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Casual research may be defined as conclusive research that aims to obtain evidence concerning the effect and causal relationships. Casual research is meant to predict what would be the impact on a specific cause. For instance, in our study case, casual research may be used by the researchers of the conundrum escape room to answer ''what if'' questions. In other words, if the firm decides to change their gaming style or maybe add a little bit of horror in their games, what will be the effect on the customers? Will this retain the loyal customers and bring in new clients, or will the change impact the business negatively and will, in turn, lose their market shares? In this way, the casual research helps make sure ConFundrum increases its market shares and stays a step ahead of its competitors. Casual research may also play an important role in identifying peoples' actual perceptions of escape rooms. With this information, ConFundrum can confidently decide whether the posted information on their website is enough to change these perceptions and prove that escape rooms aren't just about horrors or need to do a little bit more.
Based on the speaker, ConFundrum conducted a market analysis that proved to be quite beneficial. Through this research, the company realized its potential competitors, which according to the speaker, are like rodeos, which is just among the few other sports that act as deterrents to the company as the firm is situated in an area where the large population loves sports. After identifying their competitors, the company was able to come up with a way to ensure that people visit their gaming house. The speaker claims that they focused on their extended hours as they are open from 10 a.m. to 10 p.m., giving residents a chance to visit sports fields or the rodeos in the evening and come to them in the morning. The research also identified people's perception of an escape room as a disadvantage to the firm. In turn, the company gives people a description of what to expect in their games to get rid of such fears.
