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ABSTRACT
“DEMOCRACY” IN A VIRTUAL WORLD:
EVE ONLINE’S COUNCIL OF STELLAR MANAGEMENT AND THEPOWER OF
INFLUENCE
by

Jessica Ireland

The University of Wisconsin — Milwaukee, 2013
Under the Supervision of Professor Thomas M. Malaby

Interest in virtual worlds has grown within acadarand popular culture. Virtual
worlds are persistent, technologically-mediatedjaspaces. Academic literature
focuses on issues such as identity, sociality, @eacs, and governance. However
studies of governance focus on internal or extem@des of control; less attention has
been paid to institutions of governance that ogenathin both the virtual and real
worlds.

In EVE Online, the Council of Stellar Manageme&dS\M) represents a joint
venture between developers and users to shapé¢etiah of EVE’s virtual society. As
a group of elected representatives, the CSM reptesecietal interests to the game’s
developer, Crowd Control Productions (CCP). TIsMCstructures the relationship
between CCP and the player base, and shapes hsavittstitutions manage the
development process. At the same time, culturalpaitical conventions of EVE'’s
players at times work against these structuresGi3 &hd the CSM seek to attend to their

own interests.



In this thesis, | examine the intersection of udf power, and governance, and
illustrate the consequences these negotiationswéphave for the inhabitants of EVE
Online. Thehistorical circumstances that led to the CSM'’s ttosashape its reception
among the communityAs a model of governance, the CSM was designed as a
deliberative democracy to generate community cansenThis feedback is channeled to
developers through elected representatives. Hawthase channels of information
hindered discussions necessary for true democragyamine how power is generated,
leveraged, and mediated by the two cultures in wthe CSM is embedded: EVE and
Icelandic cultures. | also illustrate the authpand legitimacy of the CSM from the
standpoint of its constituents. The CSM is una&dtwithin the same cultural
frameworks as in-game power structures.

Primary research was carried out during a oneyeaod in 2012. During this
time, | joined SKULL SQUADRON, a large corporatiath a neutral diplomatic
mission. Snowball sampling was used to find infants. Three main methods were
used to interview participants: face-to-face iniews, text-based interviews through
EVE’s communication channels, and voice intervieasducted over Skype, an internet-

based communications program.
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Perception is reality, and if a substantial parbwf community feels like
we are biased, whether it is true or not, it i€ ttmthem. EVE Online is
not a computer game. It is an emerging nation vemtiave to address it
like a nation being accused of corruption... A goveent can't just keep
saying, “We are not corrupt.” No one will belietem. Instead you have
to create transparency and robust institutionscaedsight in order to
maintain the confidence of the population.

CEO Hilmar Veigar Pétursson



Preface: Regarding Anonymity in Virtual Worlds

Conducting research in virtual communities presantique challenges to the
researcher. In traditional ethnographic field siggonymity is guaranteed to the subject
either by the conferring of a pseudonym or by “lngyindividual identities in
description of abstract role$."Within virtual worlds, anonymity can sometimes
guaranteed by the format; avatars are not necbsbaked to personal real world
information, and character names can easily beeattdar research purposes on any
number of game servefs.

In that regard, ensuring anonymity in the curieméstigation proves somewhat
of a challenge. Unlike many virtual worlds, EVEI@e exists on one single shard
server. This means that all characters exist wiine same persistent virtual space. And
as some of the players, institutions, and corpanati encountered are well-known, a
basic description or pseudonym would not confersdrae degree of anonymity had |
chosen a different site for fieldwork.

To compound the problem, the Council of Stellansigement—the governing
body whose activities make up the bulk of my inigggton—is the only institution of its
kind within EVE. Players are elected by populatevio serve on the CSM, and thus are
known to many of EVE’s player base. As part ofrtdaties, representatives meet with
EVE’s game developers at Crowd Control Productiaasporate headquarters in
Reykjavik, Iceland. However since CCP could not guarantee the CSk¥sqmall

information would remain private during travel, repentatives are required to release

! (Gusterson 1996:xvii)

2 (Boellstorff et al. 2012)

3 Initially summits with CCP were held once per signth term. This was raised to two summits whertéha limits
were extended from six months to one year.



their real life information to the community as fpafr the election process. This is
considered part of their role as elected repretigata Similarly, academic research
convention often makes exceptions for data gathefrezh politicians are carrying out the
duties of their public office.

The challenge, then, is to find a way to confensalegree of anonymity to small
number of subjects that are disproportionately \detwn within a large virtual world,
where public and private information are alreadgiitwined. To address this difficulty,
most of the subjects interviewed are referred ttsasrce,” or “informant,” or more
generally “a CSM.” This should not be seen agsmisiishing between current or past
members of the council. |1 do not make any atteimpbhake any detailed descriptions of
their exploits or corporate history within EVE. 8re have been cases where real life
player information has been dragged through intemnal media when EVE news
happens, and this vagueness is a deliberate atteshfu replicate those incidents.

Like other EVE players, some CSMs give interviewth gaming media,
maintain active blogs about their political actyietc. In these cases, the name attached
to the source is used. This may be the in-gammeabdife name of the individual. | have
made no attempt to link real life and virtual idaaes, even if both are known to the EVE
community.

Traditional pseudonyms have been kept to a minipreither of in-game
corporations or of players themselves. When andgyrannot be guaranteed, the virtual
name has been preferred over the real life namieer#\hoted, real life names have been
used with permission. To those players who | psaahithe ability to create their own

pseudonyms—PAX, Buffy Summers, Furious George,%ardtal Recall—I appreciate



your creativity, and | hope you will forgive the @sion to address these methodological

concerns.



Chapter I: Introduction

Introduction

“I have a final, somewhat unrelated question,Sked somewhat hesitantly.

“This actually comes by way of a friend...He wantekhow what the strength of the
EVE ISK was compared to the Icelandic kréna?”

It was early summer, and my fieldwork in EVE Oelinad just begun. | had been
playing for six weeks, which was barely enough timget my bearings. In lieu of a
learning curve, EVE is notorious for its “learnioliff” and | was feeling a bit out of my
depth? EVE Online is a massively multiplayer online gameMMO, in which
thousands of players share the same persistenaMivorld®> These virtual worlds
become the forum for large groups of players talealarge in-game challenges or
simply act as a social space. This particulausirtvorld is set in New Eden, a large
universe in deep space, inhabited by several i@aesmortal humans.

My first interview was a group interview with seakgame developers employed
by the company Crowd Control Productions, or CCRictvdevelopers and publishes
EVE Online® CCP is located in Iceland, which is five hounéi difference from where |
live in the United States. As far as interviews tad¢king with game developers before |
had a chance to grow accustomed to the worldifeitas to EVE’s harsh learning curve

itself; however with so much to learn in game, Il e considered a new player for at

4 (Space Junkie 2011)

5 | have attempted to define game-related termsimvitte main text itself. However, a glossary iclimled as a
reference for the sake of convenience.

5 The commonly used acronym CCP is evocative of COAR03 Coperckux Coupanmicriyeckux PecnyGuk.
CCCP is translated into English as USSR, the Unfddoviet Socialist Republics. Such parallelsiateresting given
the more authoritarian structures of governancetthee developed in EVE, which allows one to wortd®xr much
“crowd control” that CCP can claim over its users.



least the next year, if not longer. In fieldwoals, in EVE itself, you simply jump in and
hope for the best.

To prepare for the interview, | sat researchingprgpared questions at my friend
Alexei's apartment as we watched the European Claarspip football matches on
television’ The intermittent conversation meandered througgrmational affairs,
mirroring the international sporting event. Thandntioned my upcoming interview
with Icelandic developers.

“You should ask them about the ISK,” Alexei sautidg a commercial break.

“What do you mean?” | asked. EVE’s virtual cuncyg is called the ISK or
interstellar kredit.

“The Icelandic kréna. | heard a news story lashth that they’re thinking about
adopting the euro as their national currency,” xyg@aned. Over the past few years
Iceland has witnessed the collapse of its econtopypling their government in the
process. This has led some to speculate on whietland with its 321,857 citizens is
large enough to support its own curreficy.

“So... Their national currency is the Icelandic kador ISK, and EVE’s virtual
currency is the interstellar kredit, or ISK?” | ask the football match in the background
momentarily forgotten.

“I wonder how one ISK compares to the other.”

For a brief split second after | asked the develspny question, there was

silence. Then the Skype channel filled with he&tighter. Skype is an internet

" In keeping with the international nature of thissis, preference is shown for international spgdliand conventions
when possible. In this case, | refer to Europegie-$ootball or American soccer.

8 (Statistics Iceland 2013). See (Planet Money 2@drthe referenced discussion on Iceland’s péssiioption of
the Euro. At the time of this writing, Icelandlistises the kréna as its national currency.



application that allows users to communicate owécey video, or text-based chat.
Skype allowed me to connect with many internationfdrmants, such as developers in
Iceland. “The basic answer to that is actuallgther scary one,” described one
developer. “Due to the currency controls thatiarkeeland today, one cannot really talk
about the value of Icelandic kronur because ietdy theSedlabanki.” Sedlabanki
islands is Iceland’s central bank, which steppetifix the value of th&réna during
Iceland’s economic crisis. “It is a made-up vallkis not a real value.” We talked for a
few minutes about the fluctuations of the Icelaridiina compared to the stability of the
interstellar kredit. The virtual ISK can be givaewalue relative to the PLEX, or Pilot
License Extension, a virtual item that can be useatld 30 days of game time to a
player's account. A PLEX can be purchased witthweald money and traded on EVE’s
auction house; the ability to move between virtuatencies and real currencies allows
comparison to be made about the relative strenigneadifferent ISKs.

“So you can at least state that the interstelledik, the ISK in Eve, is more stable
than the Icelandic kréna, the other ISK,” the depel described.

“That is a scary answer,” | said. We laughed thredother developer agreed.

“If it continues like this, there will be a poimt the future where the ISK in-game
will be more valuable than the Icelandic krona, that problem there is thab¢dlabanki
Islands isJputting these restrictions on exactly to avoidHar devaluation of the
currency.”

| paused for a moment to consider the relationbbipveen the two worlds.

While there is no separation between the virtudl @al worlds, virtual worlds are not

often considered in terms of the real world culsuresponsible for their creation. Being



so new to EVE myself, | was unsure where otherljgseébetween Icelandic culture and
EVE’s culture might exist. “In the discovering ttliae in-game ISK is similarly named
to the Iceland’s currency, are there other crossovetween the Icelandic culture and
Eve’s culture that someone who is American andfessliar with your culture might
not pick up on?”

“You are asking if there are similarities betweka worlds, where there is
darkness, danger, a lack of humbleness? Whereithefe

“An eye for an eye!” added the other developer.

“Yes, an eye for an eye method of judgment. Wheeeetis a sense of
democracy, a thriving economy that yet is isoldigdself? | hardly see any correlation
at all.”

The developers laughed. “But on answering thistioe realistically, there is a

lot of commonality between the Eve universe as &nd the history of Iceland.”

Located about 45 km east of Reykjavik lies pPinigvet “Parliament Plains.”
Part of the North Atlantic Rift system, Pingvelkra combination of rugged canyons,
waterfalls, geysers, and pasture lahdRemnants of earlier structures are scattered
among the landscape, giving it an almost nostdéggtfor earlier, simpler times. For
Icelanders, Pingvellir is an important source dfwal and historical pride; it is the
birthplace of the Alping, the world’s oldest panfiant. The vestige of an earlier
Germanic tradition, alpings were used by the eddyse settlers to Iceland to resolve

local disputes? Free men with perhaps some “minimal social statusild gather to

® (Thingvellier National Park n.d.a)
19 (Karlsson 2000; Tomasson 1980)



debate public affairs: These matters were then referred to godar, ktaftains that
undertook the administration of public affaifs.

While the godar may have played a religious rolevel, the authority that rested
in this office was based on a godar’s “personahauitty” and his ability to provide his
subjects a “just and effective” rutd. As Iceland’s small founding population grew, so
did the need for a common set of laws to govermth@/ithout an agreed upon
framework, there were no incentives for godar freerghboring districts to work
together to settle disputes. Sent to Norway tdystbeir law and culture, a man named
Ulflj6t proposed a national Alping to help instiéua framework of governance for
Iceland™* It was this Alping that brought together dispartzctions within the country
to found the Commonwealth of Iceland in 930.

Driven by a need for autonomy, personal freedard,equality, Iceland’s
Commonwealth was characterized by the lack of &akzed executive powéef. And
while, as Karlsson argues, the founding of the #dpivas not founded “by or for a
nation"—there is not necessarily evidence to asdtite title of nation to Iceland’s
population that early in its history—the foundinigtloe Alping is wrapped up in the
mythology that has come to describe the foundingnaff nation” More likely, the
Alping brought together a community that, for tistftime, began a conversation of
what was desired for the newly settled land onteonal scale. It was a place set aside

for Icelanders to decide what it meant to be log¢as, and created a strong sense of

11 (Karlsson 2000:21)

12 (Karlsson 2000:19; Magniisson 1984)
13 (Magnusson 1984:12)

14 (Magnusson 1984)

15 (Magnuisson 1984; Hastrup 1998)

16 (Hastrup 1998; Karlsson 2000)

17 (Karlsson 2000:21)



ethnic identity'® The Alping has come to be seen as an integrabpane mythology
about the birth of Iceland as a nation and whiataains to be Icelandic, and that history is
embedded within the beauty of bingveltfir.

