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[bookmark: _Toc103023411]Abstract 


This undergraduate dissertation focuses on esports and how it has become a growing industry, recently been recognised by the educational sector in the United Kingdom. Research has showed that the esports industry has become established across other countries with the Business and Technology Education Council, known as BTEC formulating an esports course that was introduced internationally in 2020. This study aims to analyse how social media can impact the esports course and qualification funding at Further Education or FE college level. This is a new concept that will require literature to be examined surrounding the three-core subject that have been evaluated throughout this research study.    

This review is based on literature associated with the esports industry, esports in education and social media. Fifteen structured interviews were conducted with Further Education colleges within the United Kingdom that deliver the esports BTEC qualification. Based on the participants responses, the results indicated that social media has positively impacted funding at the FE college level for both the esports course and students that compete regularly against each other at competitive levels, known as esports teams. It has been recommended that by establishing the esports BTEC course as part of the existing curriculum, dedicated esports teams are created to enhance the learner’s experience. Further research is required to identify how the esports industry will develop and grow in the future.



Contents
Chapter 1 – Introduction	1
Chapter 2 – Literature Review	3
2.0 Marketing	3
2.1.1 Building Customer Relationships	3
2.1.2 Traditional Marketing Methods combined with Digital Marketing	4
2.1.3 Social Media Marketing in Business within the Education Sector	4
2.2 Esports	5
2.2.1 Marketing in Esports	6
2.2.2 Social Media Marketing in Esports	7
2.2.3 Esports in Education	7
2.3 Identified gap in the literature	8
Chapter 3 – Methodology	9
3.1 Philosophy and approaches	10
3.1.1 Pragmatism	10
3.1.2 Other considerations	11
3.2 Inductive research	11
3.3 Research strategy	11
3.4 Choices	12
3.5 Time horizons	12
3.6 Data collection methods	13
3.7 Ethical Considerations	13
3.8 Limitations	14
Chapter 4 – Conducted Research	15
4.1 Objective one	15
4.2 Objective two	17
4.3 Objective three	19
Chapter 5 - Conclusion	21
5.1 Achievements of Aims and Objectives	21
5.1.1 To analyse how the esports course has grown and developed in general	22
5.1.2 To critically evaluate the role social media has played in the development of the esports course	23
5.1.3 The impact social media has had on funding for the esports course and esports team	24
5.1.4 Provide recommendations for the colleges on how to utilise social media to provide further funding for an esports team	24
5.1.5 To analyse how social media can impact esports funding at the FE college level	26
5.2 Recommendations for Future Study	26
5.2.1 Limitations of the study	26
5.2.2 Building on the findings	27
5.2.3 Research Study in a new context	27
5.2.4 Expanding on the theory and frameworks	28
6.0 Appendices	29

7.0 References	50





[bookmark: _Toc103023412]



[bookmark: _Toc103274961]Chapter 1 – Introduction 


This research topic will investigate how social media has impacted education with a focus on the esport industry.  Esports was recognised by the United Kingdom as being a “sport in 2010” (British Esports Association, 2016).  In 2020, esports was perceived as needing to be taught at a higher education level.  The British Esports Association partnered with Pearson to create an esport BTEC Course (British Esports Association, 2020).  The BTEC course is taught at an FE college level across the United Kingdom and other parts of the World. 

Colleges will use social media to reach potential students as “88% of individuals aged 16-24” (Baron, 2020), have a social media account.  Educational institutions including colleges have started using social media platforms to promote esports teams.  Social media has positively affected esports by increasing the number of followers the esports teams have, drawing attention to teams' wins and increasing college recognition.  This is important as it sways potential students’ attention to the winning esports team and the associated college. This has an impact on student enrolment figures.  Promoting the college esports team using social media provides opportunities for sponsorship and funding (Kumar and Nanda, 2019).

This research topic needs to be investigated as esports is a growing industry in the United Kingdom and has been introduced into further education (British Esports Association, 2020). This study will research how developing industries such as social media can positively impact the marketing of a new industry like esports. Social media has become an advertising platform for FE colleges (Kumar and Nanda, 2019).  However, this platform can also be used to increase funding and sponsorship deals for the esports college teams. 

This research study will investigate and analyse the impact social media has on esport course funding at the FE college level as a gap has been identified in the literature which has led to the need for this study to be recognised. Due to social media and the esports industry being new, academics are trying to establish what these are before investigating the effects on other developed industries. 

To investigate these new industries an aim and objectives have been implemented to break down the research topic. These are as follows:

The aim of this research is - To analyse how social media can impact esports course funding at the 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. To demonstrate the impact social media has had on funding the esports course and esports team
4. To provide recommendations for colleges on how to utilise social media to provide further funding for an esports team 
Objective one will be achieved by conducting primary research in further educational institutes specifically focusing on how many already host the BTEC esports course. In addition to this, an evaluation will be carried out to investigate how the esports industry is predicted to grow and develop in the future. 

Objective two is going to be accomplished by analysing the social media platforms used in further education, and how these platforms have contributed to the development of the esports course centring the research around the age of social media users.    

Objective 3 will be encompassing how social media directly contributes to the funding of the BTEC esports course and the college esports teams. By understanding how social media is used in educational institutes, a conclusion can be made as to the impact social media has on the funding of an esports course.  

Objective 4 is going to combine objectives one to three, in which recommendations will be made that will relate directly to the esports course and social media issues raised in the data collection process. 



[bookmark: _Toc103023413][bookmark: _Toc103274962]Chapter 2 – Literature Review

An investigation into how social media has impacted businesses with a focus on the esports industry will be reviewed using a wide range of literature. The literature that will be reviewed will involve important themes and trends being identified. The primary themes and trends recognised in both the marketing and esports industry include building customer relationships, traditional marketing methods combined with digital marketing, social media marketing in business specifically the education sector, marketing in esports, social media marketing in esports and esports in education. 

Although the literature reviewed in this investigation has evaluated the key topics in depth there are gaps in the literature specifically when facing the esports aspect. This is because esports is an unfamiliar concept within the United Kingdom and has very recently been identified in the education sector.       
[bookmark: _Toc103023414][bookmark: _Toc103274963]2.0 Marketing 

[bookmark: _Toc103023415][bookmark: _Toc103274964]2.1.1 Building Customer Relationships

Marketing has been defined by academics as

“the activity, set of institutions, and processes for creating, communicating, delivering, and exchanging offerings that have value for customers, clients, partners, and society at large” (American Marketing Association, 2017.) 

This idea of marketing implies that organisations can communicate with the customer by creating and delivering an interesting and specific message that will value the customer and help the organisation to grow. 

This description of marketing has directed to themes being developed within the marketing community; these themes include customer value and customer importance in any organisation (Foreman, 2003., pp10). These themes have become widely recognised by academics involved in the marketing community. Evaluating customer relationships and customer loyalty has become a critical part of every marketing campaign (Armstrong, et al, 2009., pp 15-16)   

Customer relationships and customer loyalty are critically important to marketing campaigns that academics wrote a book called “Successful customer relationship marketing” (Foss and Stone, 2001., 139-144); within the book, insights are offered into how organisations can build better customer relationships and keep customer loyalty (Foss and Stone, 2001., pp 139-144) One method was using customer databases, which can collect and hold data including “customer profiles, demographics, products purchased and other items of interest” (IBID.) Other academics have agreed that using databases to collect and store customer data is an excellent method. There have been many case studies surrounding loyalty cards in supermarkets and retail, in which it was concluded that the customers should receive discounts and perks in exchange for the data (Smith and Potter, 2009.)

