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Introduction:
The intricacies of creating an individual property in the gaming industry are incredibly complex, in an entertainment field which thrives on its own recognisable franchises of yesteryear to build up boundless excitement for the public and fans alike, introducing a brand-new title into the industry is a nerve-racking yet enthralling experience for developers aiming to create the next big break in an ever-growing media environment. There is a significant amount of risk for a company with a backlog of beloved franchises creating an original title, the public relies on what they know they will enjoy, it is the most prominent reason that a game receives traction from trailers and promotional material, creating more of the same is an enticing prospect for companies of today, yet the reliance on established content will not last forever and as a result, it’s always best for a studio to attempt something unique, this too has its flaws.
There is an outlier in the industry’s genres and elements, the multiplayer game. A game that relies on its players to create interaction, with examples of Call of Duty [1], Battlefield [2] and Overwatch [3] being part of the incredibly popular First-Person Shooter genre, a set of games which benefits from its team-based multiplayer gameplay. It is often that multiplayer games of this specific type do not typically ‘end,’ as a result, multiplayer games are updated over time rather than given sequels, thus being known as ‘live-service games,’ experiences of this calibre tend to become standalone titles yet this is not always the case, there is much debate whenever a new title in a multiplayer series is announced, was there a demand for a sequel or is this an unnecessary addition to an already popular multiplayer experience?
Naturally, the answer to the previously asked question is incredibly complicated and as a result, there are several factors that must be considered when it comes to the various aspects of the overall outcome of my targeted investigation, with these features not limited to gameplay and instead covering areas of company survival in an industry which can be upturned by a single genre becoming popular or falling from grace, suffice to say a business in this area of entertainment must be constantly aware of their presence and must consistently evaluate their funds, employment and history to gain the greatest possible understanding of the digital climate of their backlog and whether that backlog consists of a game worth returning to the public consciousness whether it is necessary from a gameplay standpoint or not. 
This is where my interest lies, the boundary of gameplay and business, for the reason for the continuation of a franchise can be clearly seen in an analysis of the sequel itself. Understanding the intricacies of whether the sequel to a multiplayer experience is required rather than its continuous updates have multiple points of intrigue, distinguishing both reason and gaining a genuine understanding of why a certain sequel exists in this wide array of games may allow some insight on how a company treats a franchise, whether that be the preservation of an individual property for label-based reasoning or whether they understand the flaws of their previous title and they truly believe the most beneficial way to improve upon their initial product is to create and official sequel, this is the query which I intend to delve into and uncover what makes a sequel for a multiplayer game worthwhile from both a business and gameplay standpoint whilst also identifying where they both overlap.
Overall, my investigation will provide an insight on the choices of developers, the input of a player base, an analysis of the future and the fine line between financial and genuine reasons for a sequel to a multiplayer game. Whether the sheer existence of a title’s next entry is built on excuses or genuine care for the product and series’ qualities, that is the goal which I wish to reach, the first step of which requiring me to create a checklist so I may come to a fair and unbiased conclusion.
The Importance of the subject in the gaming industry:
The importance of this idea is not something that has been strongly analysed in the past since most people are always excited for the next instalment of a franchise which they love, however, whether this is simply a genuine desire for something new or whether they have been conditioned to think this due to the nature of the industry with popular franchises such as Call of Duty and Battlefield having a new title in only a few years.
The live-service nature of these games invalidates the desire for a sequel, however they are accepted as the norm in the gaming industry, considering the reasons why it is clear that players can get bored of the same game which is completely understandable and is the reason games are updated over time with newer content, however the push for newer titles makes the requirement for a sequel so soon to be incredibly questionable, that’s not to say that there is never a reason for a sequel to a multiplayer game to exist but the rush for a game to be made redundant for a title which will meet the same fate in a few years can be seen as relatively problematic for both developers and players alike.
With recent discussions of Overwatch 2 [4] as of late, it is the perfect time to gain a true understanding of what makes a worthy multiplayer sequel as the consensus is that Overwatch 2 is far from what should be considered worthwhile for a multiplayer game’s second instalment, “OW2 exists as another Blizzard experiment to see if they can take one of their floundering titles and rejuvenate its income potential by transforming it into a(nother) F2P live service cash grab game.” [5] However, that does not mean it does not cover some aspects which should be seen more commonly in this very specific part of the overall gaming industry.
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The User Score of ‘Overwatch 2’ [6].