While Icelanders are rightly proud of their conti@t with the earliest forms of
representative governance, the Alping is not tHg way Icelanders have explored new
forms of governance. In June 2008, nine represeasafrom EVE Online flew to
Reykjavik, Iceland for a different kind of Alping:face-to-face summit with game
developers at the company headquarters of Crowdr@d?roductions, or CCP.

Dubbed the Council of Stellar Management, or CSlek;ted representatives brought
player concerns directly to game creators in aumigxperiment in the governance of
virtual worlds. There developers and players walche together to decide on the best
course of action for EVE’s online society for thexhfew months.

Emphasizing Iceland’s role in the birthplace of flewns of democracy, CCP
took the newly elected council to bingvellir to enscore the importance of this
experiment. As CCP economist Eyjolfur Gudmundssoald charge the council:

You will start to function as the chieftains in leed in the old
days. You will convey the message to Alping, whichasically
when you meet us down at CCP, and you will telvbat needs to be

done. You are taking the first step. You arefits¢ Quarter of the
online environment. You are the first chieftairfiste Internet*

18 (Karlsson 2000; Anderson 2006). Anderson arghasthe advent of print media and newspaper digidh helped
to facilitated discussion of what it meant to berteh and a French nation during the French RewwlutThis created
community and a sense of national identity betw@grens that would never meet. Similarly, the iApbrought
together all free men of Iceland. This facilitatetbrum for a public discussion of what it meanbe Icelandic and
how Icelanders should behave. Perhaps the focusdondual agency in Iceland’s law—as opposeditdifig a new
top-down method of government in France—is whyKadsson argues, the Alping generated a stronge@itiantity
and not a sense of nationalism (2000:199).

19 (Hastrup 1998:32; Thingvellier National Park n)d.b

20 (schiesel 2008)

21 (van Nes & Wolting 2009). The judiciary branchtioé Alping was composed of Quarters. The country divided
into four Quarters, roughly corresponding to thedel directions: West, North, East, and Southenbers of these
courts were nominated by the godar, which compribedegislative branch. Spring assemblies weré imeéach
Quarter to decide local issues. Issues that wedecided were left to the Fifth Court, held attia¢ional Alping. See
(Karlsson 2000:20-27).
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Recorded on film by a documentary film crew, thiéedence between the new forms of
governance and the old are plain to see. Techysgamwers in t-shirts and sunglasses
stand in stark contrast to the rugged Icelandiddaape. The mixture of excitement and
skepticism of the new “chieftains of the Internistplain to see, and is understandable
within its cultural context? EVE Online shares much in common culturally viftht of
Iceland’s early history. Though decisions were enatthe Alping, there was no
centralized state to enforce decisions; while unidempurview of regional chieftains, the
ultimate resolution of conflicts was up to the widual. Sanctioned vengeance was far
more common than arbitration or formal adjudicafidrSimilarly, the CSM was forged
from a period of intense unrest within the EVE commity, and held only the capacity to
advise CCP on widespread player concerns. Whiteodeatic in its elections, what the
CSM lacked was the agency to enforce the will®tinstituents. Both societies have
been described as societies of “ultimate individteddom, where even seats in
parliament were a marketable commodify.lh both historical Iceland and in EVE
Online, though the ultimate enforcement of the iswp to the individual, the understood
democratic principles became a necessary framethiatigoverned relationships
between those individuals.

For EVE Online, however, it is important to rententhat while the CSM may
operate on democratic principles, the organizatiomhich it is embedded is nat

democracy. As a business, CCP’s mission istodct and retain customers by

22 (van Nes & Wolting 2009)
2 (Durrenberger 1989)
24 (Karlsson 2000:27)
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providing top quality online entertainmert.” CCP can choose to take or leave the
CSM'’s suggestions and advice for business reasonsh-as difficulty in
implementation, limitations of the code, etc.—withexplanation to the citizens which
called for action on a given proposal. The abiiitydemocratic action on behalf of the
CSM is entirely dependent on CCP’s desire to impeleinits proposals.

As the CSM White Paper notes, as the entire vidoalety exists “within the
technical framework provided by CCP, it must hal® @volved in part because of
CCP.”® CCP governs the architectural and structural @pmapts that maintain the
complex sociotechnical framework necessary for BvXistence. However, CCP itself
is not a neutral institution. Its employees ewighin both CCP’s function as a business
and more generally within the real world locatibattbrings them together. In the real
world, CCP company headquarters are located in jgeiik Iceland?’ And while CCP
has offices in other areaswas founded in Iceland, and the decision-makioger has
historically been retained by Icelandic staff. Whot deterministic, this allows certain
cultural and historical influences to shape CCRsisions and thus has consequences for
the virtual citizens within its care.

The embedded nature of the CSM also works to inftaet from the other
direction as well. While the CSM is composed oftEMayers, the creation of the CSM
was not driven by the players. The CSM was noigdesl by players as an emergent
reflection of EVE’s culture; it was handed to ples/as a tool to redress growing player

concerns. The EVE community generally views demogwith a healthy dose of

25 (Crowd Control Productions 2011a)

% (Oskarsson 2008:6). The White Paper is the C3Miading document. However, it is not static ie #ense that it
is “finished.” Updates and changes to this docurhere been made to reflect the most current inddion, and a new
version was released in late March, 2013. See (Gsi@a 2013).

27 CCP has offices located in other areas, such lastat Shanghai, Berkshire, and Newcastle.
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skepticism. Most corporations, large groups oyefa that band together for a common
goal, are run as dictatorships, and democracylistbde an inefficient form of
governance in a world that demands decisions bemaigkly. And while developers
acknowledge this tension by letting the CSM’s etexs and processes run in as EVE-
like manner as possible—buying, selling, and scamgmbotes, for instance—many EVE
players first felt the CSM to be nothing but a peib} stunt that related little to actual life
in EVE.

This is not to suggest that the CSM has no function the contrary, | would
argue that it serves a very important functiontfase players who choose to take
advantage of it. But it is essential to keep imdnthat the CSM’s deeply embedded
nature affects its ability to represent the wisbiethe players of EVE. At different times,
these influences either prohibit or facilitate @8M'’s ability to develop practices of
governance and push for meaningful political chanbeis is not to propose that a
multiplicity of contexts, subjectivities, or readis fragment the democratic process.
Rather it is the purpose of this thesis to exartiieevays in which different structural,
cultural, and historical influences shape and aamspolitical action within EVE

Online?®

28 Another possible factor that is not considerecligthe international makeup of the CSM itselfecked
representatives have come from many countries, eémaich are non-Western and are historically-aletinocratic.
However, | felt analyzing the specific makeup af BSM’s elected representatives and comparingtitagrocesses
of the CSM over time would infringe on the confitiatity | promised my subjects. | could not detereneach
individual’s attitudes toward their country’s pail structure without extensive interviewing. &rthe subject pool is
so small, a pseudonym could not offer anonymity miember was the only one elected from a particaekrworld
country. As CSM members are required to give tlegjal names to the EVE community as part of teeti&n
process, it is not possible to foresee all possiblesequences of having players detail their digittoward their real
life governments.
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Governance in Virtual Worlds

Academic interest in the governance of virtual ld®has grown along with the
interest in virtual worlds more generally. HoweWas literature mainly focuses on
modes of governance that are primarily internabdernal in nature. Internal
governance structures would be those that arisnarglly within the game world, such
as guilds or clans, which serve to moderate in-#vooncerns. External concerns would
be reflected in literature that focuses on the etdbd nature of virtual worlds:
architectural methods of governance like architettcode or the relationship between
developers and the worlds they create. This lgdsairows from Burke’s examination
of MMOs as sites of sovereigntyWithin these virtual spaces, the “ground upon Whic
governance acts” can be located in one of thregeplawith developers, within player-
formed organizations, or as an artifact createtiiwithe world itself® Both heuristics
focus on the source from which governance arist®ereas a constraint imposed from
without or an emergent institution that is formeahfi within. Less attention has been
paid to institutions of governance that operatén lvathin the virtual community and the
real world. This is, in part, due to the raritytbis strategy of governance within virtual
worlds. While there are other examples of suchridylorms of governance, EVE Online

is the first to attempt it in a large, graphicalgndered world?

2 (Burke 2004)

30 (Burke 2004:2)

31 while EVE Online is not the only game that hasmited this model, there are few examples to folltWost
notable are LambdaMOO and A Tale in the Desert. Ov&Bands for “MUD object-oriented,” and MUD starids
“multi-user dungeon” or “multi-user domain.” These text-based environments which provide persistetual
worlds in which players can interact. In MUDs, fbeus is entirely text-based, and players resgoruhallenges that
have been built into the system. In MOOs, plageeste persistent in-game objects as a way ohgettieir own
challenges and shaping the world to their likiMghile A Tale in the Desert is graphically renderiéderves a smaller
population and does not aspire to the same levé¢ @il as EVE. In smaller or text-based gameanghs can often be
made to a game’s architecture in response to pigmands with a reasonable amount of developmeatirees. In a
fully-rendered game such as EVE, changes can equinths of lead time for multiple departmentsdcoanmodate
such changes. See (Dibbell 1993 & 1999; Mnookinl2@enender 2005).
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The relationship between the designers of vinu@lds and those that inhabit
them has attracted the most scholarly attentiomil&¥he concerns are mainly structural
in nature, questions about the nature of governearuge from what it means to be a
virtual citizen, the obligations of designers tod/énose that inhabit their worlds, and the
separation between real and virtual life. And elsibme ask if “best practices” of good
virtual worlds would not already closely resemlble tbest practices” of good
governance, the comparison between real world govents and developers of virtual
worlds is an important consideratitn.

In his book Code: Version 2.0essig examines the different constraints that

regulate individual behavior in online environmentise market, cultural norms, laws,
and technological architectuf®.While the interplay between these forces worletbgr

to shape behavior into predictable and manageablerps, the architectural constraint of
software code is of primary concern. As a mearshépe behavior, code becomes a
source of concern due to its ability to embed paldir values by what it permits or
discourages within the spaces it creates. Moredlerability for real world

governments to take advantage of these architécheans for control becomes for
Lessig a matter of deep concern.

These concerns become more pressing for citizenstoél societies. The
architecture can be structured to promote certairabiors within the virtual spaces it
creates. For example, Steinkuehler describes amgghe from Lineage in which there
was a:

...well-known tendency for player-killers (PKers)tang out in
newcomer (newbie) territories to prey on low-leglearacters who are

32 (Grimmelmann 2005:182)
33 (Lessig 2006:123)
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easily killed. The game rules and regulations aftbis sort of behavior
(without necessarily condoning it) because thereadly nothing to stop
high-level “red” folks (avatars with red names thegnify a high number
of previous player kills) from hanging out in easgas to repeatedly Kkill
weaker ones... So, there emerges a tension betwasnraon game
practice (PKers hunting newbies), afforded by thmg's own design
rules, and the game company and community’s needsifvival, which
include bringing new players into the gaffie.
Once the practice appeared, it would have beenteagyange the code to forbid such
activities by high level players. And while culiipractices arose to balance game
design, Nardi notes that a “world in which gankisgossible was precisely the world
intended by designers, and it was that world thepded into the rules® And while
ganking, or killing a player unfairly, is considdrpoor etiquette, the game world was
architected to allow players to make such moralads
While the structure of Lineage’s low-level areaswaechitected in a way to allow
players to determine their ultimate use, it is easyugh to imagine a similar situation in
which that choice is taken from the players. this capacity for control and regulation
of behavior that lead some argue to that the p@ivdevelopers is elevated above the
level of real world governments. Bartle argueg tha ability of designers to control the
game world even down to the physics of the vireralironment raises their power to
godhood statu¥ In addition to the ability to change the physiesidscape, Bartle
describes the sometimes “draconian” use of developarol that, had they been applied
to real world governments, would be widely critailzfor civil rights abuses: punishment

or exile without due process, property destructmivacy infringement. Further control

can be gained by the mere implication of develgusvers; as developers can see action

34 (Steinkeuhler 2006:201)
35 (Nardi 2010:71)
% (Bartle 2006:4)
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within their creation at any time, the possibilitiyobservation compels socially
acceptable socially acceptable behavior. Thismsistent with Foucault’s ideas about
institutions, where power relations are implicigéigforced through in-game structufés.

For Bartle, real qualitative differences exist bedw game designers as gods or
governments in that developers cannot be removebdayvirtual citizens and
developers cannot fully relinquish their pow&tsBy virtue of maintaining their creation,
the virtual world requires development companiesuport their continued existence, at
least if they want to continue to turn a profit.r@mt governments can be overthrown
through revolution, seized through military coupsonply voted out of office; the same
opportunity does not exist for game designers.