[bookmark: _Toc103023416][bookmark: _Toc103274965]2.1.2 Traditional Marketing Methods combined with Digital Marketing

Digital marketing was recognised as a new marketing concept in the “1990s” (Kingnorth, 2019, pp 65-72), and is defined by academics as “any marketing method conducted through electronic devices which utilise some form of a computer” (American Marketing Association, 2021.) However, digital marketing campaigns will often require some form of traditional marketing methods, this is because both marketing techniques are working together to achieve an end goal set by the organisation. Many academics find this concept interesting as Chaffey and Ellis-Chadwick have discussed the idea of digital marketing working “alongside traditional marketing techniques, to get closer to audiences than before” (Chaffey and Ellis-Chadwick, 2019.pp 82-86) This concept of digital marketing refers to customers being able to easily contact the company directly through digital marketing techniques. 

Other academics believe that digital marketing is taking over and replacing traditional marketing techniques, and the concept of combined marketing methods is ineffective due to the lack of data and measuring collected from traditional marketing techniques (Ryan, 2019.) 

[bookmark: _Toc103023417][bookmark: _Toc103274966]2.1.3 Social Media Marketing in Business within the Education Sector

One of the crucial digital marketing methods being implemented by many organisations is social media marketing. Social media marketing is defined as “the practice of using social media channels to promote business products or services” (American Marketing Association, 2021.) However, academics believe this is an ineffective way of using social media networks. This is due to consumers being overwhelmed with the constant pushing of products and services online. Therefore, social media marketing can also be defined as “activities, practices and behaviours among communities of people who gather online to share information, knowledge and opinions using conversational media” (Safko and Brake, 2009. P6) This is a better interpretation of social media marketing as organisations are given the chance to connect with the customer on a more personable level which helps the organisation to gain the customer's trust and allow the customers to become connected to “larger trusted networks” (IBID., pp 7)

Social media is used specifically by educational sectors as a survey was conducted in the United States of America where it was discovered that 97% of social media users are aged between 13-17 (Pruthi and Bower, 2021) this is also a similar age group of those interested in studying at college and university. Therefore, educational institutes have started using social media marketing to promote the institute and courses available to potential students. Social media marketing is being implemented in higher education institutions as “the potential of these tools to reach and attract future students” (Constantinides and Stagno, 2011,pp 1-3) is being recognised. The marketing teams within these institutions need to be aware of the role social media marketing plays in a student’s decision-making process of choosing a specific course, college, or university. 

A study was conducted on the “Potential of the social media as instruments of higher education marketing: a segmentation study” (Constantinides and Stagno, 2011, pp 1-3) and one of the major findings of the study is that “compared to traditional communication channels social media still plays a secondary role in the students’ choice” (IBID.) However, educational institutes needed to be aware that the more content posted on social media and the more engaged students are with the content, then this could impact where the student decides to study. 

[bookmark: _Toc103023418][bookmark: _Toc103274967]2.2 Esports 

Esports was recognised as a sport in “2010” (British Esports Association, 2021,) by the United Kingdom. Due to this being a new concept in the United Kingdom, there is a lack of academic literature surrounding this specific topic. Therefore, some of the academic research discussed within this section will have been conducted in other countries including Korea, Poland, and America, as it has grown and developed in these countries. 

According to the Oxford Dictionary, Esports is described as “a multiplayer video game played competitively for spectators, typically by professionals” (Oxford English Dictionary, 2021). Academics agree with this definition as Scholz described esports as “completive gaming.” Esports involves “coordination, communication, and cohesion” (Scholz, 2019, pp 17-20). Therefore, esports is being forced to be recognised as its competitive nature has led to many large competitions. One esports competition was held in Katowice, Poland in 2013, in which “tens of thousands of young people visited to watch people play video games” (Scholz, 2019., pp 17-20). This is also the case worldwide as “there were Esports events in Korea that are similar to crowded stadiums for the National Football league” (Kane and Spradley, 2011). This emphasises the growth and impact esports is having internationally.  

[bookmark: _Toc103023419][bookmark: _Toc103274968]2.2.1 Marketing in Esports

Marketing is an important factor in the esports industry as many well-known companies including “Red-Bull, Coca-Cola and Mercedes” (Singer and Chi, 2019., pp 1-6), have been known to host and sponsor esports events in the United States of America. In an academic paper researching “The keys to esports marketing” (IBID). it was discovered that these well-known companies have helped the industry grow by 34% in 2019 (Singer and Chi, 2019.,pp 1-6). A book that researched “The esports and esports sponsoring” (Heinz and Stroh, 2021 pp 13-15), discovered that organisations from relevant industries including computing and gaming, sponsoring esports to present and promote products are the most important “financial pillars and key drivers” (Heinz and Stroh, 2021, pp 13-15), of the industry. 

The academic research also discovered that in the United States of America there are “21 million esports fans” (Singer and Chi, 2019., pp 1-6). These esports fans often watch a streaming platform known as Twitch. Twitch is growing strongly as a streaming platform and has gained an academic understanding as one academic described the platform as allowing its users to “broadcast their screen whilst playing games” (Taylor, 2018.) Many popular gamers and esports teams will use Twitch to stream tournaments. These specific streaming platforms allow the use of adverts, therefore, marketing an esports team or sponsorship deals through Twitch will gain a lot of attention. There are many marketing opportunities available through this platform including the use of adverts. 

Academics and professionals involved in the esports industry have recognised the need for and the importance of marketing. Many esports teams need sponsorship deals to get the latest technology to keep competing. 

[bookmark: _Toc103023420][bookmark: _Toc103274969]2.2.2 Social Media Marketing in Esports 

Social media marketing allows esports teams to grow by offering a free-to-use platform that can reach many potential fans. Esports teams will often use a range of social media platforms to promote the team, these platforms include, Instagram, Facebook, Twitter, TikTok, and Discord (Alanko and Laaksonen, 2019.) One case study found that to use social media effectively within an esports team “good, authentic, quality content” (Alanko and Laaksonen, 2019,) needed to be created. Social media works by measuring specific algorithms. These algorithms work by sorting posts in a user’s social media feed by, relevancy not by publish publishing time (Alanko and Laaksonen, 2019.) Therefore, to effectively gain a large social media following organic and paid adverts may need to be implemented. 

Streaming services like Twitch have helped to increase team exposure which has led to a rise in esports teams promoting themselves through social media platforms. These social media platforms have allowed international team teams to connect and battle against each other in recognised competitions.

[bookmark: _Toc103023421][bookmark: _Toc103274970]2.2.3 Esports in Education

Esports has recently implemented an esports qualification in the United Kingdom at a higher educational level (British Esports Association, 2021.) Due to how recent the industry has been recognised there is a gap in the academic research. 

However, academic research has already been carried out on esports in education in American colleges and universities. Professors have commented on esports in education and have noted how the skills used in esports have led to other industries benefiting (Kim, 2019.) Some of the industries that are involved within the esports industry include business specifically the need for business models and marketing, broadcasting and videography, and psychology along with many more (Stomski, 2018.) By recognising the growing industry, courses have been developed to enrich the skills required that are required to be a part of this industry. 

Esports in education has also helped introverted students become a part of the community, one academic wrote “esports can provide an outlet for introverts” (Rogers, 2019.) This has positively affected the colleges and universities in America as extroverted students who have an interest in esports have helped introverted students become a part of the student community (IBID.) 