The Understanding of Key Elements of a Sequel in the Gaming Industry:
Understanding the importance of sequels when it comes to multiplayer games requires input from a variety of areas, these include:
· Developers – The team behind a franchise are by far the most valid source for reasoning for this subject as they are most aware of the current landscape within the industry and where their business currently lies.
· Players and Fans – Though the developers are the most valid and genuine source for the stability and genuine reasonings for their decisions when it comes to the preservation of their franchise, it is the fanbase which has the most unbiased and genuine view of a franchise’s quality over the years. It is best to gain a multitude of perspectives when it comes to players as views can vary and I require the most common complaints and praises to judge the reasonings for a direction a franchise is taking in terms of multiplayer experiences.
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A Screenshot of the Steam [7] Reviews of ‘Team Fortress 2’ [8].
· Personal Experiences – Obviously in terms of my interest on the subject, I have a background in this topic, I cannot simply personally state my opinion on a worthy multiplayer game sequel as that would involve a heavy amount of bias. However, using my experience and then comparing it to others will grant me a decent starting point when it comes to the games themselves which I believe would be a great case study in this investigation.
Through researching using these sources I will be able to gain an insight into the gaming industry when it comes to business and the understanding of when a multiplayer game requires another entry in its franchise. I am hoping that through analysing these sources I will be able to gain a multitude of games to analyse to finally come to a conclusive answer to my investigation.
With this list of resources, I will know what I will be looking out for when it comes to a case study on a certain multiplayer sequel and through the information that I have gained on whether it was necessary thanks to these sources I will be able to conduct a viable and unbiased review on this specific topic and why I believe it’s an important conversation to be having in the industry.

Target of Intrigue and how it will act as a cornerstone of the investigation:
The initial idea for this investigation was the controversy surrounding that of the game ‘Overwatch 2’, a game created by Blizzard [9] which was partially released in 2022 to wave of controversy, “Overwatch 2 has proven to be divisive within the gaming community, and there are a few issues that have proven to be especially controversial.” [10] surrounding its status as the sequel to the original Overwatch which was released in late 2016 to tremendous success. “Blizzard’s hero shooter Overwatch has sold 50 million copies, according to a Bloomberg report published in April 2022.” [11] Blizzard’s decision to release Overwatch 2 initially without its new story mode, made the game itself seem limited in terms of added content, to the extent where fans saw it as a large update to a game which itself was already live service. 
Fans of the franchise were aware that the main content of Overwatch 2 was yet to come “Sadly the long-awaited story mode got postponed to 2023.” [12] yet the public were not aware causing significant backlash, regardless as it currently stands Overwatch 2 still lacks its promised content and the early release can easily be criticized as a rushed attempt to get the game back into the public conscious rather than a necessary addition to the franchise. 
However, this is subject to change due to the promised content, this does not exclude the fact that the game was initially released to outcries of disappointment and debate on whether it was worthy of carrying the title of ‘Overwatch 2’.
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A comparison photo of Overwatch (Left) to Overwatch 2 (Right) in terms of graphical upgrades. [13]
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The design change of the character ‘Lucio’ from Overwatch (Left) to Overwatch 2 (Right). [14]
The most prominent reason that this specific game is my main target for reviewing and identifying worthwhile sequels in this genre is that it’s the first time I, as a fan of the game have come to a general agreement despite also finding enjoyment in the sequel and even commending the sequel for some of its choices, it’s the first time personally that I have truly both enjoyed a game whilst also having a negative opinion in its very existence. So, beginning with the pros:
The Pros of ‘Overwatch 2’:
One of the greatest aspects to Overwatch 2 is that the game is now free for all players, this is a fantastic way to integrate a new player base into the game itself, games becoming free has become a beneficial way for certain individual properties to reach the spotlight such as Apex Legends [15] and Fortnite. [16]
The most commendable aspect to Overwatch 2 to me personally is the respect to players of the original, in many multiplayer games as of late once the next instalment of a franchise is released, all efforts towards the previous title are completely reset, thus making a player’s achievements feel much less significant or satisfying. Overwatch 2 due to being so like the original allows players to use all the cosmetics they have unlocked in the previous title in the new game, this gives a great incentive for older players to continue playing the franchise.
[image: ]
The Account Merge Screen allowing players to transfer their original account and items over to the new game. [17]
The game has added content in the form of a new game mode, multiple new characters, and maps to play on, though this outclasses any update the game has ever had, in the time to release it is perfectly possible for them to add these to the original game without it being classified as a sequel.
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The Three new characters added at the launch of Overwatch 2 (‘Sojourn’ ‘Kiriko’ and ‘Junker Queen’). [18]