However, even pulling the plug on a virtual vdodioes not necessarily mean it
does not have continued existence. Virtual waaldssupported by third-party
applications, websites, blogs, etc. In the absehtiee world itself, the social structures
generated can persist, shift to new online envirems) et¢® EVE Online supports an
elaborate metagame, in whioht-of-game resources or information to affect amg
play. This involves the use of corporate espionagbotage, hacking of rival
corporations’ web sites, or deployment of effecfiwepaganda on the official forums. It
is not unheard of for EVE Online players to playyahe metagame, eschewing the
virtual world entirely; as one informant would telle, “The goal is to play the game
enough to where you don’t have to login anymor€tis generally supports Malaby’s
conclusion that if the ultimate expression of depel control can be attenuated in this

way, then “it is possible that this position of iied control is coming to be an undeniable

37 (Foucault 1995)
%8 (Bartle 2006)
3% (Malaby 2006a)
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feature of MMOGSs, who are under pressure to relsiggome controls (or sovereignty)
over their creations?

Traditionally, the sovereignty that was affordectayers through the code was
through in-game governance structures that allool@gers to govern their own affaifs.
These social structures have become standard ésattithe MMO genre, and have
“acquired standard capabilities and structufésfalone argues that guilds represent
powerful forms of social organization within virtugorlds*® Through the power that is
granted through the game architecture, playeraféoeded the ability to govern their
own affairs through hierarchical structures, formeaés of behavior; these structures are
legitimated and supported through social bondsdbliitvate group identity and guild-
specific economie&’ Additional forms of sovereignty can be ceded tddguin the form
of allowing guilds or clans to create or contra@itrown spaces. For instance, some
MMOs allow guilds to create or own their own guildlls, structures that may be used
for guild meetings, events, etc. These may beantyuild-owned or perhaps may be
instanced; this allows every guild a copy of themeapace, but does not fill the useable
space within the environment.

EVE Online goes one step further to allow corgoret to compete and control
territory within the virtual world. Corporationsealarge groups of players that band
together for a common goal, similar to guilds. ri@wations may decide to work
cooperatively and form an alliance, a collectivgamization of several member

corporations. Once a corporation has control gessgnty over a section of the galaxy,

40 (Malaby 2006a; Taylor 2006a)
41 (Burke 2004)

42 (Burke 2004)

43 (Malone 2007; Golub 2010)

44 (Malone 2007)
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they may set up infrastructure within the systemehsas outposts, star bases, research
laboratories, construction arrays, etc.—and recaivariety of in-game benefits for their
corporation. These confer such benefits as a meas$yrotection for corporate
structures, a reduction in fuel costs for star baste. Sovereignty can and frequently is
contested by rival corporations, as different aysteontain different resources within
them?®

Such spaces are, for all intents and purpose®ruwahtrol of the corporation that
claims sovereignty. Players are given the tooksstert their control of a given system
within the code of the virtual world, and soverdgigmechanics allow the “official
control of a system, as recognized by the EVE tli¢h Sovereignty mechanics are just
the structural way in which a corporation suppthescultural, political, and economic
ways to define a space as “theit5.Neither could CCP envision the variety of values
and governance systems that arose to protect speses, from the libertarian to the
communistic to self-proclaimed freedom fightersidated to “freedom from statist and
imperialist tyranny.*®

And while some of these ideologies are expliqidyt of in-game roleplaying, it
serves to highlight ways in which players makeudttspaces their owli. As developers
afford more control and ownership over game aregdayers, what goes on in those
spaces—the cultural ideologies used to justifysieure and possession of sovereign

space, the lengths players will go to retain tloatiol, etc.—become increasingly less

5 Changes in the ownership of sov space are moditayenany of the larger alliances. For curreniseignty maps
can be seen at http://eve.farlab.org/.

6 (EVE University 2011)

47 (Oskarsson 2008:6)

8 (EVElopedia 2009)

49 A kind of collective storytelling, roleplay in vith games allows concepts to structure in-gamerectifhese may
be individual or group backstories that determilaggr behavior. Instead of using the avatar aslysah extension of
self or a vehicle to navigate the environmentgeitdmes a character in the broader narratives teaokl through
game events, history, and lore.
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predictable. For example, one EVE event that lagsed into legend involves an alliance
going to extraordinary measures to destroy onbefitst Titan ships in the game. One
of EVE’s largest ships, Titans wield extraordingoxwer. According to legend, the
destruction of the first Titan was brought aboubtigh a coordinated real world and in-
game attack in which the power to the Titan ownkoase was cut. While there are
conflicting accounts of what actually happenedaose the destruction of the ship, the
tale of using real life measures to effect in-garin@nge continues. In some ways, the
actual truth value of the story is irrelevant. Wisaimportant for EVE is that the story is
told, and whoever frames the narrative of thatysten which on alliance seems to have
access to very powerful methods and one suffesstaagible losses—accrues the social
and cultural capital as a resdft. That sort of power is itself a very important wea in
EVE.
As Taylor suggests, once developers “put a produtcthere the players will do
with it what they will, often playing in ways desigrs never anticipated” Discussing
their experience with the avatar-mediated worlditd@bFarmer and Morningstar
describe:
It was clear that we were not in control. The moeeple we involved
with something, the less in control we were. Weldanfluence things,
we could set up interesting situations, we coutal/jgle opportunities for
things to happen, but we could not predict or déicthe outcomé?

While contingent events that may occur once a &inorld is populated may put off

some developers, the uncertain outcomes are pataif makes the EVE environment

unique. EVE Online is a sandbox universe, in whighbare minimum of in-game tools

50 (The Mittani 2009a; Lakoff and Johnson 1980; Mzlab06b)
51 (Taylor 2006b:136)
52 (Farmer and Morningstar 2006:742)
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is given to players, which are then in turn expeéd¢tecreate their own adventures. There
are no behavioral or cultural restrictions impobgdhe developers, and players are
frequently encouraged to see what new heightsdaeydrive EVE’s emergent story.

For example, one EVE event that occurred duringltiration of my fieldwork
involved a massive attack on EVE’s busiest tradeg ita. Jita is located in high
security space, which means it is neutral terrigugrded by the non-player character, or
NPC, police force known as CONCORD; this makesrélatively safe and prosperous
place to do busines¥. Several months of planning culminated in a wedkeng
blockade, and effective military strategies weredu® get around the NPC police. Ships
moving in or out of the area were quickly destrqyatl their weapons and materials
salvaged. Economic and material losses were sutatand war profiteering was
rampant while ships, weapons, minerals, etc. weppkaced. As developers, CCP could
have stepped in to prohibit what other games whalce labeled a planned weekend of
tyranny. However, as CCP senior producer Jon Liasald in an interview, “I tell you
what, it's going to be fucking brilliant* Not only were the developers ecstatic about
the player-driven event, they made improvemenisMg’s server to accommodate the
increased load, and analyze the technical effecttheé community afterward.

This simplified accounting of a complex politicayltural, and economic event
highlights the potential for emergent action tha$ become a source of pride for EVE'’s

developers and community. It is what sustainspufation of 500,000 subscriptions on

%3 Non-player characters (NPC) are virtual actorhiwigame that are controlled by server-side progrgmThese
may be friendly or hostile. CONCORD is the NPCigmforce that responds to non-sanctioned actg@rfession
within high security systems with deadly force.isTprovides consequences for criminal behaviorsp@ase time
depends on the relative security rating of theviidldial system. The wrath of CONCORD is referredo
“concordokken” or simply being “concorded.”

54 (Yin-Poole 2012)

%5 (CCP Explorer et al. 2012)
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EVE's single server, and developers do their leatrthitect the game to allow these
indeterminate outcomé8In this, we can see two different general modegovErnance
at work within EVE. We can see that the architeaditaode and the social norms that
arise within that code work together to shape @gtwithin the world; the code is
architected to promote player-driven behavior dvad &ttracts players that enjoy a more
direct hand in shaping the adventures within threeaniverse.

As Malaby argues, we must be ready to examine h@vgenerates important
effects, both through the artifactual nature ofrtbede and through the emergence of
shared conventions within and across their comrimsift’ This roughly corresponds to
Steinkuehler’s “mangle of play” and Taylor’'s sugg@s that players work within the
game framework to actively construct cultur®snVhile the architecture serves as the
primary method of regulation of behavior, it sert@engender the open-ended freedom
that EVE players enjoy and that becomes part ottiieiral logic that drives game play.

This turn toward game design to engender partigpatvithin an indeterminate
system is an important one; through the applicatigeffort and cultural capital,”
players are encouraged to work within a given sydter uncertain ends. Malaby
argues that this contrived indeterminacy is a $tofin the bureaucracies of high
modernity to ones that architect and cultivate spdor uncertain outcomes; the
important difference is the institutional need émfijage human imaginings of

160

possibility.

%6 (Drain 2013). However, the accuracy of this fegis somewhat uncertain. For many reasons—inaiyitiie fact
that abilities in EVE train in real time, one dirae, one character at a time—players often haveertian one
account. Thus the number is artificially inflateglan unknown percentage.

57 (Malaby 20064a)

%8 (Steinkuehler 2006; Taylor 2006b)

% (Malaby 2009:127)

80 (Malaby 2009:128)
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In the management of virtual worlds, however, thethe countervailing need to
know as much about your player base as possiligel® are consumers, and thus it
makes good business sense to know and meet the okgolur consumers. In discussing
the shift from sovereignty to governmentality thatompanied the rise of the modern
nation state, Boellstorff suggests that the funddaialifference is the movement from a
more implicit form of governance—mainly through Bwto a more complex approach
based on an “infinitely knowable and improvable plagion.”*

Both Boellstorff and Malaby studied Second Lifewhich Linden Lab was
broadly assumed to have complete control overdaton® As a way to encourage
player creativity, Linden Lab architected a space/hich the power of content creation
was given to players. As a means of good busimnesgets the need of Second Life
consumers to create and build their world. As amseof population management, it
highlights what is perhaps the only constant impen-ended world: players will
continually do what you least expect of them. Aalalby describes, virtual worlds
“balance the presence of both regularity and indgtecy.”?

In EVE Online, CCP takes this one step furthert didy is the space architected
to permit contingent events, but that code itsefamewhat open to negotiatiohhis is
one way of meeting Taylor’s challenge to affordyels some responsibility and power
in the governance and maintenance of their wiSrlBlayers approach CSM members

with their concerns and suggestions for the game GEM representatives in turn

present this feedback to CCP develop&#hile the CSM has no official capacity to

&1 (Boellstorff 2009:220)
62 (Boellstorff 2009:221)
53 (Malaby 2006a)

5 (Taylor 2006a)
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enforce these changes, they lobby CCP developénfiuence the game architecture to
best serve the cultural expectations of EVE play@&wsscribes Hans Jagerblitzen, a
representative of CSM7, the CSM has “an audientle @CP, and we provide an
audience for player concernkfluenceis our greatest asset, aihis earned, not
granted® And while both the cultural and architectural swaints are at play for both
users and designers, they have a fundamentallgreift position of agency in the change
they can achieve through the mutual negotiatiomefcode® The cultural conventions
about government, governance, and expectationd albai is possible within the EVE
framework therefore become the starting point i@ negotiations between the CSM and
CCP. ltis important to remember that EVE’s popatahas a broad international base;
the United States captures 36.25% of subscriptioliswed by the United Kingdom
(10.28%), Russia (10.27%), Germany (9.50%), Cafad®%), Australia (3.71%),
among a large number of oth&fsPlayers, CSM representatives, and designers may
have wildly different perspectives on the needdiod methods of representation within
real life, as well as within game. The main comaliy therefore becomes EVE'’s

virtual culture and the values it engenders. Tisbsge the expectations of governance,
which in turn influence the way the code is negeticoetween the CSM and CCP. And
while other forms of Lessig’s behavioral constrairiegal and economic—should not be
undervalued, the interplay between the culturalthedarchitectural become the primary

way of understanding how the CSM’s governance exigthin EVE.

% Emphasis in the original. See (Jagerblitzen 2013)

% (Malaby 2006a)

57 (CcCP Dolan 2013h). This is based on statisticivele from the CSM8 election in 2013. Howeveisitmportant to
keep in mind that each account gets one vote ielémions. There are no cultural or architectteatrictions on
buying votes, selling votes, or owning multiple @asts. In order to gain more votes for a givendodaite, people may
increase the number of accounts they hold to gairemotes for their given candidate. This may eahs
percentages from different countries to changerat@lection time, depending on where specific lolmedidates are
located.
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The creation of the CSM serves to structure theticeiship between CCP and the
CSM, and creates the method by which the instistican each manage their own needs
through the game development proc& gt the same time, the cultural and political
conventions of EVE’s players at times act countdghese routinizing actions as CCP and
the CSM seek to attend to their own inter&3tShese countervailing tendencies serve as
imperfect forms of control as the relationship betw CCP and the CSM evolves and
negotiates power behind closed doors. It is thpgse of this thesis to examine the
intersection of culture, power, and governance,itunstrate the consequences these
negotiations of power have for the inhabitants GEEOnline.