[bookmark: _Toc103023422][bookmark: _Toc103274971]2.3 Identified gap in the literature

The overarching themes investigated in this literature review include marketing and esports. There is a lack of literature regarding the Esports section. The use of social media and esports in the United Kingdom education system has been identified however, can be researched further. An inquest into how social media can impact esports course funding at the FE college level needs to be researched as knowledge and understanding can be gained on the importance of these new and developing industries and how together these can complement each other. 

The analysis of the marketing aspect of this review has focused primarily on digital marketing specifically social media. Targeting how social media is being used to promote educational institutes is a positive way to promote the institute as the users of these platforms are aged 16-24 which is the age individuals start college. Therefore, knowing social media is being used by the target audience for a college education is one of the core reasons these platforms are being analysed. 

The other category being investigated is the esports industry relating to esports in education. This is a growing and developing industry and is becoming recognised by many colleges across the United Kingdom. This industry has already been established in the American education system.  

Therefore, establishing the importance of how social media can impact esports course funding at the FE college level has identified a gap in the literature as themes such as funding an Esports FE college team have not been discussed by academics due to Esports being such a new concept, there is a lack of understanding as to what is required to have an active team in this industry. 

Before any research can be conducted or collected, the philosophies and approaches need to be understood and why these methods have been chosen. Understanding these will lead to an in-depth conclusion being made.


[bookmark: _Toc103023423][bookmark: _Toc103274972]Chapter 3 – Methodology

To conduct this research study and gain an appropriate perspective, objectives have been developed to ensure the research study is always observed. These objectives include:  

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 colleges on how to utilise social media to provide further funding for an esports team 
The methodology section will be structured around the research onion model developed by Saunders, Lewis, and Thornhill in 2009. This framework is conducted of six layers, each discussing the different aspects of which research methods will be used.  

The methodology surrounding this study will involve a pragmatic, inductive approach with the use of primary qualitative data. 

[image: understanding the research onion](Saunders, Lewis, and Thornhill 2009) 



[bookmark: _Toc103023424][bookmark: _Toc103274973]3.1 Philosophy and approaches

The first few layers of the research onion are the philosophies and approaches. The philosophy of this research study will define the interpretation of the research that will take place. The interpretation of the philosophical viewpoint will include an understanding of the ontology and epistemology of each philosophy evaluated. The ontology is the study of reality or being (Marsh, Ercan, and Furlong, 2018 pp 4). This attributes to the nature of existence, specifically focusing on what something is and how things are classified. Ontology offers a foundational understanding of what someone’s reality is. Compared to epistemology which is the study of knowledge. This focuses on what is known and how knowledge can be gained (Marsh, Ercan, and Furlong, 2018 pp 4).  

The philosophy that will be used in this research study will be a pragmatic approach. This approach was decided upon after an evaluation of pragmatism, positivism, and constructivism. 

[bookmark: _Toc103023425][bookmark: _Toc103274974]3.1.1 Pragmatism

Pragmatism is the belief in interacting with reality and gaining a true perception of what reality is through experimentation and research states (Stanford Encyclopaedia of Philosophy, 2020). This research hypothesis is best suited to a pragmatic approach as it allows future outcomes of similar hypotheses to develop and grow from this research. 

The ontology of pragmatism relies on actions and experiences which can be justified through research and experimentation (Paul, 2005). The research hypothesis will lead to researching a variety of qualitative data from a range of colleges, which will result in a conclusion being made.  

The Epistemology of pragmatism is acting as the knowledge is understood, built, and modified through interactions with individuals. Pragmatism focuses on results (Paul, 2005). Therefore, combining knowledge from colleges that actively have an esports team and social media page can help to justify these results that have been tried and tested. Therefore, this is the best philosophical approach for this research. 



[bookmark: _Toc103023426][bookmark: _Toc103274975]3.1.2 Other considerations 

Before pragmatism was decided as to where the research would sit, other considerations were made to positivism and constructivism. Positivism relates to the research using scientific methods and is best used for quantitative data. Due to the research topic discussing themes including social media and esports there will be no financial data to analyse, therefore, this philosophy will be not discussed. 

Another philosophy that was considered was constructivism. This is the belief in bringing reality and knowledge into being (Crotty, 1998). This philosophy focuses on the journey of discovery which is again not suitable for this research topic as the outcome is far greater than the understanding of the research and which methods will be used to interpret the data. 

[bookmark: _Toc103023427][bookmark: _Toc103274976]3.2 Inductive research 

The research hypothesis will be evaluated using an inductive approach. An inductive approach allows for a new theory to be tested using new research methods and collecting new data (Russell, 2015). Whereas deductive research analyses an existing hypothesis to check its relevance and update any research changes (Russell, 2015). Based on the modern concept of social media and the recent introduction of esports in the United Kingdom this research is inductive. 

[bookmark: _Toc103023428][bookmark: _Toc103274977]3.3 Research strategy 

Many research strategies can be related to a variety of research hypotheses. However, the research strategy used in this research study will be qualitative surveys. Qualitative surveys allow for important data to be collected focusing on a specific study area (Seixas, Smith, and Mitton, 2018). The surveys that will be produced for this research study will specifically relate to the objectives. This will allow for a conclusion to be drawn on all the growth and development of the esports course because of social media, and the impact social media has on course funding. 

Another research strategy that was considered for this research study was developing a case study. The development of a case study would have allowed in-depth knowledge that specifically relates to a real-world subject (Perry, 1998). A case study was considered for this research as this could be based in an FE college focusing on the esports team and social media. However, this is a new concept and with larger sample size, a better understanding can be gained of the exact impact social media has on esports teams. Therefore, qualitative surveys will be used.  

[bookmark: _Toc103023429][bookmark: _Toc103274978]3.4 Choices

There are three choices of methods that can be used when conducting research. These three methods include mono methods, mixed methods, and multi-methods. For this research hypothesis, mono-methods will be used. This is because mono-methods are associated with the use of one type of research approach (Lopez-Robles, et al, 2020). For example, this research study will involve the use of qualitative data only. 

Whereas mixed methods involve the collaboration of both qualitative and quantitative data (Fielding, 2010). Combining these data methods can lead to an in-depth analysis of the study, however different aims and objectives will be required with the use of larger data collection (Fielding, 2010). This would be inappropriate within this research study due to the limited number of FE college esports teams in the United Kingdom. 

Multi methods are different from mixed methods as multi-methods involve the use of two or more qualitative data collections and two or more quantitative data collections within one research study (Anguera, et al, 2018). However, due to the limited research available within this research study multi-methods would be unsuitable. 

[bookmark: _Toc103023430][bookmark: _Toc103274979]3.5 Time horizons

There are two types of time horizons, however, only one is suitable for this research study. The two types of time horizons consist of longitudinal and cross-sectional. This study will acknowledge the time horizon cross-sectional. This is because a cross-sectional study is a short-term study and involves the collection of data at a specific point in time (Rindfleisch, et al, 2008). This is most suited to this research study and will not need to be repeated. 

Data collected that involve a longitudinal approach consists of evaluating research over an extended period, this can stem from a few weeks to a few years (Rindfleisch, et al, 2008). 
This research study will not need to be repeated and the results will not need to be re-evaluated, therefore this study will use the cross-sectional time horizon approach.      

[bookmark: _Toc103023431][bookmark: _Toc103274980]3.6 Data collection methods

The data collection methods for this research study will consist of qualitative primary research. Qualitative data is non-numerical and focuses on categorical data and can be observed and recorded (Levitt, et al, 2018). The data collection methods used for qualitative data will involve virtual online meetings being conducted over Teams. The interview participants will include college lectures that teach the esports BTEC course and host an esports team. The colleges that are involved with esports in education are based across the United Kingdom. Therefore, virtual meetings must be conducted to allow as many colleges as possible to be included in the sample. 

