadsheets, tables and figures. These will illustrate the research’s findings and will present them effectively. 
[bookmark: _Toc498981712]2.2 limitations and Ethical considerations 
[bookmark: _Toc498981713]2.2.1 Time management 
Due to the dissertation being an academic work time is a factor which must be taken in to consideration. The time could limit the amount if research that can be conducted therefore it could limit the depth of the work as a whole.
[bookmark: _Toc498981714]2.2.2 Ethical considerations 
This research will be carried out with people over the age of 18 only. The research is extremely unlikely to cause any psychological or emotional harm to anyone. The research is intended for academic purpose only and is not biased towards any parties that may be involved. 
[bookmark: _Toc498981715]2.3 reliability and validity 
It is vital that the results gathered by the research has both high validity and high reliability otherwise the data that you collected could become invalid. This can be limited by ensuring that the research is done consistently to limit the impact of variables. The research must be done in a fair and open manner not to put pressure onto anyone during it.
3. Resources and planning
3.1 Resources 
The resources used throughout the dissertation will consist of journals, articles books, handbooks and credible websites. All of these resources will be obtained through thorough research online and within the library. 
3.2 Gantt chart 
[bookmark: _GoBack]   The Gantt chart highlights important and key deadlines for the researcher to stay on track to achieving deadlines for the dissertation.  The interviews will be done halfway through the questionnaires have been completed, on the basis the data from these questions can be used during the interview phase. (See figure 2 Below)




[image: ]Figure 2: Gantt Chart

4. Bibliography
Freeman, R. E., 1984. Strategic Management: A stakeholder approach. New York: Cambridge University Press.
Friedman, M., 1970. The Social Responsibility of Business is to increase its profits. The New York Times, pp. 1-6.
Hoggins, T., 2017. Telegraph. [Online] 
Available at: http://www.telegraph.co.uk/gaming/what-to-play/fifa-18-release-date-gameplay-details-ultimate-team-updates/
[Accessed 5 11 2017].
King, D., Delfabbro, P. & Griffiths, M., 2010. The convergence of gambling and Digital Media: Implications for gambling in young people. Journal of Gambling studies [Online], 26(2), pp. 87-175.
Kotler, P. & Armstrong, G., 2006. Principles of Marketing. 11th ed. New Jersey: Prentice Hall.
Rose, N., 2006. Gambling and the Law: An introduction to the Law of internet gambling. UNLV Gaming Research and Review Journal, 10(1), pp. 1-14.
Saunders, M., Lewis, P. & Thornhill, A., 2009. research methods for business students. 5th ed. Harlow: Pearson Education.
Sharwood, S., 2017. the register. [Online] 
Available at: https://www.theregister.co.uk/2017/04/24/idc_personal_computing_device_tracker_q1_2017/
[Accessed 24 April 2017].
Statista , 2017. Statista. [Online] 
Available at: https://www.statista.com/statistics/260172/gaming-console-revenue-in-western-europe/
[Accessed 2017].
Tassi, P., 2017. Forbes. [Online] 
Available at: https://www.forbes.com/sites/insertcoin/2017/08/25/microsoft-says-xbox-one-x-is-its-fastest-selling-console-pre-order-ever/#45ea1f924061
[Accessed 25 August 2017].
Tretkoff, E., 2008. This Month in Physics History. [Online] 
Available at: https://www.aps.org/publications/apsnews/200810/physicshistory.cfm
Wilson, B., 2017. Telegraph. [Online] 
Available at: http://www.telegraph.co.uk/gaming/guides/fifa-18-ultimate-team-tips-guide-earning-coins-building-squad/
[Accessed 5 11 2017].


Dissertation Research Proposal – An analysis of responsible gaming and the phenomena of FIFA points | Ashley Matthews	Page 2 of 5
	Dissertation Research Proposal – An analysis of responsible gaming and the phenomena of FIFA points | Ashley Matthews
	Page 10 of  13



image1.png
Philosophies

Experiment

Approaches
Mono method
Cross-
sectional Strategies

Data
collection
and data
analysis

Mixed
methods

Choices

Longitudinal

Time
horizons

Multi-method

Archival research
Techniques and

procedures





image2.emf
9th 16th23rd30th6th 13th20th27th4th 11th18th25th1st8th 15th 22nd29th5th 12th19th26th5th 12th19th26th2nd9th 16th23rd30th

Read Literature 9th October 7 86%

Finalise Objectives 30th October 3 100%

Draft Literature Review 23rd October 6 67%

Devise Researh Approach 23rd October 4 100%

Devise Primary Data Questions 20th November 4 0%

Pilot Test Questions 11th December  2 0%

Revise Primary Data Questions 18th December 1 0%

Arrange Interviews 18th December 1 0%

Publish Online Questionnaires  25th December  10 0%

Review Current Questionnaire Data and Analyse 29th January  1 0%

Add aditional Interview Questions 29th January  1 0%

Hold Interviews 5th February  3 0%

Analyse Primary Research Data 26th February  3 0%

Draft Findings 12th March 2 0%

Update Literature Review 19th March 2 0%

Complete Remaining chapters 26th March 2 0%

Submit Draft  2nd April 1 0%

Receive Feedback 9th April 1 0%

Revse Draft 16th April 1 0%

Final Check 23rd April 1 0%

Print and Bind 23rd April 1 0%

Submit Final  30th April 1 0%

April

Activity Week Commencing Completion Duration (Weeks)

October November December January February  March