The Cons of ‘Overwatch 2’:
As it stands Overwatch 2 is not a sequel, it is a glorified update, the only thing that shows that it is a sequel is the number 2 next to the title of the series. “Overwatch “2” isn’t a sequel-it's a marketing gimmick”. [19].
Looking at the pros of the game it is inherently clear that the pros are entirely based around keeping players tied to the experience, though the sequel has added new forms of content, the bulk of what makes the game worthy of the “sequel” label is yet to come, as a result the player base is still wondering on why the game was released as it stood rather than worked on until completion. 
Blizzard themselves believed this release schedule was the “right call” [20] and the Overwatch 2 Game Director stated that “it was necessary” [21]. These specific quotes being incredibly vague and providing the audience with no real understanding of why this was the case. Most believe it was a cheap way for the title to return to the public consciousness.





Established Interpretations and Views from this example:
It is evident from ‘Overwatch 2’ that we can gain an understanding of what makes a sequel worthwhile in terms of both fans and developers and through this advancement in understanding I can create a basis on the subject from a multitude of points of view:
· Sequels which do not stray from the source material are considered unnecessary by the community if they are not truly improving a formula which cannot be done in the previous instalment.
· Sequels which allow players to retain their progress in the previous title are considered a positive yet due to the nature of sequels of this calibre it is most likely that this benefit will come at the cost of the previous point.
· Sequels which are created to gain the public’s attention will not be praised by the audience which they wish to retain yet will still garner a wide amount of attention.
· The line between a necessary sequel from a business standpoint and a gameplay standpoint can be clearly seen through both feedback from both developers and players alike, as a result it is of these two areas of interest where most of the information of this investigation will relate to and will serve as the primary two areas of intrigue.
· Multiplayer sequels are praised based on their improvements yet also their changes, not enough change will allow the audience to feel cheated and tiresome of an experience that they have already indulged in for years beforehand.

Overall judgement:
Overwatch 2 in the time of writing is widely considered disappointing as a sequel and as a result I do believe it is a solid start for my analysis, “This time around it turned out to let me down big time”. [22] The factors that have defined Overwatch 2 as a monument for this topic throughout gaming news outlets and the community which surrounds it is a clear indicator that it will provide a genuine insight to the topic.
The issues with Overwatch 2 can be identified in a multitude of games and as a result it serving as the basis for the investigation will prove worthwhile. 
Through research and a presence of community backlash it’s simple that this specific case study can be used to gain an insight on the intricacies of the subject and will be incredibly useful in gaining a greater comprehension of the specific genre and how it can relate to a multitude of different occurrences in the gaming industry throughout the years. 








The Most Successful and Praised Multiplayer Experiences regarding Sequels.
Deciding on the most optimal case studies for this specific subject requires a significant amount of research using statistics and reviews. Judging by both the most well-received and profitable sequels of multiplayer games will provide a complete analysis on why it correlates to the previously established points found in Overwatch 2.
These specific examples must be popular in the gaming industry and must have held their ground for a variety of reasons, with the analysis of these reasons, I will be able to connect links between them so that I may form a more accurate judgment when the investigation is over.
To begin my analysis on this section of my project, I decided it would be in my best interest to ask those around me what they believe what the greatest multiplayer sequel may be and why that is the case, this form of research can provide me with a range of answers and with genuine reasoning behind them I can observe whether they add to my previously established criteria.
I decided to make a poll using ‘Typeform’ [23] to gain feedback based on my investigation. Through using the website, I was able to send the link to people which I know are avid fans of video games so I may gain a response from someone who is well versed in the hobby and thus will have a decent knowledge of the subject.

