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Dissertation outline

The initial aim of the dissertation is to analysis the treatment of female characters in games and how that translates to the treat of female gamers in the community. I have conducted mild research so far at this current stage of my dissertation research. In this report, I will be laying down what I have so far but bear in mind that there is still far much more work to do. 
So far, I have read pieces such as Women in Gaming by McDaniel, M.A. The report talks about how both women and men feel about video games and how the video game community has changed over the years and its progression in the feminist wave we are witnessing. I have a rough draft of how the dissertation will be laid out, but I am hoping for constructive criticism from my mentor. 

Chapter 1: Introduction 
	This will be an introduction what is the research, why I am doing this. Also stating what are video games, how people view video games and how gaming companies have influenced members of society. Why is this research important and how it translates to our modern society. The introduction will also detail the questions I hope to answer as well as the possible outcomes.  So far as i embark on my dissertation journey, I have had a few grievances. Mostly because one’s own lack of self-belief and lack of effort but also finding participants who are wiling to engage. I have tried to make the effort of not assuming the thoughts of individuals in order to make my argument strong. A bias opinion can hinder the potential of the research. This is why I have gone out of my way to find participants who are both male and female from various backgrounds and seeing how they feel about the topic. The limitations in this dissertation is that due to the fact that, my participants are individuals around the world, scheduling can become problematic as well as some people suffer anxiety thus it is my responsibility to go even further out of my way to make them feel comfortable. The delimitations that I have faced so far, is not blurring lines. Remembering that I am doing research and try not to steer from the topic by saying anything that can make the individuals feel uncomfortable, but I do maintain my friendly nature.  It is difficult to try to assume to have a conclusion in the introduction. 

Chapter 2: Literature review
[bookmark: _GoBack]	As stated above, I have read different literatures mostly including academic work and opinion pieces by female and male writers who offer different opinions in order to give a clearer and none biased account. With literature so far, I have found it challenging to fully engage with it due to the size but with this, I have kept on reading and found pieces that are very helpful to my research especially since my work is conceptual and I have been able to isolate different points that correspond to one another. The good thing about this topic is that there is different forms of literature written and truth be told, even though I have read some of them, I have also watched a few videos from YouTube regarding both women in video games whether virtual or not. 

Chapter 3: Methodology 	
	Due to this topic, my methodologies vary, and I am aware that this can be problematic. At the current moment, I am just having light hearted conversations regarding video games and women to a few individuals. A relaxed setting means a relaxed researcher and participant. I choose not to use the word “interview” when speaking to participants in order not to fill them with anxiety or feel as though they have to pretend to be someone they are not. From not doing so, participants are able to laugh and be informal whilst talking about the treatment that they have experienced or witnessed. Another methodology is playing video games with women and listening to them speak in voice chats and see the reactions that they receive in game. The reaction can be either good or bad. I am planning on watching over 100 games of Overwatch, Fortnight and Rainbow Six Siege as well as Red Dead Redemption 2. All these games have different communities and each community has a different reaction to individuals.  Another methodology is watching a streamer play games and how their audience reacts to them. I am in contact with a streamer who is a black female and often receives racist and sexist abuse. The data I have found so far is good but could improve with the number of participants. I do not want to form an opinion as of now it is still too far early and far much more work has to be done before I can feel confident of having said conclusion. As for now, my data analysis is still in place. The use of video adds a variation to methodology, I believe that not everything necessarily lies on an academic pieces of literature, for myself as a person and a researcher, I have to consider my learning styles and I am person who learns through Visuals, aural and verbal techniques. I feel as though even if it is required of me to read, I will be putting myself at a disadvantage if I do not accommodate myself.
Chapter 4: This chapter will be dedicated to the research findings once said research has been finalised and all data is set. I am hoping that my research is clear enough for me to be able to list the findings backed up with different sources. My conclusion will feature both the pros and cons of my research and whether this research is something that can be used by others and how it is relevant in today’s society and gaming culture. As of now, I do believe that I can deliver good research. I am hoping that this can also lead me to exploring more topics regarding video games as for it is passion of mine. 
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