To ensure that the information collected from the interviews stays the same and is relevant to the research topic, a list of questions will be asked that directly relate to objectives one, two and three. Objective one is to analyse how the esports course has grown and developed in general and objective two is to critically evaluate the role social media has played in the development of the esports course and objective three analyses the impact social media has had on funding the esports course and esports team. To analyse the data collected all answers will be submitted into a Google Forms document where the answers will be evaluated. The practicality of this evaluation to be conducted via Google Forms is the ability this system must create graphs and charts from specific data and trends within the collected data. Google form is an appropriate tool to use to analyse the data as it constructs a visual representation of the data and offers a breakdown of each question and the answers which can be viewed easily. 

There were ethical issues that needed to be considered before any research could begin including each college being made aware that the lecturers and institutions' names would be kept anonymous throughout the data collection and publication of the analysis. 

[bookmark: _Toc103023432][bookmark: _Toc103274981]3.7 Ethical Considerations 

This undergraduate study has had ethical considerations (Appendix 6.1), specifically relating to the primary data that will be collected in the form of interviews. Before any information is collected, all adults over the age of eighteen will have to provide written consent to participate in the research study. The participants will also be informed that in the write up of the study all statistics and quotes used will be kept anonymous, giving the participant full confidentiality. 
 
[bookmark: _Toc103023433][bookmark: _Toc103274982]3.8 Limitations 

The core limitations of this research study involve the lack of academic research relating to the esports industry. This industry is developing in the United Kingdom, however, is yet to be fully investigated by academic literature. This has resulted in a bigger gap in the research than first predicted.   

Another limitation is the limited number of further educational institutes in the United Kingdom that offer the esports BTEC qualification. This study has combined institutes from Wales, England, and Scotland that have this qualification as part of the curriculum, which has led to a smaller sample size being collected. 

A pragmatic, inductive approach will be conducted with the use of primary, qualitative data. The collection of this data and a breakdown of results will be evaluated and analysed in 
Chapter 4 – Data Collection.  



[bookmark: _Toc103274983][bookmark: _Toc103023434]Chapter 4 – Conducted Research 

To collect the data required, a wide range of colleges that either currently delivers the esports BTEC course or host an esports team were contacted. Due to esports being a new concept in the United Kingdom, only fifteen colleges participated in the study. 

The interviews were conducted using a series of pre-determined questions that were asked in structed format with the same order being used each time (Appendix 6.2). This method is known as structured interviews. This interviewing technique is being used to ensure that there is continuity in the research which will allow themes and trends to be identified. To analyse these trends Google Forms will be used. Google Forms allows the questions to be viewed individually with the corresponding responses. This analysis tool also constructs graphs and charts from the relevant data. Google forms has been used by academics to conduct research as Bethea-Hampton and others agreed that this analytics platform includes “helpful tools” (Beathea-Hampton et al, 2020 pp1657-1661), that provide new perspectives and insights into the understanding of the data collected. 

The questions asked in the interviews relate to one of the three objectives. This allowed the interview to stay structured and on topic. As part of this process, the responses have been entered into Google Forms for further analysis to be conducted. 

The overall aim of the research is to analyse how social media can impact esports course funding at the FE college level. This research topic has four objectives overall. However, objective four will be investigated in Chapter 5. Therefore, three objectives have been met during the data collection process. The objectives are:

· Objective one – To analyse how the esports course has grown and developed in general
· Objective two – To critically evaluate the role social media has played in the development of the esports course 
· Objective three – The impact social media has had on funding the esports course and esports team 

[bookmark: _Toc103023435][bookmark: _Toc103274984]4.1 Objective one

To understand how the esports course has grown and developed in general, all questions relating to this objective are centred around the esports BTEC FE college course and the college esports teams (Pearson BTEC Level 3 Esports). Out of the twenty-eight questions asked during each interview, questions one to five and question twenty-three are all dedicated to answering this objective. 

Out of the fifteen responses gathered during the interview process, fourteen colleges answered “yes” to teaching the esports BTEC course (Appendix 6.3). However, on further inspection, the Google forms analysis tool showed that Participant Thirteen does not currently teach the esports BTEC course but is implementing it in “September 2022” (Appendix 6.4). Therefore, all participants agreed that esports is a growing and developing industry. The idea of esports being a growing industry has been confirmed by academic Adams, Billing, and others as esport has continued to grow internationally and has been recognised as a “global phenomenon” (Adams, Billing, et al, 2019, pp 1). Other academic research in the literature review have referred to esport competitions gathering crowds like the “National Football League” (Kane and Spradley, 2011).

Participant Twelve also agreed that esports is a growing industry and stated that the esports BTEC course has given them the “chance to be part of a rapidly growing industry” (Appendix 6.5). Participant Fourteen added that esports is an “ever-growing industry” (Appendix 6.6). This was a common theme identified by Google forms with Participant Fifteen having confidence in the industry as there is “growth in the esports area” (Appendix 6.7). Academics are continuously agreeing that esports is a growing and developing industry with a lot of potential and must be taken more seriously (Hollist, 2015 pp1). 

Apart from esports being a growing and developing industry, it also allows for new skills to be learnt. Participant Two added the esports industry “supports new skills” (Appendix 6.8). This was another theme identified as Participant Four added, “learners can engage with topics such as business and marketing” (Appendix 6.9). Therefore, the esports BTEC course teaches valuable skills from other college courses which enhances the esports course. Academic Stomski in 2018 praised esports for its interchangeability with other industries like business, marketing, videography, and more. Academics believe that esports should become “integrated in the curriculum” (Lee, et al, 2020), due to endless industries that are involved in the development of the industry.  

Even though not all colleges teach the course, 100% of participants answered “yes” to having a college esports team (Appendix 6.10). Having an esports competitive team is an important aspect of the course. The FE college BTEC course includes modules which directly relate to an esports team, therefore, having the ability to write assignments around a college team that students know of enhances the course by allowing the students to have experience and relatable content to write about. As well as this student can develop new skills including, strategy in gameplay, marketing of an esports team and coaching techniques. Therefore, having an active esports team is an integral part of the FE BTEC esports course. Research has been conducted in Canada, which has surrounded the need for college esport to be taken seriously. As students that leave college with the BTEC esports qualification are more likely to have relevant experience in the industry (Kauweloa and Winter, 2019 pp 35-50). It is also recognised by all participants that the esport teams provide health and well-being opportunities for all learners involved (Monteiro et al, 2022 pp 1-22).

[bookmark: _Toc103023436][bookmark: _Toc103274985]4.2 Objective two

Objective two critically evaluates the role social media has in the development of the esports course. To conduct this analysis, questions six to fourteen, eighteen to twenty-two and questions twenty-six to twenty-seven are all about the impact social media has on the course and esports team. 

Social media tools are used to promote both the course and the teams.  Therefore, by using a range of social platforms colleges can reach the target audience. Out of the fifteen interviews conducted fourteen colleges have a social media presence. After analysing the trends within the use of social media it was discovered that Participant Eleven has only recently set up an esports team and is “focused on getting systems right, before pushing social media” (Appendix 6.11). Therefore, social media has been strongly considered by all colleges. Participant Four commented “It promotes the team and creates more connections for learners when going into the industry” (Appendix 6.12), this theme was similar throughout as Participant Two added social media “advertises the team’s success and continues its growth” (Appendix 6.13). Participant Thirteen also mentioned the community that social media builds by quoting it “builds relationships in the community” (Appendix 6.14) Which reinforces the point that students use social media and by following other teams a “community,” can be developed which strengthens the growth and development of social media and the esports industry.  Academics support the need for social media in esports as it can influence a wider fans base to support teams (Sjoblom, Hassen, et al, 2018, pp 160-167). 