	Q.1
	Q.2
	Q.3
	Q.4
	Q.5
	Q.6
	Q.7
	Q.8

	They are typically important for a franchise.
	Improving the weak points of the first.
	Halo 3
	See Below:
	Halo Infinite
	See
Below:
	Sea of Thieves
	See Below:

	They do not typically need to exist.
	Improving the weak points of the first.
	COD: Black Ops II
	See Below:
	Plants Vs. Zombies GW2
	See Below:
	Left 4 Dead
	See Below:

	They do not typically need to exist.
	Continuing the story of the first.
	Titanfall 2
	See Below:
	Battlefield 2042
	See
Below:
	Star Wars Battlefront
	See Below:

	They are typically important for a franchise.
	Continuing the story of the first.
	Team Fortress 2
	See
Below:
	Most FIFA Games
	See Below:
	Titanfall
	See Below:

	It would be better for games to be live service for as long as possible.
	Improving the weak points of the first.
	Star Wars Battlefront 2
	See Below:
	FIFA Franchise
	See Below:
	Star Wars Battlefront
	See Below:





Analysis of data collection:

Question 1: 
For the first question, I asked 5 people on their opinion on whether multiplayer games should aim for sequels or whether it would be better for them to be live-service and as shown in the graph above, there were more answers believing that games should stay live-service and that sequels are not typically important for a franchise moving forward. 
However, despite this the answers are still very divisive with there also being two in favour of multiplayer sequels, this information implies that the experiences of those who I have asked when it comes to multiplayer games may be the reason their answer differentiates to the majority in this field.
I decided to have this be the first question so that it may gain some significance and explanation as the survey went on and I gained a greater comprehension of the opinions of those I have questioned on the subject.

Question 2:
Question two asked the participants of the survey what they believed was the most important aspect of a sequel to a multiplayer game, with the options presented being, “Improving the weak points of the first”, “Continuing the story of the first.” or “Reimagining the original into something new” with three individuals believing that improving the weak points of the original game was the most important aspect and two agreeing that a continuation of the story was of the highest priority.
With these answers I was able to rule out the option of reimagining the original into something new, this allowed me to gain an understanding that in general players were never looking for a monumental change in terms of a sequel as this would possibly take away the initial enjoyment a player personally had with the original game in the first place.
The answer most people had was that a sequel to a multiplayer game should address the original game’s weaknesses, this is understandably a common answer due to the evident bonuses that prioritising this segment of game design would create for a series, with this indicating the core of a sequel should be based around the studio finding where they went wrong with their initial product and using the opportunity of a sequel to improve on their shortcomings so that the series can advance in quality. Finally, in terms of this question the other two answers believed that continuing the story was the most essential aspect of a sequel, this option is evidently important as the concept of a ‘sequel’ is a continuation of an already established world, though it was not the most popular answer in terms of a franchise, it is essential that a sequel continues the plot of the original as a given, however as important as this is, in terms of a gameplay standpoint, developers must prioritise improvement over continuation in this industry. 
All in all, this question allowed me to understand that the two most important aspects to a sequel in the gaming industry is addressing the issues with the original and continuing the plot without rearranging what made the original successful in the first place, it’s an act of balance that developers must play close attention to in this field of media.