First, | will examine the historical circumstandbat led to the CSM’s creation.
Accusations of developer favoritism among in-gaawibns caused significant player
outrage. As a way to quell the discontent in leismunity, CECHilmar Pétursson
ordered an earlier, then discarded concept—the €loainStellar Management—be
reinstituted as a method of community oversight tandh Pétursson’s words, to “call
bullshit” on CCP when necessdfy.The distrust of CCP’s ability to provide a tragen
universe had important consequences for the shap&iaction that the CSM would
take. Specifically, the CSM would serve as botlaaenue for players to address
concerns about the game world and as a way tote#gcroute these suggestions to
CCP to build a better product. As a model of gonaace, the CSM was designed around
the principles of deliberative democracy to give dommunity a way to reach consensus
on important matters. As a method of communitylbeek, this feedback would be

channeled to developers through elected represargatHowever, these channels of

58 (Weber 1946d)
5 (Moore 1978)
"® Quoted in (Thomsen 2011)
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information at times became more of a hindrance fhailitating discussions necessary
to true democracy. While the CSM’s structures hehanged to accommodate different
forms of player feedback, this moves the CSM awamnfthe principles of deliberative
democracy upon which it was founded.

Second, | will look at the way power is generatad Eeveraged by the CSM. The
ability of the CSM to influence CCP developersesttal to the amount of power any
given CSM holds. This power is, in part, medidbgdhe two cultures in which the CSM
is embedded: EVE culture and Icelandic culture.ENE& players first, players operate
within a framework that operates under differeritural norms; as smart battle strategy,
players bring all available tools to any given egggaent. Similarly, CSM6—held by
many players to be the most effective incarnatiothe CSM—used all available
methods to leverage power within their given relaships with CCP. These take into
account considerations of the real world, rathentsimply EVE’s own universe. For
CSMB, this involved using the media to gain contnegr the direction of the game. This
was made possible, in part, by CCP’s real worlcceoms. CCP was one of the few
companies to survive Iceland's economic collapdaus CCP’s successes led to a self-
admitted sense of hubris that some see as chaséctef the particular cultural and
historical circumstances. The attitude that “we must Work Harsid] to conquer the
impossible” allowed CSM6 to leverage their demandk their media contacts against a
threat of negative publicit{ This translated into concrete financial lossethin
economically stressed country, and an expansidrattdressed CSM concerns. This is

not the only strategy CSMs have used to exertemite over CCP, and the methods were

L (Pétursson 2011; The Mittani 2012)
"2 (Crowd Control Productions 2011c)
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not universally condoned by players; however thegraf the CSM seems to be best
recruited when players behave within EVE’s cultw@hventions. As such, the CSM has
evolved into an institution that is more in linetkvEVE'’s expectations of effective
organization.

Finally, I will look at the authority and legitirag of the CSM from the standpoint
of its constituents. As an imposed institutiore EWVE community had not asked for self-
governance. As an elected body without formalbogmized power, its ability to enact
meaningful change at the level of game design wetswith skepticism by many players.
This skepticism is bound within cultural ideas taed in part developed within a virtual
society that is always at war. As an organizatiba,CSM is held to the same standards
as in-game power structures and understood willuset same cultural frameworks.
Democracy is seen as a weakness in times for wdmpeacekeeping processes are seen
as vulnerabilities within those ideas. Thus CSMxish to codify and operationalize
“stakeholder” status—an undefined power grante@6¥ to officially include the CSM
in the decision-making process—is greeted with s&ispn by those in the community.
This hearkens back to the original incident thaiseal its founding as well as skepticism
of less combative forms of governance. It is nm@dence that the CSM has moved
from describing itself as a space parliament toawdra lobbying group that seeks to
exert influence over developers. This brings tisdmnore in line with EVE’s own ideas
about how leadership in organizations is most &ffec

These conclusions should be considered only witkerparticular circumstances
of the EVE community; the cultural mechanisms atkno EVE do not apply to all

virtual communities. More broadly, however, thereat study does suggest that the
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emergent nature of the institution is importantfumal expectations regarding the ability
of an institution to govern affect how an institurtiis legitimized and afforded power
within the greater community. These ideas may imecmore relevant as virtual
communities become more prevalent within everyday particularly as they come to

serve as a resource for political action online affid®

Methods

Primary research for this thesis was carried etwben April 2012 and April
2013. During this time, | joined SKULL SQUADRON carporation with roughly 1,700
active players and an alumni network of 14,60GKULL SQUARDON is a well-
regarded corporation with a relatively neutral diphtic mission within EVE. While it
considers itself a more-or-less neutral entitys ttan be something of an implicit
challenge to other corporations; we were at wal &itleast one alliance constantly
during primary fieldwork® These wars as well as the charter of my corpmaterved
to determine the areas of the universe that wdesfsame to travel® It also limited the
players | could speak with or what and where | dqudst on the official forums; SKULL

SQUARDON, like many other EVE corporations, is aatemocracy’

3 (Kellner 2003). Kellner argues that cyberspagetmused in new ways to promote radical changeearaution.
However, much of the potential he describes iszirg the Internet as a common forum for discussidhis allows
for political change offline. However, these aoeenunities that seem to develop around commomeffliterests,
rather than a community with a sense of identitted primarily online that comes together to praenmtline or
offline change. The CSM is more akin to the lattan online community seeking change in that onloeld,
mediated in part through real life action.

" SKULL SQAUDRON is a pseudonym.

S In EVE, war is both an organized conflict and enganechanic. Declarations of war or “war decs” bampurchased
by CEOs. War deccing another corporation or atkeftags enemy players in the game as hostilenyayithen attack
them without security status penalty or retaliaimm CONCORD, the NPC police force.

% |n addition to being unsafe to travel through ep¢enritory, wandering into the wrong sections pase might
precipitate a diplomatic incident which could lgadther wars. Some EVE corporations will shoosit if you
unwittingly fly through their territory or gate.

7| could not, for example, post as an official eEntative of SKULL SQUADRON on the forums and spaa their
behalf. | was also discouraged from speaking taawn pilots in local chat channels.
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My status as a researcher served as a way aroomel &f these constraints. | was
able to talk freely with players who might othereviseat a verbal or mailed exchange as
an act of hostility. In reference to my informezhsent document, one player was
amused at all the “qualifiers about how that yoeir@st going to be horrible” because the
community prides itself on such sparring as pathefgamé® By providing an
informed consent document with university inforroatithe document vouched for me
outside of EVE’s power relations and | was giveoess to information that might
otherwise have been politically charged. Somegiayemarked that it was a nice
change of pace to talk without worrying about pcdik consequences.

| used two main methods to interview participantsice or video interviews
conducted over Skype, text-based chat through S&yg&/E’s in game channels. A
small number of interviews were conducted faceaimef Follow up questions were sent
to a few players through EVE mail or over emaiky& calls were recorded through
IMCapture, an application which records such callsich were then later transcribed
through voice recognition software. Text-basednviews were saved through the EVE
client. A handheld digital recorder was used #aref-to-face interviews. In addition,
field notes were typed on a secondary laptop duyargeplay. All activities were done
in real time.

As this study primarily focuses on the CounciBeéllar Management, this served
as my sample population. Interviews were solicttedugh in-game mail, just as if | was

any other EVE player. Responses were followedupéd best of my ability. Normal

"8 Indeed, many players looked to the informed confeem as a kind of alternate corporate historje fistory of
organizations a character has been in is publarimdtion within the game, and is often checkecemita pilot is who
they claim to be.
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EVE players were solicited for interviews througilowball sampling. | also interviewed
a small number of CCP developers, and | receivedafpermission to do so.

It should be noted that CSMs and developers hgthstandard non-disclosure
agreements. This limited the information | couislcdss with past and present CSMs.
For instance, | was not given insider informatitmoat upcoming game content, features,
or other such sensitive data. | also did not reeess to official CSM communication
tools, such as the Skype channel that facilitdtes teal time communication with the
CCP development team. While real-world politicsarely transparent, many CSMs
published extensive minutes of meetings and dewstop summits; the recent trend is
moving toward full transcriptions with attributedates. Forum petitions submitted
through the Jita Park Speakers Corner are alsorypublic scrutiny. Some CSMs also
keep detailed blogs of their activities. Whilesthack of access somewhat limits my
findings, the wealth of publically available knowtge serves to offset some of the
information to which I did not have access.

My own personal experience with virtual worldgegevant to my ability to
conduct research within these environments. Bdégeging into EVE Online for the
first time, | had extensive experience in MMO%ldyed Final Fantasy XI for roughly
one year. | have played World of Warcraft sinsa@lease in 2004, at times with
intensive raiding guilds. | have had other passixygerience with Guild Wars, Star
Wars: The Old Republic, Rift, Second Life, and Cpams Online; each of these was

played for at least a month. These experiences geva wealth of knowledge of
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internet culture, memes, and internet slang, abaged general understanding of
accepted game mechani€s.

I quickly learned, however, that my perhaps dedadg experience with MMOs
had given me few transferrable skills to apply WEOnline. EVE has a reputation for
being hard to learn, and | found that EVE livedtaphat reputation. Space ship
navigation and fitting involves a great degree atimand | spent a long time learning
the game mechanics. While there are a few tusobailt into the game through AURA,
the onboard ship computer, the information | foumast helpful was through

community-resources.

"9 Internet culture could be defined as the emergelntre that has arisen on the internet as a resattmputer
networks. This includes, but is not limited tolioe communities, virtual worlds, MMOs, internetdeal games, forum
communities, social networking, and texting. Inttrmemes, then, are concepts that are sharedofsun to person.
Tracing back the concept to Richard Dawkins’s ThHish Genethese image or text-based ideas spread cultural
information via transmission. Internet slang cdoddbroadly defined as the wide variety of slamglages that arise
to support internet cultures. These include a walgety of practices, such as particular acronft@$1G” for “oh my
god”), leetspeak (“n00b” for “noob”), disemvoweliftsrs” for “serious”), intentional misspellingstéh” for “the”),
etc. See (Kim 2010).
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Chapter II: Governance

Introduction

Moving between stations in Gallente space, | listeto idle chatter in the
corporation recruitment chanrf@l.My Vexor—a cruiser spaceship outfitted for PVE
combat—navigated between planetary systems as ¢dntmward my next mission
objective®® The game itself is beautiful: iridescent plangtswing nebulas, and lush
gas clouds, set on a background of distant starmany systems, what are missing are
players. To the casual observer, one might asshatéNew Eden’s space is largely
empty®® A player can move between multiple systems witlseeing another pilot, and
then contact is discouraged. Unknown players tegach other with caution or outright
hostility, speed and stealth are valuable assetstree unwritten rule forbids talking in
local chat®® As one player would later tell me, “It's not deségl tolook like cold, dark
space. It's designed teecold, dark space.”

Without the luxury of true virtual cities, much BVE’s casual socializing is
hidden, segregated into a variety of concealedesia®layers speak to each other over
third-party software such as Mumble or TeamSpeiadf,tgpe over many chat channels
built into EVE'’s software. These are often passiymotected to keep out rival

corporation spie®’> Corporate recruitment channels are something @xaeption; while

8 The Gallente are one of EVE’s four available ptagees.

81 1n PVE or player versus environment gameplay,argpattle virtual opponents that are generatetiéogame. A
mission is a task given to a player by an NPC ta eaeward. This may include reputation, moneynagame items.
82 New Eden is the name given to EVE Online’s uniger#/ithin the game lore, it is also the name effitst star
system settled by humans after traveling to tha.are

8 The local chat channel is viewable to anyone why be passing through. Unguarded talk may inadmtyt pass
along sensitive information, such as ship positfa@gt movement, etc.

84 players can congregate in stations, structureésthé moons in different systems. However, thidy gives them
access to common chat channels. Avatar-to-avatiraiction does not exist within EVE at this time.

8 Corporate espionage is commonplace within EVEyét corporations may freely engage in such aigtivis
planting spies within the ranks of its rivals asi@ans of gathering information. This informati@mde used for
military strategy, personal gain, corporate takeogt. These types of activities are often reféto as part of the
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it is a good assumption that these are compronfigeshemy players, these are safe
places where new players can ask questions ofldheith relatively few political
consequences. It also provides an ideal placgripzled veterans to regale new pilots
with tales of EVE’s past wars and scandals.

“I'm sorry... | keep forgetting...Who's BoB?” ask€anner Firestorm, a newer
pilot like myself.

“Band of Brothers. Huge guild that had a stranglélon the EVE economy, and
a very between the sheets relationship with CCisivered Desmond Ninebones. EVE
Online is marketed as an open-ended universe.eRldyemselves design in-game
content, and the capacity for the individual impacthe virtual world is part of what
makes EVE unique among MMOs. The incident betweamdBof Brothers, one of
EVE’s most powerful allianceand CCP called into question a player’s abilitatiect
change within that allegedly open-ended univeiséhe game was fixed in some way,
what value could be said of the narratives playenked so hard to create? | settled in to
hear the older pilots retell the story, as one miglax into the comfort of a familiar
favorite. It has become part of EVE'’s rich mythpjpand storytelling also breaks up the
sometimes monotonous quality of mission running.

“There was a bit of shadiness with T20 giving soneeim BoB a Sabre BPO and
a couple other things,” explained Booster Raydme, @ a number veteran EVE players
in the corporate recruitment channel. Blue pringioals (BPO) are used in the
manufacturing of in-game goods, such as ships onamtion, and can be worth a

fortune in interstellar kredits or ISK, the in-gacw@arency. The idea that T20, a player

metagame. The metagame can be broadly definee as¢hof out-of-game resources, activity, or infation to affect
in-game play. Corporate espionage is not buitt the mechanics of EVE Online as it was originalhitten, but
emerged as a style of play to support the in-gaarefer territory and power. See (Wes 2008 and RIR22.
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discovered to be a CCP developer, would hand syecbfsiable commodity to an
alliance undermines the value EVE players placthem efforts. “Really the issue wasn't
so much the BPO, it was more with how CCP handledhe infraction itself wasn't a
huge deal in the larger scheme of things. There Yeeger concerns about [developer]
impartiality, and the whole T20 thing mostly wasyanbol for it all.”