To understand how social media is used an investigation was conducted into which social media platforms were most popular. Seven colleges use Twitter and Instagram, making these the most popular platforms used by the college institutions. Five colleges use YouTube whereas three colleges use TikTok, LinkedIn, and Facebook. One college uses Twitch (Appendix 6.15). A survey conducted by Statista in 2019 found that TikTok was one of the fastest growing platforms amongst young adults aged 15-25, while platforms like Facebook were experiencing less new users signing up to the platform.  

Analysing why these platforms are being used by these colleges is an important aspect of this research as it considers the different ways in which social media can be used. For example, some colleges recognised that it is used by the target audience as Participant Nine said “most current students of 16+ are using social media” (Appendix 6.16).  While Participant Eleven added, “These are the social media platforms with the maximum reach” (Appendix 6.17). Statistics gathered by Statista, 2019 discovered that 97% of social media users are aged between 17-20. Therefore, using these platforms to target to college students is expected. 
However, the other trend identified that these platforms are best used to promote esports as Participant Eight agreed “it gives us a wide area of showing the team off. Clips for YouTube and TikTok” (Appendix 6.18). While Participant Ten simply added its “best for gaming” (Appendix 6.19). As well as this, academic also believe that having the ability to watch experienced players in esport competitions helps to improve personal gameplay (Deral, 2022 pp 159-182). The more the esports team is followed, liked, and shared on social media the better exposure (Bajpai et al, 2012., pp214-223), it is for the college. The college esports teams are often named with either the college initials or the college name. This is a clever way to market the esports team as it incorporates the college branding which helps the identity of the esports team.  

Out of the fourteen live social media accounts seven post daily, six post weekly and one post monthly (Appendix 6.20). Out of the fifteen colleges interviewed thirteen replied “yes and one responded “no” to seeing a growth in following since the start of the social media accounts (Appendix 6.21). 

Posting consistently on social media can impact how effective the platform can be for a college. One interview respondent believes that because the content isn’t posted regularly enough it is negatively impacting the effectiveness of the social media platform. Academics agree that posting consistently on social media has positive affects (Akram and Kumar, 2017., pp 351-354). Participant Two quoted “not posting consistent enough” (Appendix 6.22), to have witnessed a growth in following since starting the social media accounts. 
However, the thirteen colleges that have sustained growth in following since starting the social media accounts all agreed it benefits current and potential students. As Participant Fifteen stated, “our main target audience is young people 16+, the more these individuals learn about the team, the more interested and awareness can be spread” (Appendix 6.23). Academics agree that the age in which individuals are being exposed to social media is decreasing each year (Auxier and Anderson, 2021., pp 1-4). 

The main college esports teams also tend to follow each other on social media as it creates a wider community for learners and lecturers. This concept was first adopted by small business owners as to support one another, this has evolved over time and has become an integral part of the esports college team’s social media platforms (Bandyopadhyay, 2016 pp 4). Participant Seven confirmed this by saying “other colleges are following our team” As well as this Participant Thirteen added that the growth of social media has created a “friendly esports community presence” 

When investigating the effect social media has had on the esports BTEC course, out of the fourteen colleges that have live social media accounts twelve answered “yes” to there being a benefit whereas two answered “no” (Appendix 6.24).  Those colleges that responded positively to this question also added that “there are units specifically based around social media and branding involved in the course.” This benefits students as learners can actively participate in competitions which will “become part of the syllabus” (Yuzyk and Seidner, 2022., pp 615-648). 

Social media supports the promotion of the esports course by raising awareness of the team. The more competitions a team enters and wins the larger the following becomes (Funk, Pizzo and Baker, 2018., pp 7-13). Current and potential students often use social media as a search engine and having a college social media platform that is not related strictly to academia becomes a unique selling point. 

[bookmark: _Toc103023437][bookmark: _Toc103274986]4.3 Objective three

Social media can also positively affect college esports teams by impacting the funding of the esports course and the esports team, which is why objective three is centred around funding and sponsorship. In the interview questions, sixteen to eighteen, twenty-four and twenty-five all related to funding and sponsorship. 

Currently, seven esports teams receive funding out of the fifteen interviews conducted. Sponsorship and funding are external sources for the esports course and team. Therefore, is a process that takes time to develop. However, out of the seven that receive sponsorship and funding, five esport college teams have received sponsorships and funding through social media platforms. Therefore, having a social media platform with a relatively large following that posts often will positively impact the esports course and team. Many major esports events are sponsored by well-known brands including “Red-Bull, Coca-Cola and Mercedes” (Singer and Chi, 2019), proving that funding and sponsorship are important to the esports industry. 

As well as having social media as a source to attract sponsorship and funding deals, many colleges have developed esports arenas to professionally host gaming competitions. Creating and building arenas to host esports competitions is on rise due to the popularity of the industry (Jenny, Seth et al, 2018 pp1). Out of the fifteen interviews conducted five answered “yes” to using these facilities other than for college purposes (Appendix 6.25). Participant Six stated that the esports facilities were used to host “boot camps and parties” (Appendix 6.26). Whereas Participant Ten allows the room to be booked by other courses that “need high spec PC’s” (Appendix 6.27). These types of facilities have become a necessary platform for colleges to invest in. Colleges that do not currently have esports facilities are either in the process of creating and installing or in the process of researching it. 

When asked if these colleges would recommend social media to promote and fund the esports course all responded “yes” (Appendix 6.28), as having an esports team opens opportunities like funding and sponsorship to become an option. Often this will lead to the team being sent the latest technology including keyboards and headsets. Large companies like Hyper-X, GT-Omega, Stone Computers, YoYo Tech, Corsair and Asus are just a few that have seen the opportunity to provide kits to colleges in return for positive social media postings. This free kit benefits the Colleges and in turn, provides financial efficiencies for college budgets.

After identifying the core themes and trends, a conclusion can be conducted as to whether the aim and objectives have been achieved. This final analysis will conclude on the research topic.  


[bookmark: _Toc103023438][bookmark: _Toc103274987]Chapter 5 - Conclusion

The conclusion chapter will base results on the research conducted from an inductive, pragmatic, primary, and qualitative approach (Miller, Chan and Farmer, 2018 pp 240-254). A judgement of the success of the research can be composed of the research question, aim and objectives. Along with considerations being constructed regarding the limitations of the research study, recommendations will also be comprised for future studies conducted in the esports industry. 

The overarching research question for this study is an analysis of social media and its impact on esports course funding at the FE college level. To answer the question posed an aim was set to analyse how social media can impact esports course funding at an FE college level. This aim was divided into four objectives, which become the focal point of the data collection chapter. These aims were: 

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 colleges on how to utilise social media to provide further funding for an esports team 
Each objective will be discussed and assessed to address the levels of achievements. Once the assessment of the objectives has been conducted, an overall impression can be formed to measure the performance of the aim. During this chapter limitations of the research and recommendations for future study will be established. Objective four will be discussed within this chapter only because this objective is to provide recommendations for the colleges on how to utilise social media to provide further funding for an esports team.

[bookmark: _Toc103023439][bookmark: _Toc103274988]5.1 Achievements of Aims and Objectives

This research study was constructed on a variety of literature being evaluated and the use of an inductive, pragmatic approach. To gain further knowledge in the study of social media and esports, fifteen colleges participated in an interview process which allowed vital questions to be answered. Every question followed a structed pattern (Wright, et al, 1989., pp191-199), asked during the interviews was related to one of the core three objectives. Objective four will be analysed during the summary of the research topic. 