Question 3 and 4:
As for questions three and four, I asked the participants what they believed the greatest multiplayer sequel was and why this was the case, I decided that identifying the positive features would be the most necessary out of all the questions due to the current focus on the negative. The answers I obtained were:
· Halo 3 [24]
· Call of Duty: Black Ops II [25]
· Titanfall 2 [26]
· Team Fortress 2
· Star Wars Battlefront 2 [27]
In question four the participants went on to explain why these were their choices:
The first participant stated, “With any game, the best sequel to a game would take what the first one did and expand upon it” and used Halo 3 as their example. They went on to explain that this entry of the Halo franchise “took everything from the previous two halo games sandboxes and improved it”. This fell in line with their response to question 1 in which they believed that the improvement of weak points of the initial product was the most necessary aspect to a multiplayer sequel. Finally, they went on to explain Halo 3’s forge feature which “not only gave fans the stuff they liked but gave them more to enjoy and to create themselves”. 
The next answer I obtained stated that ‘Call of Duty: Black Ops II’ was the greatest in terms of multiplayer sequels. They went on to state that “It improved on all the aspects of the previous Black Ops but still maintained the effect”, this also reflected in their answer to question one. As it stands, in terms of player responses, the clear indication is that the improvement of a previous instalment is indeed the most beneficial factor when it comes to this area of game development.
The third answer to the question was that of ‘Titanfall 2’ which also “Added and improved upon the first game”. Once again, it’s clear that this is a vital component to creating sequels to multiplayer games. However, this answer is intriguing and differentiates from the previous two, this is since their answer to question 1 was that sequels should prioritise continuing the story. This difference between the two answers confirmed my previous hypothesis that a sequel will continue the story as a given yet a good sequel’s main goal is to improve on the shortcomings of its source material.
‘Team Fortress 2’ is a game created by ‘Valve’ [28] which came out in 2007 and acts as a more light-hearted sequel to ‘Team Fortress’ [29] which was released 1999. It’s no wonder that a participant would choose ‘TF2’ as their option for this question as it is still popular to this day and can be described in their words as “an iconic game that put the franchise in the public eye”. The game itself despite being over a decade old is still played to this day by an extremely avid player base. As shown here, despite ruling out the “Reimagining the original into something new” option of question 2, if it is done well enough, reimagining a game’s tone and style from the ground up can provide the franchise with newfound success to the likes which were never seen with the original product.
[image: ]
‘Team Fortress 2’ shown in the Top 100 Games by Current Players – 23/04/2023

Finally, in terms of these questions, the final answer which I received was ‘Star Wars Battlefront 2’, which the participant stated that it “is the best example of a sequel because it adds new features, game modes, mechanics and story whilst also keeping the feel of a ‘Star Wars’ [30] first-person shooter”. This description does not deviate too much from the statistics which have been established before however, the answer itself does indicate that it is the sequel’s job to ensure that the theming of the source material it is based on (if there is any) is extremely important.

Question 5 and 6:
The opposite question was asked for the next two inquiries, I queried what the worst example would be and why, the results I got back were that of Halo Infinite [31], Plants Vs. Zombies Garden Warfare 2 [32], Battlefield 2042 [33] and two answers of the FIFA [34] franchise.
The data collected from this question provided me with more of an understanding of what makes a sequel lacklustre or needless. Halo Infinite “decided to remove so much of the game”, whereas Plants Vs. Zombies Garden Warfare 2 was “practically identical” with the same being said about the FIFA franchise and finally, a participant stating that Battlefield 2042 “changed the formula of the game too much”.


These answers provide an informative alternative to the positive points that were stated and allowed me to compile a list of negative feedback in this field:
· Removing beloved features to either replace them or reimagine them is a needless change and can be frustrating to fans of the original.
· Creating a practically identical product is both disappointing for the player and will make a sequel seem more like a cash-grab using a likeness of a series rather than a passionate desire to continue.
· Changing a formula far too much will lose what made the original beloved by players, this falls in line with the second question.

Question 7 and 8:
Finally, for the last two questions I asked what game should gain another entry to its franchise and why, with the participants providing the answers of: Sea of Thieves [35], Left 4 Dead [36], Titanfall [37] and two answers for Star Wars Battlefront [38].
The reasons for these choices are as follows: Sea of Thieves is “at the mercy of hardware limitations”, the Left 4 Dead franchise had “a perfect sequel” with that potential being an indicator of the quality a third instalment to the series may be. 
Titanfall “has some very fun mechanics not seen in other shooters but the game is dying” and lastly, Star Wars Battlefront “has a lot of material to work with” and “the life cycle was cut too short”.
With these responses to the question, I was able to expand my knowledge in this area and create another list of conclusions of what makes a sequel to a multiplayer game valid in the eyes of a player:
· Hardware limitations can prevent a series from reaching its full potential, thus a sequel is welcomed.
· Potential from previous sequels in the series is typically a good indicator that continuing the series is the right direction forward.
· If a series is unique enough to a genre and is losing traction, a sequel will benefit the state of the game franchise itself.
· If a sequel utilises its source material which was not covered in the first game, it can reach a higher standard than its predecessors.
· If a live-service game had a small life cycle in terms of updates and game patches, a sequel would most likely be the best option going forward.