“It was the thin end of the wedge,” agreed SilasrniBay.

“So this was actually proven?” asked Firestorm.

“It's ultimately why the CSM exists today,” saidyian. “CCP formed the CSM
as a reaction to all the T20 stuff for player oigitsof CCP... [You] can argue whether
or not it accomplishes that goal, but that's whyas initially formed.”

As conversation turned to other tales of old, kked out over the galaxy. The
impartiality of a virtual world is something thabtten take for granted: the capabilities
and defenses of my ship, the tools | needed taaka living within virtual space, or
even the virtual space itself. When both the emrirent and your ability to act within it
are governed by unseen lines of code, developearimfity becomes a very salient
concern. Player action is embedded within the game that behavior is primarily
regulated through the game’s cddeThough the sociotechnical framework that supports
a virtual world is not neutral, the opportunity ilevelopers to undermine player actions
exists in every aspect of the gafieSuddenly, New Eden seems like very cold, dark

space indeed.

8 (Lessig 2006)
87 (Winner 1986)
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History

This short exchange | withessed during my fieldwiaidghlights the continued
importance of the Council of Stellar Managementigniding for EVE players. While
some of the details have perhaps been embellishexdime, the story continues to be
told for good reason. It has become a cautiondeyafadeveloper corruption, and the
seed for continued skepticism of CCP’s motivationa culture that thrives on such
distrust. The circumstances in which the CSM wasetbped are crucial to
understanding the way in which it was structured laow it is perceived by the
community.

Rumors of that “between the sheets” relationshigrben Band of Brothers and
CCP had been emerging at the edge of public disedor some time. Among the
charges was that Band of Brothers was run by E¢&fsor developers and members of
their volunteer staff® During a routine bit of forum espionage, one plagalized that
there was substantial truth to the rumiSrdAfter rifling through archived private forums
of Reikoku—a corporation within the larger BandBobthers alliance—a spy named
Kugutsumen felt it was his duty to share the exténhat relationship with the EVE
community. In a series of public exposés entitRdikoku Makes Its Own Luck,”
Kugutsumen presented evidence that Band of Brothassaware of developers in its
ranks, a blatant violation of CCP polity.

Although community manager CCP Kieron attemptedssure the community
that CCP was investigating the allegations and fullgehat would “put this issue

behind us once and for all and allow us to contimeeing forward,” it was already too

8 (Blancato 2007)
8 (Blancato 2007)
% (Kugutsumen 2007; Blodgett 2009)
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late®* Immediate condemnation of CCP’s actions spreamifhout the forums. As one
player described:
...[W]hy has it taken this many days (and angry pasitSinvestigation”
including at least one “I hope we can now put bekind us” before the
truth came out? If this is indeed the whole trutd aot someone drawing
the short straw and throwing themselves off thdgdeto try to placate the
wolves? And yes, that is cynical. But when we'gerbthis betrayed, both
in the original sin, in its policing, and in then& and pressure this “truth”
has taken to be dragged out, kicking and screamihg,should we have
any trust left? We who love this game have be¢raped®
The community outcry brought with it further alléigas of wrongdoing. Among
them included a charge that T20 had given blug priginals (BPOs) to Reikoku before
being forced to delete his accodhtMore damaging was the charge that the incidett ha
been known to CCP since June 2006, and yet thedeBROs remained in the game for
eight months rather than admit misconduct on beifaté staff®* According to some,
the revenue generated from the illicit BPOs waslusgart to fund a large scale war that
brought the destruction of the alliance Ascendaanfier?® As oneplayer put it, “T20
had a direct and intentionally malicious hand ia ¢ismantling of one of the largest
corporations in the gamé&®
The confidence in EVE’s ability to provide emerggatneplay had been shaken.
In EVE, the ability to have a direct hand in thargter narratives of the game is part of

the attraction. The rewards of a flawlessly exedwcam, military engagement, mining

operation, or trading partnership are tangiblea Bingle shard server, the prestige and

91 (CCP Kieron 2007a). When a person becomes employ«CP, they take a pseudonym for interacting wie
community. The title “CCP” before a name denokes & person is an official employee. Playersrodit such
titles as the community comes to know the employear. example while CCP T20 is this developer’'scidf title, his
reputation within the community makes the “CCPétiinnecessary.

92 (Lucre 2007)

93 (Schiesel 2007)

94 (Cyvok 2007)

% (Cyvok 2007)

% (FnkyTwn 2007)
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power attained by such actions are knowauweryEVE player. Reaching these rewards
takes a tremendous amount of effort and patie¢dls, the talents that allow your
character to become more powerful and handle nmrplex tasks, are trained one at a
time in real time; becoming proficient at a certslill can take months. Veteran players
plan their characters more than a year in advaAcgmilarly determined mindset is
cultivated in becoming a leader in the larger rtarea that make EVE compelling.
Nothing in EVE is free; if you want to make a mankhe universe, you have to be
willing to put in the time and effort to make thatppert’

Leaking valuable BPOs and giving a decisive hanflaind of Brothers, then,
circumvents traditional ways of gaining wealth gomaver in the game. T20’s actions
invalidated the extraordinary lengths players goreate meaningful narratives. The
game was rigged from the development side, caifit@gquestion open nature of EVE’s
sandbox environment. Players cultivate power thinaihe application of time and effort,
and changing the virtual world itself to change Itlaéance of that power illustrated the
corruption players felt was rampant within CCP.eTompany'’s response only
reinforced feelings of player powerlessness: bapthe player who brought the
allegations to light, deletion of forum threadsskimg and censoring community
reactions’® “The whitewashing, crowd control and censorshauld have made Stalin
proud,” described the spy Kugutsumen. “I was shddkdind that CCP’s response was
much more vindictive than concerned, and as favasspossible they swept it under the

rug instead of being forthcoming® As far as CCP was concerned, the creation of an

97 (Constantine 2009)
% (CCP Kieron 2007b)
% Quoted in (Stormer 2007)
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internal affairs bureau settled the matter andspexifics should not be open to public
scrutinyX®°
After months of unrest over feelings of player pdegsness, CEO Hilmar
Pétursson decided to give the players a formalrstye shape of their world with the
reintroduction of the Council of Stellar Managem@$M). Envisioned as an elected
player council, the CSM would serve as a formal mamication channel between the
community and CCP. Pétursson hoped that the CSiMdaelp provide independent
oversight and restore some measure of consumeideont. As Pétursson would
describe:
Perception is reality, and if a substantial parwf community feels like
we are biased, whether it is true or not, it i€ ttmthem. EVE Online is
not a computer game. It is an emerging nation,vemtiave to address it
like a nation being accused of corruption... A goveent can't just keep
saying, “We are not corrupt.” No one will believeetn. Instead you have
to create transparency and robust institutionscaedsight in order to
maintain the confidence of the populatigh.
While Pétursson knew that there was “not so muah@CP can do in controlling their
world,” he foresaw the role of CCP and other congsmithat maintain virtual worlds as
“more like governments than god®? By changing the narrative to speak of EVE not as
a computer game but as an “emerging nation,” Pgtarput forth the image that CCP
was ready to take player concerns seriously anderthose concerns on the terms set
by the players themselvé¥. Not only was he looking to create an indepentiedy to

help address future concerns of corruption, bibtm an institution to serve as a buffer

to actively manage the concerns of his growing petpn. A player governance

100 (pétursson 2007)

101 Quoted in (Schiesel 2007)

192 Quoted in (Albano 2007). Such arguments have bebned by other theorists who suggest that cergdhli
management of virtual worlds is impossible, andomerhands-off approach offers the best experienrcbdth
developers and players. See (Farmer & Mornings1a6).

193 Quoted in (Schiesel 2007)
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structure would provide direct product feedbaclkG&P’s actions to the company,
allowing developers to “really [drill] down to threot of any issues that aris®* This
served the twin goals of allowing players to exprigir concerns and to potentially
incorporate them into a higher quality product.

The Council of Stellar Management was announcedigtgers in November 2007
at Fanfest, EVE Online’s annual fan convention,cagreat company fanfare. Well-
known industry designers Richard Bartle and Jeddigéigan were invited to give talks
on the prospect of democracy in EVE Online to tlaggr base and designers alik®.

The CSM’s design was outlined to players in a 2§epg@unding document, the CSM
White Paper, and distributed to players. Thisined its structure and the urgent call for
citizen action™® Player and designer feedback was incorporatedtfie final structure,
and the first elections were held in May 2068.

The council was originally composed of nine merslaerd a number of alternates
elected by popular vote. Representatives werdegldor a six month term, which
contained one trip to Iceland, where CCP Headqrsaiddocated, for a face-to-face
summit with CCP developers. A limit of two conseee terms per person was imposed.
Some of these structural considerations were cliadgeng CSM4 and implemented
with the election of CSM5 and CSM8. 14 playersraw elected, and alternates are not
distinguished from regular candidates. CSMs nawes#or one year, without term

limits, and seven candidates—the two top vote rentp, as well as five candidates

104 Quoted in (Thomsen 2011)

105 (Albano 2007). Richard Bartle created MUD1, thstfMUD or Multi User Dungeon. He is consideregianeer of
virtual worlds. Jessica Mulligan worked with TumbiEntertainment to develop Asheron’s Call, onthefearly
MMOs.

196 5ee (Oskarsson 2008)

197 (CCP Xhagen 2008)
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selected internally for their efforts on the coliacid expertise in particular game
features—are flown to Iceland twice a y&&r.

Candidates were initially selected through simmgpuyar vote. However, due to
concerns of disenfranchisement, the CSM is nowtetdethrough a Single Transferable
Vote system as of CSM8? In order to make the general election ballotygta must
receive 200 endorsements in a special pre-electaming the actual election, voters
select 14 candidates in order of preference oatl @fossible candidates. After the
ballots have been cast, the information is thercgssed to determine the candidates.
Extra votes are “transferred” to where they caofigest usé’® For example, should a
candidate receive more than a sufficient numbeotds to secure a council seat, the
extra votes are transferred from that candidateémext candidate on a voter’s
preference list. The same logic is followed ifeandidate receives too few votes to be
elected.

While elections may be promoted through the gaogalscreen, online videos,
or blog posts by developers, the mechanisms oE®M are kept separate from the game
itself. While this limits the visibility of the O, it is by deliberate design and is in
keeping with the sandbox mentality that drives E&/§ameplay. Players are provided
with the tools for governance, and effort is reqgdito put those tools to best use. This
allows players the maximum amount of freedom whig minimum amount of required
participation. Those individuals that put fortle thdditional effort are rewarded with the

influence and access that a seat on the CSM confers

108 (Gskarsson 2013:8)

109 (CCP Dolan 2013f). According to CCP Dolan, disanthisement is not only denying suffrage to aigaler
individual or group, but also “rendering a persate less effective, or ineffective” (CCP Dolanl3f). From this
perspective, the individuals who voted for candidahat received too many or too few votes to sealgeat would be
considered disenfranchised, since the power of tluge is reduced.

110(CCP Dolan 2013a)
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Theoretical Underpinnings

To help build the framework needed for a playeraggoment that would meet the
needs of EVE’s player base, Pétursson approachead Fhannes Oskarsson, also
known as CCP Xhagen, to helm the proféttAmong the many challenges facing CCP
Xhagen was getting the player base to accept thdltat it had been given. The
community had not asked for a player governmetttgerat was established to restore
consumer confidence after the T20 incident. Gemdemocracy relied upon engaged
citizenry to make informed decisions about theiingons that play a role in their
lives!'? This is difficult to achieve if your citizens liele your government to be corrupt
or have no relevance to their lives. Therefoseas crucial for EVE players to see the
CSM as a logical way to prevent further developaconduct and make the desires of
player base known to CCP management, while encmgdige values EVE’s society had
been built upon.

In the CSM White Paper, CCP Xhagen discusses thietewn of EVE’s social
structures as one might discuss the developmeoftiofe civilizations. Modeling his
analysis after Rousseau’s “state of nature,” CCRBgén argues that individuals are
motivated by the “pursuit of value, the core of @his driven by their instinct of
survival.”™® The general development of EVE'’s society progréssom disconnected
individuals banding together for survival to thegler and more complex social structures

necessary to pursue the greatest resources whihigame.

