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Research Abstract 

This project investigates online videogame fandom and commercial 
practices within these fandoms and their benefit to videogame design. The 
main objective of the study is to map the links between videogames secondary 
fandom and the value flow between their fan works and the original videogame 
developer. Further aims are to find the ways in which these links can help 
improve game design, and finally to see if there are differences between 
secondary fandom cultural and economic value creation on various platforms.   
The Primary research question is;   
What is the relationship between videogame design and value creation of 
secondary fandom?   
With the following sub-questions   
How can this framework help videogame designers cherish these fan 
contributions to improve their design?   
What are the effects of secondary fandom value flow on their respective 
fandoms?   

Research Methodology:  

The research is a multi-faceted approach of qualitative inquiry 
supplemented with an analysis of existing statistical data, including 
multiple case studies of individual fandoms and their value flow (Ouden 
2012). In researching the fan communities alongside the videogame 
developers, I will be able to complete a stakeholder analysis (Mitroff 1983, 
Brugha 2000) of this value creating process. Within each case study, I will 
engage in qualitative research in the form of in-depth interviews of fan 
content creators to gather their insights on value creation aspects of 
fandoms. I will engage in virtual ethnography (Hine, 2000, Pink, Horst et 
al, 2016) in order to experience these fan works from within the 
community. The results are analyzed parallel to quantitative economic 
research of the videogame industry that looks at the flow of money 
between companies and fans.  

Results / outcomes: 

1. A link between monetized fan labour and effect on parent companies.

2. Framework to help game designers cherish fan contributions.

3. Map of player-developer ecosystem to benefit efficient community

management.
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