Overall, through asking other people on their opinions of the subject, I was able to expand my understanding of the topic and have been able to take various notes for my investigation and as a result am more equipped in contemplating the fundamentals of this area of game design and the industry in all.



A Deep-Dive into the FIFA franchise and the Psychology behind its Success.
Though Overwatch 2 may be the centre of the investigation, the FIFA franchise is an extremely important aspect of the topic. As someone mentioned on the previously established graph, “barely anything is changed despite them making a sequel every year.” 
The concept of FIFA is simple, it is a football simulation game which allows the player to open packs bought with digital or real currency to gain more players, with each time updating to the current players in the premiere league, world cup, etc. This as a concept is fantastic and the game itself provides a realistic experience both on the pitch yet also as a football manager, allowing players to customise their team and formation.
However, though the concept is clean and perfected the “The FIFA series is criticised in some circles for repackaging essentially the same game every year” [39], to an extent far more recognisable than Overwatch 2, a game which was released 6 years after the original, which though provides a far too similar experience to the original as it stands, it promises brand new content in the future and also allows players to use their account and cosmetics from the original in the new game, a feature that FIFA lacks despite the games being similar enough to include the feature. In the small span of a year all the efforts of a player will go to waste as their efforts and funds that they have put into the game are considered redundant. However, despite this, the vocal majority buy the new game every year simply due to it being more up to date than the last with minimal changes, one must question why this is the case when Overwatch 2 is attacked for a much similar reason.
It comes down to a range of factors with the most notable being player expectations. Nobody is expecting FIFA to have an immense amount of added content in its latest entry which deviates it from the other entries in the franchise, due to this, the series has maintained a constant audience which has grown to accept the series as is. If there is nothing wrong with the game, why change it?
FIFA is an extremely important game to cover as it encompasses the psychological aspects of multiplayer game sequels, a factor that few would have first considered when gaining an understanding of the subject.
The two main topics to consider here are two forms of purchase:
· The Purchase of FIFA itself.
· The Purchase of “packs.”
As previously mentioned, FIFA does not have any significant changes per year, due to this it would be perfectly acceptable for FIFA to allow players to keep their progress and players they have purchased with in-game currency or actual currency, however this is clearly not the case. From an outsider looking in, with the actual value of the players being almost negligible in a year, one could easily assume that it is some sort of cheap fraud, yet instead it is one of the most profitable video game franchises of all time and it all comes down to psychology and human nature.
“It is because of football itself. This sport has a very big appeal, especially among the working class”, [40] this is a quote from the official FIFA Forums and provides an insight on what differentiates FIFA from other ‘disappointing’ multiplayer sequels, it’s the culture behind it that spurs fans on to buy the next game, “It may be closely connected to the novelty-habituation cycle and how this cycle functions in football.” [41] and though FIFA may be somewhat controversial in its methods of player interaction it is understandable on why fans would continue to buy each game when it comes out.
There’s a level of psychology when it comes to the pack opening feature of FIFA alongside the release schedule which adds to the intrigue of the series, with the loot-box system of this game providing players with an advantage rather than the typical skill level, the importance of better players and opening packs is one of the most essential parts of FIFA and with all the characters gained from FIFA 22 being reset in FIFA 23 it makes one consider why people would engage in a system which is so financially predatory, with many describing it as “pay to win” [42], it is due to the normalisation of the system which has caused players to accept the nature of the franchise, a system that is built on correlation of a culture outside of gaming which is reflected within it using monetary gain. 
FIFA is a perfectly acceptable product however the ‘one game per year’ system is evidently built on a culture which is being exploited and therefore it’s no wonder fans do not recognise the lack of change as it is simply part of the experience.

[image: ]
A graph demonstrating the average amount spent on FIFA titles all together. [43]

Overall, ‘FIFA’ and ‘Overwatch 2’ share a multitude of qualities, they are both multiplayer games which are underwhelming in terms of being labelled as a sequel. However, whilst Overwatch 2 is a free experience and FIFA begins to cost increasingly more whilst also guaranteeing a new entry each year.  It is clear to see that there is a large margin between the two when it comes to the development cycle, with one being promoted for years only to be scrutinized by fans in time for release and the other being exactly what the fans expect, it all comes down to the culture behind the franchises which spurs the backlash or praise.