111 Real name used with permission.

112 (Hagen 1992)

113 (Oskarsson 2008:4-6). While the state of natoreept traces back to Thomas Hobbes, it is Rousseau
deployment of this concept from which CCP Xhageawdr primary inspiration. One difference betweenttho is the
lack of selfishness in Rousseau’s state of nat8ee (Oskarsson 2010:18-24).
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In order to continue to progress beyond the cortipetimposed by smaller,
regional governance structures, CCP Xhagen askattEVE’s population must
participate in the governance of that socféfyWhile Rousseau uses his imagined ideal
society to argue that a republic is the best fofgoyernance, CCP Xhagen argues that
to achieve “continued success, EVE'’s society magiranted a larger role in exerting
influence on the legislative powers of CC>”Since EVE'’s entire society is contained
within the infrastructure provided by CCP, decisi@t the development level—such as
those that came into question in the T20 scandatethe the fetters that hold back
EVE’s society from further growth. The interplagtitveen the architecture and the social
relationships that maintain that architecture bezothe place from which this new
government must develop. To preserve the natutieapfsociotechnical framework,
EVE's citizens must be afforded freedom from exaééinfluence, unlimited interaction
with individuals, and participation in game legigia.

The idea of a player-elected government had bemmadrsince 2001, and the first
incarnation of the idea was implemented by actioghtiunity manager Valery Massey
shortly after EVE’s release in 206%. The original CSM was deemed unsuccessful due
to the homogeneity of candidates, lack of forma@atmtion processes, and insufficient
time on behalf of CCP'’ As one developer would tell me, what the origiresion of
the CSM lacked was a framework of action. “Thees\a lot of talking and ideas going
back and forth, but what do you do then? Thereneasal structure, no real framework

and hence no accountability.” The challenge foPCtagen was to find such a

114 (Gskarsson 2008)

115 (Rousseau 1987; Oskarsson 2008:7)

118 (Onlinewelten.com 2008; Oskarsson 2008:11; Oskarg§10:29)
17 (Oskarsson 2010:29)
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framework for a legislative body that could ensiime freedoms demanded by the player
base, meet the needs of a virtual society, andlaptad into CCP’s current business
model.

There are few examples to follow when bringing deraoy to virtual worlds; the
most notable exception, other than the first iterabf the CSM, is LambdaMOO. In this
case, players were granted a system of limited deswy to address player grievances
after the previous autocratic system proved inadego deal with virtual crim&?

While the developers eventually reclaimed their psaof control from players, they left
in the election system in place as a way of poliogimunity opinior**

What was missing from LambdaMOQ's failed democraeg a way of reaching
community consensus before issues were raisec toehelopment teari® Fostering
discussion among community members would providection for player suggestions
and discontent, focus consensus, and provide ttieoch@ogical framework that the
previous iteration of the CSM lacked. This wouddter democratic discussion and
preserve the freedoms necessary for EVE's thrigangdbox universe. For CCP Xhagen,
the answer was deliberative democracy.

Built around the ideas of classical theorists saeldean-Jacques Rousseau and
John Stuart Mill, CCP Xhagen defines deliberatieendcracy as:

...a hybrid governance solution which combines cossgmlecree with
representative authority. In this system, everyiddal is considered

equal and has the right to voice an opinion whe®sance carries just as
much weight as every other voice in sociéty.

118 See (Dibbell 1993 & 1999)

119 (Mnookin 2001; Oskarsson 2010)

120 (Gskarsson 2010:28)

121 (Gskarsson 2010:77). Many definitions of deliizte democracy have been posed in the literatBoholars such
as Rousseau and Mill suggest that it is the empluasparticipation that drives democracy; represtem institutions
are not enough, and participation in decision-mgkihall spheres of society socializes citizens ¢mocratic
processes. Others, such as Habermas, focus maie ability of deliberation to focus dialogue;sthiiscourse-
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Deliberative democracy is founded on the ideatiatindividual is rational, able and
willing to spend time to reach an enlightened cosicin.™?? Multiple views are seen as
a strength as the interplay of rational actors g¢iesterates political reason through
discussiort?® This focus on intense discussion illustrateshibge that “the final
conclusion of a deliberation should be that altipgrants leave the table in
agreement*** The model hinges on open and informed discussiopehalf of the
citizenry, and a “general agreement about the Dawéglief in social intelligence and
the hope that we ‘think best when we think togeth&r As CCP Xhagen describes, “the
consensus of deliberative minds and the open diseaf issues will be the primary
vehicle of political change within society?®

However, a true deliberative democracy is not ipbsslue to the technical
limitations of working within a virtual environmenf#s such, the implementation of the
“concept will rest more upon representative indixit$ to steer a common voic&”
Proposals are submitted over the official EVE fosyand debated within the
community. Theoretically, consensus is reachethbyplayer base through rational
discourse. These proposals are then voted oneb@ M, and passed along to the
development team at CCP. While this model hasvedoas the CSM has grown as an

institution, these two ideas—deliberative discourseveen players and the ability of

centered approach relies on rational debate wittérpublic sphere to create consensus. For opopas here, it is
CCP Xhagen’s view of deliberative democracy thatigortant as it is his vision and management dliées the
CSM. See (Hagen 1992; Cavalier 2011) for a thexaiedverview.

122 (Gskarsson 2010:11)

123 (Cavalier 2011:10)

124 (Oskarsson 2010:11)

125 (Cavalier 2011:11)

126 (Oskarsson 2010:77)

127 (Oskarsson 2010:77)
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elected officials to communicate effectively—fundartally underpin the CSM
concept®®
Consensus-building discourse and representingpldgas to CCP also answered
the challenges that arose from the T20 scandat G3M was “intended to have more of
an oversight role,” described one informant, “...nmaksure CCP stays transparent and
communicative during ‘scandals.”” Delivering theiee of the player base to CCP when
it was most needed would help include that voiddiwiCCP’s discussions, and function
to keep CCP’s operations transparent. This aimmé@é¢p the corruption that was at the
heart of the T20 scandal from repeating itselthim words of CEO Hilmar Pétursson, the
CSM was to “call bullshit” on CCP when necessaryAs CCP Xhagen described, the
CSM can:
...look at every nook and cranny and get to seevikadre here to run this
company on a professional basis...They can see #didwnot make this
game to win it:*°
From the development side, consensus buildingesdnv/concentrate player
feedback. Forums and other traditional forms efifeack have “poor signal-to-noise
ratio,” making it hard to understand the playerspective and assess problellsBy
reaching a general agreement on game-related pneptais allows the CSM to relay the
most critical information to CCP. The CSM becoragsoutlet and a direction for player

feedback and discontent. According to one infortnglayers often seek out the CSM

when “something thakally pisses them off!” As the first point of contad¢tetCSM

128 s of CSM6, weekly meetings were discontinuedaivof for more constant communication. Voting oopmsals
was abolished and decisions are now made by concomsensus.

129 Quoted in (Thomsen 2011)

130 Quoted in (Schiesel 2007)

131 Quoted in (Thomsen 2011)
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often gets the “invariably thankless task” of agtas a filter between the players and

CCP. This allows only the most constructive feetlita reach developers.

Deliberative Democracy in Practice

“The CSM is not an effective democracy at all.”

It was late fall, and | was gathering informatfoom EVE’s wide satellite
network of forums, blogs, podcasts, radio statians, websites. | had left Skype open
on my laptop as | worked. Several interested miots had given me their Skype IDs
along with the open invitation to send them a mgsshould | see them online. Skype
has a tendency to crash my laptop, necessitagdfork on two computers at once;
focused on another monitor, | almost missed onk svormant login over the industrial
music that was playing on EVE Radf.

“You have democratic masturbation of the parliaragnparadigm of voting on
this and that, and then having that go nowherestdieed my informant. This is a
sentiment | have heard many times from differentM8Citing ineffectiveness in
procedure, CSM6 abolished weekly meetings and gatmproposals; a Skype channel
facilitated constant communication and directiveserpassed by common consensus. |
am reminded of the frustration felt by many of dzely CSMs in their seeming inability
to affect change within CCP; as one CSM3 repretigattamously begged CCP, “Please
use us!*®

“One of the things that | would actually worry aibevith your thesis is...buying

too much into the company line,” cautioned my infant. “[CCP has] marketing people

132 EVE Radio is one of the internet radio statiorat trater to EVE pilots. Run by players, it serass way to deliver
both music and occasional news to the communityw BEden Radio is another such station. See (GaRuulp
Network Media 2011; Hijak 2011).

133 (CCP Xhagen 2009b)
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who spend their time constantly talking up the C@k it is this big amazing space
parliament. It is part of their marketing spiel.’5sipped my coffee and carefully
considered what my informant said. Many peopldied to about the CSM had indeed
repeated company rhetoric. They are proud of E\ABIBty to push the boundaries of
what is possible within virtual worlds.

“I think that it is very dangerous to buy into thancritically which is what | was
worried about when you first mentioned this projéetcause it is like studying
democracy and councils in space,” advised my inforim “It is not really a democracy.

It is not a very effective council, and most of wpaople say about it is not borne out by
the facts.”

My informant is right to be cautious. There higags been a great divide
between what the CSM actually accomplishes andihmaperceived by the community.
Much of the crisis of legitimacy the CSM faces t&ntraced back to the fact that what is
said of the CSM and what is done by the CSM daaheays match up®* Part of this is
due to the non-disclosure act (NDA) under which@®M operate$® “We are NDA
not allowed to preempt CCP [by] announcing featimsscribes Gregory Russo. “If we
come out after CCP has announced something angesagntributed heavily to this or
were a driving force behind it, then we’re engagsgleazy politics or trying to claim
credit for CCP’s work.**® With unprecedented access to features that itirie-st
development, such an agreement is understandabievier as Scaurus notes, “the

restrictiveness of the NDA that the CSM is subjectlso limits the ability for them to

134 Another major reason is the amount of perceivasigndhe CSM retains. The CSM has no direct power t
command CCP to make the changes it desires. Ttheass will be addressed in Chapter Three.

135 A non-disclosure agreement (NDA) is a legal casttietween parties that outlines confidential infation that is
to be shared between the parties, but restriecitess by third parties. These may protect contii@eor proprietary
information.

136 (Russo 2012)
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communicate with the player basé™ These help to maintain the disconnect between
what is said about the CSM and its capabilitie€P, the CSM itself, and the
expectations of the player base.

While this is consistent in a sandbox universeraliee onus is on the player base
to seek out information and make best use of thks ibis given, there is a fundamental
disconnect of a theoretical sort as well. The upid@ings of the CSM lay with
deliberative democracy and the ability for the camity to reach a consensus through
rational discourse. The way actual consensusnergéed and used within the EVE
community is not always so reasoned. In speakinigeoelections process, one
informant describes:

There is a huge segment of people in Eve who beldwleheartedly in

the Enlightenment, and have never heard of cognitaws. They think

that people are programmed by reason, like they tleacandidate thread,

and they think through the issues, and what have aod people come to

a rational, unemotional decision as to who is threect person to vote for.
Similar objections could be applied to the methbdemerating community discussion.
As originally designed, players were encouragesltumit petitions to the Assembly
Hall, a special CSM section of EVE’s official forgmThis allows players to open
discussion on areas of the game they feel needapmreattention. These petitions were
then voted on by the CSM and passed on to CCP.

Voting on these petitions was abolished by lateMESas measures passed by the

CSM were merely added to the development backBigntly described one player, “the

Assembly Hall is a shithole"® As it functions now, the Assembly Hall serves to

187 (Scaurus 2012)
138 (Crowd Control Productions 2012b)
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perpetuate the idea that the CSM has the abilitgrie CCP to make changes it
demands:
[Players] think that if they if they propose thght Assembly Hall
proposal, people will vote on it. And then thend tne magic, and CCP
will do whatever is in there. In practice, the Asddy Hall should be shut
down. It should be merged with the Features ardddorum, which is
already basically the same thing, but the Featamesideas forum doesn’t
have this illusion that you can have a CSM vote thied CCP will just do
what you say>*
Good ideas got buried in favor of ideas that maufeasible or unworkable within the
confines of EVE’s current architecture. Many af tBSMs | spoke with had simply
stopped reading the forums. While this was notensally the case, many CSMs made
the distinction between getting feedback and ggtioodfeedback. Screening through
hundreds of forum threads of questionable valuesaktremendous amount of time.
Instead, many CSMs suggested that a concerneadrghagald email them directly with
their ideas, or send a link to a good proposalME€®ould then discuss matters in which
players took the extra effort to bring their idéashe CSMs attention.

While this cuts down on the work of a CSM—whiclaisignificant time
investment now that communication with CCP and o@@Ms is done in real time—it
also stifles the discussion that is necessaryddtthction of a true deliberative
democracy. The consensus of the community isditea examined than individuals
who take the time and effort to make their ideaarthe Sending ideas directly to the
CSM leaves the rest of the community out of thewuBsion entirely. Other CSMs took
an even more informal approach, taking their coas finformal discussions over Jabber

or Mumble; while any community discussions are ¢hasCSM should indeed be

listening to, these discussions generally occuniwian alliance with similar ideas about

139 (Crowd Control Productions 2012b)
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what is important in the game rather than truewdisions that span the whole of the EVE
community. These informal chat channels are aftede up of the constituents that
elected the representative in the first place. #e player describes, “If the mandate is to
do what the constituents ask, but you have tolctmstituents what to ask for, then the
society as a whole is no longer servéd.”