These interviews offered insights into the functions and processes required when teaching the esports BTEC course as well as an understanding of why an esports team is an important aspect and enhances the course and learning experience. Having expert opinions on this topic has enriched this study by allowing knowledge to be addressed in ways which have not been considered before (Helmer, 1967., pp 2-5). 

Using these professional judgements, a conclusion can be summarised as to whether the objectives have been met with a clear understanding of how and why.
  
[bookmark: _Toc103023440][bookmark: _Toc103274989]5.1.1 To analyse how the esports course has grown and developed in general

The data collected during the interview process established that fourteen out of the fifteen colleges have implemented the FE BTEC esports course into the curriculum. After further analysis of the data, it was discovered that Participant Thirteen will be running the BTEC course in “September 2022.” This proves that esports is a growing and developing industry as in “2020, British esports teamed up with Pearson to develop the first BTEC qualification of its kind” (British Esports Association, 2022). Two years later, the esports BTEC course is well established across the United Kingdom, with new colleges implementing the esports BTEC course every term showing the growth and development in the industry (Block and Haack, 2021). 

Throughout the interview and data collection processes, the fifteen colleges all concluded that esports is a growing and developing industry as Participant Fifteen quoted that there is “growth in the esports industry.” The development of the esports BTEC course has also encouraged students to learn new skills in coaching an esports team and strategy in gameplay. While Participant four added that the BTEC esports course gives students the chance to engage with other subjects including “business and marketing.” Combining other subject topics into esports again shows the development opportunities within the esports industry (Lehnert, Walz et al, 2020 pp122-128).

Based on the interviews conducted and the answers discussed by the experts in this field a conclusion has been obtained that there are growth and development opportunities in a general sense in the esports industry.   

[bookmark: _Toc103023441][bookmark: _Toc103274990]5.1.2 To critically evaluate the role social media has played in the development of the esports course

Within the interviews, questions were also asked regarding the role social media has played a role in the development of the esports course. Social media has become a marketing platform for many industries (Saravanakumar, 2012 pp 4444-4451) including education and esports. Furthermore, being able to understand how this new industry is being marketed can positively impact future colleges that may want to offer the esports BTEC course. 

In the interviews conducted, a range of answers was given about how social media has impacted the development of the esports BTEC course. Many colleges believe the impact of social media has been positive as Participant Four quoted 

“esports is massively about networking and developing relationships between people. Twitter and other social media platforms are the main source of communication and having those networks will help the learners get roles within the industry.” 

Fourteen out of the fifteen interviews conducted have social media accounts for college run, esports teams. Based on this data analysis, conclusions could be established based on the most popular social media platforms, including Twitter and Instagram. Participant Eleven commented, “these social media platforms have the maximum reach.” Currently, seven colleges use Twitter and Instagram to promote esports teams and the college.

Social media has a specific target audience (Gharis et al, 2014 pp 1-11), which includes individuals aged sixteen and over which is also the core age demographic for students who will be thinking about college courses. Many college institutions are aware that social media platforms are being used by their target audience as Participant Nine added “most current students of 16+ are using social media platforms.”

Even though the social media platforms are being used to promote the esports team, colleges are witnessing a rise of learners interested in joining the esports BTEC college course. This is because twelve out of fifteen colleges have students aware of the esports social media pages before they start the course. Often potential students are made aware of the social media pages on open days, taster and transition days, and during the college interview process. However, Participant Eight added, “Our website provides links, but more can be done.” This suggests that social media is having a positive impact on the course overall, but it can be enhanced to have more engagement. 

From this analysis of research, it can be concluded that social media does play a role in the development of the esports course. However, colleges can do more regarding the reach of potential students (Martin, 2011 pp15-18). Furthermore, social media is a new concept in education and is a learning curve for many. Therefore, developing an understanding of how social media can improve the team and create content to have an established page with a large following (Casey and Worden, 2016, pp 1).  

[bookmark: _Toc103023442][bookmark: _Toc103274991]5.1.3 The impact social media has had on funding for the esports course and esports team

An important aspect of the esports course and esports team is funding and sponsorship. Seven out of the fifteen colleges interviewed currently receive funding or sponsorship from external sources. Analysis of how these colleges obtained funding and sponsorship deals became part of the interview questions where it was discovered that five out of the seven colleges received sponsorship through social media. Having sponsorship and funding allows colleges to secure new equipment donated by external technology companies. For example, some of the colleges that have acquired funding and sponsorship deals have had technology including headsets and keyboards donated to them. 

As well as having funding and sponsorship deals, five out of the fifteen interviewed have dedicated esports facilities. These facilities are often used as a method to enhance the funding of the esports course. This is because many colleges will let out their esports facilities for non-college related activities. Participant Six commented that their esports facilities are used for “boot camps and parties.” 

From this investigation, it has been concluded that social media has had an impact on the funding for the esports course and esports teams. As some colleges have used these social media platforms to network and communicate with funding opportunities.    

[bookmark: _Toc103023443][bookmark: _Toc103274992]5.1.4 Provide recommendations for the colleges on how to utilise social media to provide further funding for an esports team

To utilise social media to further fund an esports team, the introduction of new methods could be introduced. These methods could include the introduction of new social media platforms, including social media platforms designed for networking such as LinkedIn, paid social media adverts, the use of influencers and specific content (Davis et al., 2020 pp 103396). 

Social media is a new industry that is forming, which is causing new platforms to be created. Colleges need to be aware of the trends happening within social media as platforms like Facebook are seeing a decrease in users (Jung, 2018 pp 590-592), whereas new platforms such as TikTok are having an increase in users (Xu et al, 2019 pp 1). TikTok is a free video-sharing platform that allows individuals to voice opinions and create funny content within a three-minute timeframe (Support.TikTok, 2022). Furthermore, this platform could positively impact the esports industry as it would allow colleges to share short videos of gameplay showcasing their team skills. Ensuring that platforms like these are being used allows the core demographic to be targeted. 

In addition to this, lecturers and students should be encouraged to use platforms like LinkedIn. LinkedIn is a networking social media platform which allows individuals to connect with professionals in the desired field. By connecting and following these influential individuals’ students will be able to analyse how esports works as a career and the types of jobs available in this industry. This platform allows lecturers to connect with fellow professionals and companies for funding opportunities in addition to career prospects for their students. 

However, the content posted by the college is integral to the social media presence. Therefore, posting about the team every week should be a top priority for all college esports teams. The content posted on social media should include a schedule of matchdays and the fixtures, wins, losses and ties for these competitions.  Any new equipment in which should always be tagged by the sponsor with relevant hashtags. By dedicating a specific day in the week in which competitions take place, followers can become aware of the routine and will be able to follow the team and not miss out. Once a timetable has been established and hashtags are added to every post the social media following for the team should increase.   

Promoting the esports team via social media is the main reason to have these accounts. However, there is still a stigma around this new industry. Therefore, colleges should consider posting about job prospects that are available in the esports industry to educate potential students and parents about the wide range of job opportunities available. By posting about these careers, companies may be more likely to employ students who have relevant knowledge in this field of study. 

[bookmark: _Toc103023444][bookmark: _Toc103274993]5.1.5 To analyse how social media can impact esports funding at the FE college level

Social media has impacted the esports course funding at the FE college level. Out of the seven teams that currently receive funding, five had had contact through social media. 100% of participants answered “yes” to recommend social media to promote and fund the esports course because Participant Four quoted 

“there are so many benefits to social media as it develops players, creates networks, and allows students to see how to use social media correctly, it allows other learners to notice the team and want to get involved.” 