Sequels from a Developer’s Standpoint
In terms of a standpoint from a developer the main reason for a sequel would be to continue a story and a game typically will provide some room content-wise for an additional way of progressing the narrative or expand the world-building of the initial product may this be in the form of a DLC or a sequel, with DLC’s occasionally becoming so ambitious they become a sequel, this can be seen in the likes of ‘Hollow Knight Silksong’ [44].
However, developers and higher-ups of larger companies are more so interested in a sequel from a financial standpoint and how it can assist in the development of their studio or funds. As some developer's state that “the simple answer a lot of the time is money” [45]. However, looking at the responses of developers online provides a greater insight into the mind of one who has adapted to the industry.
Catreece Macleod, a World Designer and Game Designer stated on Quora [46] in response to the question, “Why do some PC game developers make a sequel to a game instead of simply updating it?” that “Sometimes it’s a matter of scope” and that “A sequel usually involves a new engine, or significant enough changes that it’s not justifiable to call it an update”. As demonstrated here even when it’s coming from a developer it’s clear that a sequel should always be considered more than what could be done in an update, this information is vital to understanding where the line of business, finance and passion lie.
Macleod goes on to explain that sequels which could easily be updates are “cash grabs admittedly”, this goes to show that the mind of a player and a developer are similar and that the general theory that many games are simply made for profit is clearly true. This confirms that the public’s scrutiny of the likes of ‘Overwatch 2’ as it stands is completely justified and that FIFA’s system of monetization is made entirely to effect players psychologically.
Overall, from this point of view from a developer in the industry, the investigation has gained clarity to a significant degree and as a result, many points made by players can be considered justified as even those who take part in the industry are aware of the behaviour of some companies when it comes to unnecessary sequels.
[image: ]
The In-Game Store for FIFA Points – FIFA 22 [47]
An In-Depth Analysis of the Investigation:
Through the study of both game developers and players alike, I have gained a great understanding of the intricacies of what makes a multiplayer sequel worthwhile in terms of the gaming industry. 
I have also compiled a conclusive list based on the answers I have received from researching the topic at hand. The list will cover each answer I was able to deduce for each query I had and using it I will finally come to a final answer:
A Player’s Outcry to a Sequel to a Multiplayer Game:
Players believe that multiplayer player game sequels have a particular list of qualities about them, there’s a line between that of a quality reason behind a multiplayer sequel and a simple financial cash-grab using an already established name.
Company Attempts at marketing an Unnecessary Product:
Due to the nature of financial stability in any business, it’s a company’s priority to gain as much income as possible and if a large studio can find a way to gain a constant financial income with a severe lack of effort, it’s evident that it can and will be exploited as seen in the FIFA section of the investigation.
Multiplayer Sequels were a topic which were intriguing to me based around the differing opinions on whether they are necessary or not, however uncovering the more psychological effects that such a small segment of the game industry has to offer shows that there is always so much more to a topic that you would never expect.
Occasionally developers of their own games who create and flourish in their field out of passion for their art can scrutinize this practice as they themselves have the experience in the field to identify the shortcomings of companies who can do better for a cheaper price. 

The Overall Conclusion to the Project:
Preserving a franchise can be an extremely important way for a company to embellish a world that has been cared for in terms of its story, characters and in this case its gameplay. However, in terms of a multiplayer game, a sequel is mostly necessary when it is anticipated and contains new ideas, improvements to outdated concepts and a fresh vision of justifiable potential. 
With games such as Halo 3 and Titanfall 2 there is a duty of care, a strong motive by the developers that has been reinforced by their work and as a result, their efforts have been noticed by fans of the franchise and have been celebrated in the gaming industry.
On the other hand, with games such as FIFA and Overwatch 2, from vague comments from developers and an evidently noticeable exploitation of the wallets and purses of players, there are outliers when it comes to this topic and through research and heavy comparison between beloved and loathed traits in this subject.
Preservation of a multiplayer franchise may be a fantastic form of monetization and appeal yet that gain for a company is earned by hard work, player feedback and a care for the franchise itself, without it, it’s barely a “sequel” at all. 
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