Forum submissions as the primary vehicle for disicusalso have additional
weaknesses. Within EVE, forums are a powerful wiaypanipulating public opinion,
which prove as a subtle means of control by indigicactors rather than actual
discussion that generates community consensusadhoughts are one such tool of
persuasion for shaping public discussions. A timeaght is a forum post with many
replies. In general, topics that generate the migsuission are controversial and serve as
outlets for player rage, dismay, aggression, tiaxhich a CSM would be likely to take
cues from. The name is a play on words betweenuaf “thread” and a “dreadnought,”
one of the largest ships in EVE. While slow anthbersome to navigate, dreadnoughts
have immense firepower that can lay siege to tlgees player structures in the game, the
player-owned starbase or P&/%$.With effective use, a dreadnought can change the
course of a war. Similarly, the slow but successiange of public opinion over the
forums can be as formidable of a weapon as thesaships. Actual substantive
discussion can get lost amid hundreds of replieschtical debate is not the goal.
Readers see the number of replies, read the ipst, and reply. Forum mechanics

dictate that posts are sequential, and newer postadded to the back of the discussion.

140 (paritybit 2011)

141 A player-owned starbase or POS is a semi-permaarahorable structure that can be placed aroumoca.
These allow corporations a wide range of benefithss research opportunities, manufacturing feslimoon
mining, infrastructure, staging locations for flegerations, etc. These can be placed in systéthsgecurity rating
of 0.7 or lower.
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A thorough reading of hundreds of responses is tiomsuming and often skipped.
Public opinion relies on social interaction forpi®of, and the initial post provides the
social cue that defines most individuals’ view ba topic**?> One recent threadnought
on player-owned starbases shows frequent editgetbrst post, as the CSM poster tries
vainly to steer the discussion back on a producoese. This also reasserts the
authority of the CSM to drive the discussion of R®@&nd use their own version of the
truth to shape the discussitH.

This moves the CSM farther away from incorporatimg opinions of a wide
cross section of the player base. While therenvigte discrepancies between the
implementation and the theoretical ideas behind8#, the reality seems to be that
“consensus of deliberative minds and the open diseoof issues” is less often the
primary vehicle of political change within EVE’saety** While this makes the CSM
a less-than-perfect deliberative democracy, the @Sbften seen as an invaluable
sounding board for development ideas due to tiairesl breadth of in-game knowledge.
This is reinforced by their experience as wellresliroad networks of players that
generally help them come into power. Describeddmeloper, CSM representatives
are:

...super users. They have gone through much ofdaheedyefore they
actually come to the position...Their knowledge & game, and their

view, and their understanding of the whole of EgEimuch stronger one
rather than just the casual player.

142 (Edelman 2001)

143 (Two Step 2013). Notice also ISD Dorrim Barstde insertion between EDIT2 and EDIT3 to direcat6CP
response that tries to head off some of the negatimmunity feedback. The Interstellar Serviceddepent is a
volunteer group that assists CCP on a varietysifstaone of which is monitoring the official forum$his is an easy
way for CCP to try to reframe the discussion irirtfevor when the discussion turns negative. Wiik® Step does
link to CCP responses, the use of the ISD allow® @&Cassert their picture of events without relyamgthe original
poster to do so. Historically, the ISD has beeny eéfective in censoring of the public forums. eSQuinn 2007) for
an example of the casual *snips* that indicate @laliscontent has been censored from the T20 thoemytht.

144 (Oskarsson 2013:6)
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These experiences and networks of players helpfdéonn depth of knowledge in a few
key areas, which in turn the CSM as they lobbygfame changes. In a universe as broad
as EVE, this helps to keep the advice given byaB&1 to developers grounded in game
experience rather than speculation. This grounghragtion and time served will do
much to generate a sense of legitimacy for the C&Mt, finds the limits of its
architected powers and strives to work around tos&ations.

While a “participatory democracy relies on the é@pibf citizens to make
informed decisions rather than to choose betweawrsdb make decisions for them,”
reaching out to that broad player base is morécdiff**®> Asks one player, “if some
players care too much, other players don’t caedl @nd some players haven't even
started playing yet, what is the way forward? Hawnee represent players who don’t

care to be represented®?”

Conclusion

For EVE, the answer is unclear. Voter turnout eelakt an all-time high of
16.63% during the CSM7 election; ol2.12% of the eligible voters cast ballots
during the election for CSM8’ Low efficacy and impact of the CSM can be attritol
to a variety of factors. From a design standpaivd,CSM is considered merely another
tool of many provided to players in a sandbox emvinent. To most players, EVE is a
game,; justifying the need for an elected councihtire casual players who only login a
few hours a week can be difficult. Understandilegtons detracts from time that could

be spent engaging in EVE activities that are a gtead more fun. For now, the ability of

145 (Hagen 1992:25)
148 (Paritybit 2011)
147 (CCP Diagoras 2012; Stanziel 2013)
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the CSM to influence CCP generally rests with thalsgers that are more fully invested
in the game and its virtual society. And whilesthircumvents the original design of the
CSM'’s democratic processes, it also allows the Bl\dyers willing to put in the effort
access to the tools of governance within the world.

While these rationalizations become ways to exglancontinued existence of
the CSM despite a low voter turnout, it becomesartgnt to consider what value the
CSM offers to CCP. In CCP’s newest ga&ST 514 a similar institution is already
being created; the Council of Planetary Managensdmting formed from early active
players to design a player-elected institution thi#itfunction similar to the CSM?*? |f
the CSM does not represent the opinions okthtee player base, what is the value of

such an institution? Why go the extra step toudelit in other CCP products?

“They want to have their cake and eat it too,” awntd my informant. “They
want to have the esteem of having a [virtual] deracyg, because Iceland is very proud of
having the first democracy.” EVE Radio droned liovthe background as my informant
extolled his skepticism of the CSM’s democraticjmse.

“In practice what is actually going on there isttttee budget for the CSM project
is very low. Flying people in [to Iceland] is exysive, but they do not really have any
coding resources. So they cannot do very simplads],” he described. “That is often
the case of companies and with humans in genévalen you want to do something that
you cannot do, you concoct a reasonable-soundiagsexout of principle for why we are

not doing it.”

148 (CCP Dolan 2013b; CCP Dolan 2013e; CCP Cmdr W&igp
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| sipped my coffee and grimaced. It had long grawld during the hours of
intense discussion. From this perspective, belnhg @saythat the CSM exists as a way
to codify the wishes of the player base becomefnmoportant than its actual
effectiveness. It was a sentiment | had heardrbefaring the opening remarks of the
CSM panel at Fanfest 2011. Agust Ingpdrsson, a @6&erator who worked with the
early CSM, described the CSM as a “unique corpaségegy for a unique ‘product™*?
While he admitted that he is not a player and pkage not often think of their world as a

150 cCcP must attend to its own

venue for marketing, “after all, CCP is a corparati
needs, as well as those of EVE’s citizens.

“l also see it has a strong resonance in demodiamry and democratic
evolutionary practices,” Ingpérsson continued, “véhthne subjects, you guys, get more
and more power and are empowered to be on an famiilg with the creator®' The
company highlighted how EVE is challenging the idéavhat is possible within virtual
worlds. This is in stark contrast to the mood witthe outgoing CSM5; relationships
with CCP were beginning to break down, even as @@#actively promoting the CSM
in their marketing releases. “[CSM5 had] an ertoer-long session...on things the
CSM could do at Fanfest to be ‘rock stars of th@m@mnity.” That was their term,”
described another informant. “They wanted us ted®n as rock stars, put us on stage,

and make a big deal... We turned around and said¥®are just players...The

community will hate us for it.”

149 (Crowd Control Productions 2011d). Ingp6rsson hiesd by CCP to moderate the first meetings with €SM.
The director of the research liaison office atltheversity of Iceland, Ingporsson described hidyeexperiences with
the CSM: “I have to tell you that | have been inedl in [European Union] meetings where the pardictp were not as
prepared and professional as what we've seen h€yadted in (Schiesel 2008).

150 (Crowd Control Productions 2011d)

151 (Crowd Control Productions 2011d)
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These corporate messages allowrttyghof democracy to persist within the EVE
community. Though the influence of the CSM is grgywvithin CCP through its new
corporate stakeholder status—a role granted by ©©©@Hicially include the CSM in the
decision-making process—the actual power of the @Spborly understood within the
community. The sharing and telling of these coapmnarratives foster the illusion that
players are indeed “empowered to be on an equéhfpwith the creator**

The introduction of a player-elected council cobédtaken as little more than a
public relations stunt, a panacea to prevent fufihancial losses from occurring after
the T20 incident. As one player described:

“[In my opinion,] the CSM is a marketing stunt, j&c] primary value is
in CCP being able to place a series of ‘look, denatac player
representation in our MMO’ interviews in the gamjprgss once per year
and actual feedback gathering from players coulddres far more
efficiently in private, hand-selected focus grotps.
While it is hard to know CCP’s true intentions behsuch a move, treffectis that the
idea of governance becomes commodified as anath&ure in a cutting edge MMO.
This is consistent with EVE’s sandbox design—whbeefewest number of tools are
offered to players and they create their own adwest—but it also reinforces the power
that CCP has over its subscribers. The creati@ma@fpparent public sphere for the
discussion and rational debate sells players ord#eeof the contributions they could
make to EVE’s virtual society.
The question the becomes what power the CSM agtoatifers within EVE’s

society, and the way EVE'’s culture shapes and cainstthe form that power might take.

In the next chapter, we will discuss EVE's cultuddas about democracy, which can

152 (Crowd Control Productions 2011d)
153 (Saraki 2013)
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help us understand the resistance to democratoepses, and why players may willingly
allow the broad discourse necessary for a deliverdemocracy to be silenced. These
cultural ideas will illustrate the some routes tawver within EVE, and what happens

when CCP must contend with the institution it heesated on their own terms.
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Chapter IIl: Power

Introduction

“Democracy? Ity EVE?LOL! The CSM is [like the] democracy of ancient
Greece, where every senator had a dozen of slavwbsir garden.”

Logged into the EVE client, | chatted with onetloé many informants |
interviewed over the course of my fieldwork. Ietteal world, | sat in the teaching
assistant office of my university where the intér@nnection is strong. It was an early
fall evening and the sun has already set. | hadtmmunal office to myself. The vague
feeling of disquiet that accompanies staying laig @one on campus was for once
warranted. In game, | was docked in a stationdniat corner of New Eden far from the
station | had been using as home base. My informeguested that we use the EVE
client for the interview in case CCP would wangteestion what was said between us. |
had been caught somewhat unawares and docked ¢fodest station. Outside my home
territory, chatting with a bountied pilot, alone caampus after hours, | wondered if CCP
was listening>*

“EVE plays democracy on a top level in CSM, butafi would [look] at the in-
game politics, there is no democracy. It's a félit&a”

“How is EVE like a feudal society, rather thanartbcracy?” | asked.

Skepticism of democratic processes is widespre&V/is, and larger alliances tend to

operate as dictatorships. It was a sentimentridhegeated by many players.

154 Bounties may be placed on a pilot, corporatiorgltimnce to pay a reward to a pilot that destttngstarget’s ship.
This may be done for any number of reasons, antbé@s recently revamped in an attempt to enticgepdato see
bounty hunting as a viable in-game profession. (8&P SoniClover 2012).
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“Democracy is not [an] effective tool during themv This is a time for generals
and dictators. If any member would have to voteahy decision, the alliance would
react too slowly,” my informant explained. “If @hce resources would be managed by
[the] public, spies would know your possibiliti€n any alliance that tries to build a
democratic community would have a disadvantagetamd to fall apart during the war...
The game design itself supports the tyranny.”

“If EVE supports tyranny among player alliancesesl that mean a democracy
like the CSM isn’t appropriate for EVE?” | asked.

“That’s the thing that still [has] no clear answé&reudal kingdoms send their
representatives to the democratic CSM to decidgainee evolution. This is natural for
any of them to save the power they have. But erother hand, they have to work on a
game design that would probably try to destroy tfieny informant explained. “CSM is
a democracy for the large alliance leaders, noplayers.”

Looking out the window of my office, | wondered fa moment what CCP might
think. When | had broached the subject with dgvets earlier in my fieldwork, they
echoed my informant’s remarks. “The CSM is filledh super users,” one remarked.
“Because they are super users, they have gonegimmouch of the game before they
actually come to the position... Their understanaihthe whole of Eve is a much
stronger one rather than just the casual playénis almost implies that those who can
take power on the CSM should do so, for EVE is bested by their passion,
organization, and experience. As the interview esao other things, | wonder if, as my
informant had implied, CCP was indeed listeningtio conversation. As another former

developer would later confirm, “That old phrasétbé logs show nothing?’ That is
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bullshit. They can see everything that happertkisigame. Every single thing in this

game. %

For the EVE community, power and authority are tieaperrelated. The ability
to deliver results translates serves to legitinaatiority, regardless of the means used to
produce particular ends. The power to command aatibn is, in part, what confers the
authority on which that action is dependent. Reifgg Weber, power can be defined as
“the chance of a man or of a number of men tozedheir own will in a communal
action even against the resistance of others wdpaticipating in the actio® As
within Weber’s work, this hinges on the cultivatiohpower-oriented prestige, which
confers power gains for the CSM as a politicaltgriti the eyes of the community/

The striving for power and the authority that isf@red by that power are bound
within EVE’s cultural and behavioral norms. Thésee emerged over the last decade as
a consequence of many of the in-game power strestuging at a constant state of war.
A cultural preference for authoritarian power stanes, for example, arises due to the
lack of responsiveness of democratic organizatialignces with hundreds of voices to
take into account cannot respond swiftly to chaggingame conditions. A reliance on
rule-governed processes—such as voting on petii@iews too many inputs into
decisions; this leaves an organization open telaftem the inside through espionage.
These ideas are further shaped by EVE’s statuggama that is supposed to provide the

maximum amount of fun to its players.