While Participant Seven added “social media will advertise the course to students and sponsors. Social media will grow the course and help get free or reduced merchandise from companies.” 

[bookmark: _Toc103023445][bookmark: _Toc103274994]5.2 Recommendations for Future Study 

[bookmark: _Toc103023446][bookmark: _Toc103274995]5.2.1 Limitations of the study 

Within the literature review, some limitations within this study were identified including a lack of academic research regarding the esports industry and esports in education. Due to esports being a new industry this was expected. However, esports has become established in counties including Korea, Poland, and America. Therefore, for this research study, academic literature conducted in the countries could be assessed and used. This was a limitation as this research study is based in the United Kingdom.

Another limitation that was identified in the literature review is that digital marketing and social media have been explored by academics. However, not within the educational sector. This was also a limitation for the esports industry due to esports being a new and developing industry. As well this, the esports BTEC course was launched in 2020 (British esports Association, 2022). To combat this limitation, interviews were conducted with questions referring to this course and how social media is used by FE colleges.   

Other limitations that were articulated throughout this study included the lack of understanding amongst parents which was identified during the collection of data for this study. It was identified that parents view this industry as “playing games.” However, Participant Five commented that “the nature of competitive esports allows for global interaction, due to its international reach.”  Many the United Kingdom-based college esports team follow and connect with global teams to create an international network. 

[bookmark: _Toc103023447][bookmark: _Toc103274996]5.2.2 Building on the findings 

The research study has three core segments including the esports industry, esports in FE college education and social media. The esports industry has an international “compound annual growth rate of 24.4% from 2020 to 2027” (Geyser, 2022). Therefore, conducting this research study in three to five years will have allowed the industry to become established in the United Kingdom. Many of the limitations that have affected this study have formed the lack of literature and research surrounding this study topic, for this reason re-evaluating this study in three to five years will allow for the limitations to be eliminated. 

When conducting this research in the future, the social media platforms will need to be re-determined. Social media is a relatively new concept. However, unlike esports, social media has been recognised in academic research. There are often trends in social media which lead to a change in popularity year-on-year. Therefore, the platforms that were popular during this study are likely not going to be popular in three to five years. By having awareness of these trends, further analysis can be conducted as to which platforms are best to promote the esports industry and the esports college teams. 

[bookmark: _Toc103023448][bookmark: _Toc103274997]5.2.3 Research Study in a new context

This research study could be conducted in a new context which would involve the study being investigated in another country where esports is already established. Esports has grown and developed in countries including America, Korea, and Poland. Analysing the esports industry and the methods used in which funding and sponsorship are received, could lead to new insights. As the United Kingdom are yet to fully develop this industry and is relying on external forces from social media platforms to fund the esports course and team. It would be interesting to evaluate the other methods used to fund and sponsor a college esports team. 

[bookmark: _Toc103023449][bookmark: _Toc103274998]5.2.4 Expanding on the theory and frameworks 

Throughout this study, many theories and frameworks have been addressed. However, due to the limitations of this study, many of the frameworks have not directly related to the esports industry, esports in education, or social media. Therefore, if this research was to be conducted in the future, stronger references should be made to these frameworks. The issue that this study has was it was researching a new industry that is yet to be investigated by academics. So, the frameworks that might be used in this study in the future have yet to be created. 
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6.2 Interview Questions in Google Forms
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6.3 “Does your college run an esports BTEC course” Pie Chart
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6.4 Response submitted into form
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6.5 Response submitted into form
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6.6 Response submitted into form
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6.7 Response submitted into form
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6.10 “Does your college have an esports team?” Pie Chart
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6.15 “What social media platforms do you use?” Bar Graph 
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6.16 Response submitted into form
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6.20 “How often do you post on social media?” Pie Chart 
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6.21 “have you seen a growth in social media since you first started using social media?” Pie Chart 
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6.24 “Do you feel social media has helped grow your esports course” Pie Chart 
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6.25 “have you seen a growth in social media since you first started using social media?” Pie Chart 
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whether these involve any ethical stipulations beyond those usualin the UK (provide details of any
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SECTION F: Scope of Research Activity

Willthe research act
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1| Use of a questionnaire or similar research instrument?

Use of interviews?

Use of focus groups?

Use of participant diaries?
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5| Use of video or audio recording?”

6| Use of computer-generated log fles?
7

0

9
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Participant observation without their knowledge?
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consent?
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'SECTION I: Feedback, Consent and Confidentiality

1

Foedback
What de-briefing and feedback will be provided to participants. how wil this be done and when?

1 will provide them with my interview notes for comments and accuracy. | will provide them with a
copy of my final paper.

Informed consent

Describe the arrangements to inform potential participants, before providing consent, of what s
involved in partcipating. Describe the arrangements for participants to provide full consent before.
data collection begins. If gaining consent in this way is inappropriate, explain how consent willbe.
obtained and recorded in accordance with prevailing data protection legislation

1 will ask the participants if they will allow me o interview them in advance and where possible send
them questions in advance. | will also ask permission to record interviews.

“Confidentiality  Anonymity
‘Set out how anonymity of participants and confidentialty will be ensured in any outputs. I
anonymity is not being offered, explain why this I the case.

1will not it any names where | have been requested notto.  will ask every College if | can provide
their College and their name in my paper. If they do not wish to be listed | will omit their details
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1| such as a name, an identification number, location dats, an online identifer or
o one or more factors specific o the physical, physiological, genetic, menta,
economic, cultural or social identity of that natural person. Any video or audio.
recordings of participants is considered to be personal data.

1 YES, provide a description of the data and explain why this data needs to be collected:

Does it involve special category data (as defined by the GDPR)?

YES

No

“Special category data” means sensiive personal data consisting of informalion as.

{0 the data subjocts'

(a) racial o ethnic orgi,

) poltical pinions,

(e roligious beliefs or other belies of a similar natur,

3| (&) membership of a trads union (within the moaning ofthe Trade Union and Labour
Rolations (Consolidation) Act 1992),

(6) hysical or montal health or concltion,

0 sexual e

(g) gonetic,

(n) biomettic data (as used for ID purposes).

collected:

I YES, provide a description of the special calegory data and expiain why Iis data needs (o be
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{collected data, drafts of the fhesis, or | VES | NO
materials for publication) be stored in any of the following ways?
5| Manual fies (Le. in paper form)? o | =
6| University computers? 0| ®
7 | Private company computers? o =
| Home or other personal computers? ® | O
9| Laplop computers/ CDs/ Portable disk-crives/ memory stcks? 0| ®
10 | “Cloud” storage or websites? 0| ®
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12 | confidentilty, including delails of backup procedures, password protection, encryption,
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Data Protection
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team?
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17 | Use of personal addresses, postcodes, faxes, emalls or elephone numbers? | & | ®
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I YES to any question, please provide fulldetals, explaining how this wil be conducted in
21 | accordance with the GDPR and Data Prolection Act (2018) (and any interational equivalents,
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“The only electronic transfer of data will be via emal. Any data transmitted wil be encrypted, but no
sensitive data will e gathered for this paper.
22 | List all who will have access to the data generated by the research actvty:

Leah Grifiths
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Tistwho will have conlrol of, and act as cuslodian(s) for, dala generaled by the research activiy:

2
Leah Grifiths
Give detalls of data storage arrangements, Indluding Securlly measures In place 10 protect the data
24 | where data will be stored, how long for, and in what form. Wil data be archived — i 50 how and f

not why not.

Data willbe stored on my home computer. None of the data is of a sensitive nature. My home
‘computer hard drive is encrypted.

2

Please indicate if your data wil be stored In the UWTSD Research Data Repository (see
hitps:/iresearchdata.uwisd.ac /). If so please explain. (Most relevant to academic staff)

2

“Confirm that you have read the UWTSD guidance on data management (see

hitps:/iwww.uwtsd.ac.ukdlibrary research-data-management) Mol

2

‘Confirm that you are aware tha you need to keep all data untll after your

research has completed or the end of your funding YEs | ®
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'SECTION K: Declaration

The information which | have provided s correct and complete (o the best of my knowledge. | have
attempted to identify any risks and issues related o the research activity and acknowiedge my
obligations and the rights of the participants.

In submiting this application | hereby confirm that | undertake to ensure that the above named
research activty will meet the University's Research Ethics and Integrity Code of Practice which s
published on the website: htps://uww.uwtsd.ac uidresearch/research-ethics!

Date:
1 | Signature of applicant: | L Giifiths
For STUDENT Submissions:
5 | Directorol Date:
Studies/Supervisor:
3 | signature:
For STAFF Submissions:
4| Academic Director/ Assistant Date:
Dean’
5 | Signature:

Checkiist: Please complete the checkist below to ensure that you have completed the form according to the
guidelines and attached any requied documentation:

@ | I have read the guidance notes supplied before completing the form.
@ | I have completed AL RELEVANT sectons of the form in fl.

| I confirm that the research activiy has received approval in princile

01 | 1have attached a copy of inalinterim approval from external organisaion (where appropriate)
| 1have attached a ull isk assessment (where appropriate) ONLY TICK IF YOU HAVE

ATTACHED A FULL RISK ASSESSMENT

@ | understand that it s my responsibilty to ensurs that the above named research activty will meet
the University's Research Ethics and Integrty Code of Practice.

| understand that before commencing data collection all documents aimed at respondents
& | (including information sheets, consent forms, questionnares, interview schedules etc.) must be
confirmed by the DoS/Supervisor, module tutor or Acadenic Director.

RESEARCH STUDENTS AND STAFF ONLY.
All communications relating to this application during its processing must be in writing and emaled to
paresearch@uwisd.ac.uk , with the fitle Ethical Approval’followed by your name..

You will be informed of the outcome of your claim by email; therefore it i important that you check your
University and personal email accounts regularly.

'STUDENTS ON UNDERGRADUATE OR TAUGHT MASTERS PROGRAMMES should submit this form
(and receive the outcome) via systems explained to you by the supervisor/module leader.
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An analysis of how social media can impact
esports course funding at FE college level.

Form description

College or School name

Short answer text

Does your college run the esports BTEC course?

Yes

No

Why have or haven't you decided to run the esports course?

Long answer text

Does your college have an esports team?
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Does your college have an esports team?

Yes

No

What s the name of your esports team?

Short answer text

Why have you decided to host an esports team?

Long answer text

Does your esports team have a social media presence?

Yes

No
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Why do or don't you use social media?

Long answer text

Do you think you benefit from using social media?

Long answer text

What social media platforms do you use?
Twitter
Instagram
YouTube
TikTok
LinkedIn
Facebook

Other.
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Why do you use these platforms?

Long answer text

How often do you post on social media?

Daily
Weekly
Monthly

Never

Have you seen a growth in following since you first started using social media?

Yes

No

Why do you think this is?

Long answer text
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Why do or don't you use social media?

Long answer text

Do you think you benefit from using social media?

Long answer text

What social media platforms do you use?
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Instagram
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Other.
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Why do you use these platforms?

Long answer text

How often do you post on social media?

Daily
Weekly
Monthly

Never

Have you seen a growth in following since you first started using social media?

Yes

No

Why do you think this is?

Long answer text
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In your opinion has the esports BTEC course benefited from using social media?

Long answer text

Does your esports teams have any funding or sponsorship?

Yes

No

Are you willing to provide any information on who the sponsors are and what they provide? (You do
not need to add values and numbers)

Long answer text

Did you get any of your sponsors through using social media?

Yes

No
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Do you feel social media has helped grow your esports course?

Yes

No

Why do you think social media has helped grow your esports course?

Long answer text

Are students aware of the esports social media pages before they start the course?

Yes

No

If yes, how are they aware?

Long answer text
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In your opinion has the esports BTEC course benefited from using social media?

Long answer text

Does your esports teams have any funding or sponsorship?
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Do you feel social media has helped grow your esports course?

Yes

No

Why do you think social media has helped grow your esports course?

Long answer text

Are students aware of the esports social media pages before they start the course?

Yes

No

If yes, how are they aware?

Long answer text
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Would you like more students to be aware of the social media pages used to promote the esports
team?

Yes

No

Does your esports team actively compete in competitions?

Yes

No

Are your facilties used other than for college purposes?

Yes

No

If yes, in what other capacity?

Long answer text
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Would you recommend colleges use social media to promote and fund their esports course?

Yes

No

Please elaborate on why you would recommend all colleges use social media to promote and fund
the esports course?

Long answer text
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Would you like more students to be aware of the social media pages used to promote the esports
team?

Yes

No

Does your esports team actively compete in competitions?

Yes

No

Are your facilties used other than for college purposes?

Yes

No

If yes, in what other capacity?

Long answer text
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Would you recommend colleges use social media to promote and fund their esports course?

Yes

No

Please elaborate on why you would recommend all colleges use social media to promote and fund
the esports course?

Long answer text




image39.png
Does your college run the esports BTEC course? D copy

15 responses

®ves
®no
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Starting September 2022

Response 13
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Chance to be part of a rapidly growing esports industry

Response 12
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Newish and ever-growing industry!

Response 14
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Growth in the area, already have an esports provision so the course is a natural progression

1response

Response 15
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It's a new area of growth and supports new skills and development of students into an industry with a wide skill
set.

1response

Response 2
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The course is good marketing and fits the 2030 vision for development of the college courses. It's a good way to
get leamers engaged with topics such as business and marketing.

1response

Response 4
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Does your college have an esports team?

15 responses

@ Yes
@ No

\D Copy
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As we are new into the esports area we focused on getting the systems right before pushing social media
aspects

1response

Response 11
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Promotes the team and creates more connections for learners when going moving in to the industry.

1response

Response 4
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To advertise the teams success and continue its growth to further develop the scene.

1response

Response 2
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To promote the Level 3 course at the college - build relationships in the community

Response 13
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What social media platforms do you use?

15 responses

Titer
Instagram
YouTube
TTok
Linkedin
Facebook
Hover
Twich
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Most current students of 16+ are using these.

Response 9
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These are the normal social media platforms with the maximum reach

1response

Response 11
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It gives us a wide area of showing the team off. Clips for YouTube an Tik Tok, general posts on Twitter and
Instagram gives us a wide audience.

1response

Response 8
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Best for gaming

Response 10
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How often do you post on social media?

15 responses

® Daiy
® Weekly
® onthly
@ Never

\D Copy
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Have you seen a growth in following since you first started using social media? 10 copy

15 responses

®ves
®no
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Not consistent enough.

Response 2
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Our main target audience is young people 16+, the more they learn about our team, the more they're interested
and spread the awareness of Crosshairs as a grassroots project.

1response

Response 15
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Do you feel social media has helped grow your esports course? 10 copy

15 responses

®ves
®no
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Are your facilities used other than for college purposes? 10 copy

15 responses

®ves
®no
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