155 (Seleene 2013)
16 (\Weber 1946a:180)
157 (Weber 1946b:160)
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These same logics shape how the CSM is perceivied@epted by the
community. To the casual observer, the powerttt@CSM placed in the community’s
hands sounded very much like what they had demaaitiedthe T20 incident: a place
where the voice of the people could be heard, conimeaxpectations defined, and have
those desires acknowledged by CCP. However, gsally designed, the Council of
Stellar Management served only as a sounding Hoammmunity opiniort>® The
CSM lacks the ability to enforce those changes f@@P. As CCP Xhagen describes:

Currently the players, of course, don't have adisay...CCP is a
company, and a company that needs money to survie cannot
actually allow the players to take that control olubur hands, but the
power of suggestion, and the refined ideas, anddheerns players have
are of course important to us. So in a way theyrobalthough they
don’t have an actual vote on the mattér.

The CSM’s lack of actual power was lost neitheptayers nor on industry
speaker Richard Bartle, whom CCP had invited takpa¢ Fanfest about the possibilities
of virtual governance:

It doesn’t matter how much you try and tell theyglas that they have
the power, they don’t. You have the power. And thaye the power just
so long as they do exactly what you want, but théhtis that the minute
they do something that you don’t want, they doavdéthe power
anymore-®°
For some players, this gave the CSM the feelinggli school elections where the only
criteria was student popularity; one player destilh as a “Galactic United Nations,”

which was a “step down from student council legeice at least the student council had

the power to choose the themes for the homecongingedand the pront®

158 This has changed somewhat with the introducticstaifeholder status. This will be discussed inpéralV.
159 (Onlinewelten.com 2008)

180 Quoted in (Albano 2007)

161 (Arcturus 2008)
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The skepticism of the EVE community is a two-foldlplem. Without the tools
to affect community-desired changes in the ganok, ¢d perceivable results weakens the
CSM'’s authority to speak for the player base. Wlhilese two subjects—power and
authority—are deeply interrelated for EVE’s playeh® CSM's lack of institutionalized
power is a serious barrier to gaining any recognitvithin the community. As such, we
will first examine how power is organized and cgstaalized within the EVE
community. These emergent gameplay mechanics ketdoagrounding for how the
CSM works around this lack of official power. Taethority conferred by these methods
and how they are understood within cultural skeégricof democratic processes is

examined in Chapter IV.

Power Centers within EVE Online

According to the official wiki, the ultimate goaf EVE Online “is power. It can
be power over the market, military dominance, fiiahpower, or political power'®?
After a decade of game play, much of this poweoiscentrated within older alliances.
“There are established powers out there,” descrimedplayer. “There are very, very
large power blocs. There are whole businessesimstiiate responsibilities and profit
functions that have existed for yeat8®” Corporations may band together into formal
alliances that work together to control vast sexgiof space; these are generally out in
null security or 0.0 space, lawless areas in whaiporations are allowed to maintain in-
game sovereignty over their territory. Allianceayntontain thousands of individual

players working together for a common goal. The#aential power blocs are often

162 (EVElopedia 2012)
163 (Constantine 2009)
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organized around particular styles of gameplay,thede common objectives serve to
orient alliance behavior within the game’s largarratives.

“Breaking up many of those coalitions has beerdhgest player generated
content in the game,” suggested one player. “Iretigt EVE is all about war, be it
economic or military. It's not surprising that daated council for a game like EVE also

mirrors the most active content generators in traey™®*

With large amounts of
territory and resources, alliances go to greattletp protect their in-game interests.
The CSM is seen as one way to serve those intglgsitsaintaining or enhancing
gameplay mechanics that best serve an alliance®si® As such, larger alliances often
put forward a particular CSM candidate to represiesit voice to CCP. Often these
candidates are well-known members of the commuwitigre their in-game exploits give
them credibility, prestige, and depth of knowledgat will be useful in shaping the
direction of the game.

While this is not to imply that the CSM is madeargirely of large alliance
candidates, getting elected without the high degfe®ganization and coordination an
alliance can provide is sometimes difficult. Playkave tried to organize themselves
into political parties—the Rational Party and trek@& Care party that represented high
security players have been the most active—to ngrglegrees of success, taking cues

from real life politics to build voter suppdf® Other CSMs | spoke to ran as

independent candidates; one CSM was intrigued &gdmcept of a “more structured

164(Seleene 2012)

185 However, several CSMs said that these opposiritigadlinterests are set aside when there is wottiet done.
“About 95 to 98% of the things that are going otha game, you agree on all of them,” describedimfoemant. “It
is that other 2 to 5% you might have a disagreeroentFor the most part you have a chance to @tacbommon
ground.”

188 The Rational Party was previously known as thec¥aif Reason party. See (Dainze 2012). For infdomain the
Take Care party, see (Jobse 2008).
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group that would gather player feedback.” Anotmurght to spread world values into
EVE Online through the CSM’s contact with players.least one CSM member is
regarded to have scammed his way onto the counleilysfor a trip to Iceland®’ These
players considered their time on the CSM with vagyilegrees of satisfaction; however,
others were skeptical of “random bloggers, highcsee bears, people who do not really
have much of a following” running for the CS¥F

While these movements did attract players, thelpmlzomes in recruiting those
that are less connected to the grander narratitbgwhe EVE community. These
players may not read the official forums where matthe information gets
disseminated, and illustrating how political remsition affects their daily life in EVE
is less cleat®® For casual players that only log in a few houveeak, EVE is only a
game; those casual players | spoke with considiedffort required to get elected or
vote for the CSM to be taking the game too seriou$his leaves out additional
perspectives when CCP is looking for feedback endilection the game should take.

For developers, however, the fact that some E\&ygok’ voices are left out of
the CSM representation is not a huge concern.isbudsing the new voting system that
went into effect with CSM8, one developer argueat tiwvhat | want is not actually fair

representation of ALL EVE players, but of THOSE WNOTE (it follows from there

187 Originally, all elected members of the CSM wemnfh to Iceland for the summits. A recent revisiithe CSM
White Paper has changed this to a “2+5” systene thlo CSMs who received the most votes are autoaibti
selected to fly to Iceland. The other five areestdd “based on their activity on the CSM and thgpertise as it
relates to the expected topics of discussion” (@skm 2013). This is thought to help prevent C8Ms get elected
but perform no work from receiving a free trip teeland. This change will go into effect with tHeation of CSM8.
188 Care bear is the colloquial term for a pilot thitys predominantly in high security or Empire spa@hese areas
carry stronger penalties for player-versus-plagtioas, and are policed by CONCORD. This makeh kg a
relatively safer place to exist for those that db enjoy PvP, though no area in EVE is truly safe.

189 The Take Care party had an in-game chat chanmalounaffiliated players connect and chat witresentatives.
This helped to allow representatives to undersissuks that were of concern to high sec players.
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that the more people that vote, the better reptatien we get.)*”® In keeping with
EVE’s sandbox design which places few restrictionglayer action, he also argued that
if “large numbers of people organize themselvesy thill get better results than those
who do not.*"* As one developer would tell me, the democrachiwiEVE is kept “as
Eve-ish as possible,” and no actions are forbiddeaattain seats on the CSM. The CSM
becomes another tool which may be sought if plagiessre it. Those power blocs that
are able to organize and seek the CSM as a wag shagame in their favorable are
welcome to do so.

According to one informant, the “CSM tends to ohfve player focus when the
blocs pay attention to it.” As the large powerdsarive EVE’s emergent game play, so
too does the CSM provide a venue for those poweauhycs. In EVE, power comes to
those that can command action and results, andtamaihat power across alliances of
thousands of individuals. A seat on the CSM waddm to be a logical choice. Larger
alliances have more at stake as they have gresgeunces to protect, and shaping
gameplay mechanics could ensure profitable outcorttesay be a beneficial strategy to
encourage stagnation of gameplay mechanics, diiese tmechanics are what brought
about their rise to power in the first placé.Such charges have indeed been leveled at
the CSM; as one pilot angrily described, the “CSA8 ho problem with lack of

gameplay, as long as it furthers their own go&f3.”

170 (cCcP Xhagen 2012)
171 (cCP Xhagen 2012)
172 (Edelman 2001:71)
173 (Jade 2012)
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The Power of Persuasion

However, the CSM does not have power to enforce ©GRake changes desired
by the player base, regardless of the size ofdHeative interest’* Up until the
structural changes that were implemented with CSkCSM was run under a
parliamentary paradigm. As one informant wouldicglly describe, “They have these
meetings. They vote on proposals from the Asserdalysection on the forums, and
then that gets added to a bucket list that CCPregm0 If there is only an “intrinsic
source of power” in the CSM, as another source vsuggest, then what is gained by a
seat on the CSM? What does the CSM offer to laliggnces that battle over the small
number of seats?

Without formal power to command such changes, tB¥@volved different
methods to work around these challenges. When G8lMsbout the power they have,
they speak about access. Describes Hans Jagenblitz

We can’t force CCP to do anything. We don't havel [ppwer. We don't
“manage” the players, and we don't “manage” CCP&ssaging... But
we do have an audience with CCP, and we providrudience for player
concerns.Influenceis our greatest asset, ainés earned, not grantet®
The ability to persuade CCP development staff b&sotine primary way in which the
CSM can work around the constraints placed by tBM& framework. The CSM is now

referred to as a “conduit between CCP and the EYIEN® player base,” and a Skype

channel allows for “constant deliberation” betweevelopers and CSM

174 One could make the argument that the lack of Apmaer is the reason why in-game political rivedriare set aside
once the real work begins, since the stakes arerlovs one informant would quip, running for CSéfninded him

‘of the Henry Kissinger quote, ‘University politiese vicious precisely because the stakes are alb.’siHowever,
many CSMs also talked to me about the disconnauateem political elections and the occasionallydedinature of
game development. This no doubt plays a role s we

17 Emphasis in the original. See (Jagerblitzen 2013)
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representativeS° This has been further enhanced by making the @Skakeholder in
the design process, which allows for access witldar variety of actors within the
development staff’”’” As CSM7 Chairman Seleene would describe of taleesiolder
status, “if the CSM itself doesn’t have any realvpoor sway or ability to interact with
CCP closer than it has in the past, then noneatfitlas going to matter-*

Persuasion has a long been a part of EVE’s pdltngchinations. When the rise
and fall of large corporations drives EVE’s emetggame play, confidence tricks and
espionage are some of the most common ways toesgineir downfall. Both of these
rely on the ability of an individual to influencadpersuade others that they are who they
claim to be. “Trust is the most valuable commodit{EVE, because it is literally
priceless,” describes one playét.“You are taking a chance when you trust somebpne i
EVE...in that you have to be prepared on that tregsidbetrayed.” Convincing others
that you are trustworthy enough to be given act@essrporation secrets, your operations
are legitimate, your information is credible is aly@ a gamble. The deeper that you
allow other people into your corporation, the maceess they have to the operations,
fortunes, and resources; the further you trustretivith access, the greater the
opportunity for a betrayal.

Many examples of such betrayals have passed int®|Eyend. For example, the
assassination of Mirial, the CEO of Ubiqua Serapbk ten months to set up, and
resulted in the seizure of assets of $16,500 UShadrvirtual goods®® The

assassination was carried out by the Guiding HawbSClub, one of EVE’s most

176 (McDermott 2012)

177 within CCP’s development methodology, stakehol@eesconsulted to help shape the course of product
development. The push for stakeholder statusheililiscussed in detail in Chapter IV.

178 (Council of Stellar Management 2013)

179 (Reiisha 2011)

180 (Francis 2008)
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notorious mercenary corporations. Mirial was padsd to fly a Navy Apocalypse,

worth billions of ISK, into remote space, and wasurn assassinated by her closest
lieutenant; the only prize that the client requéstas Mirial's frozen corpse, and the rest
of the take was kept by the Guiding Hand SociabCfti In another of EVE’s famous
scandals, a simple Ponzi scheme run by Eddie LarapdrMordor Exuel netted
$51,677.50 US worth of ISK? These types of treachery have become a routin@par
daily life.

Persuasion within EVE can also be used to invotherocorporations and players
within the emergent gameplay. “It's a single servEhat'’s the big thing. It's a shared
universe,” described CSM1 Chairman Jade Constantine

We are playing space games. We play imaginary ctexsain a far future
setting, but the imagery in this game is very ridhyou can somehow tie
your own political struggles into that mythologguwcan get a very
impressive competitive advantage... [Our corporatias] able to sell the
mythology of conflict to the broader server by gspublic relations, by
involving third party corporations, and just by nrakit an exciting
fight.®3
Since all of EVE exists within the same virtual spdarger conflicts can involve all of
the players within the game. A large war affebtsgupply and demand of resources and

technology, allows for war profiteering, involvesde numbers of people, and can

perhaps allow for other smaller corporations taeéerritory while attentions are

181 When a player’s ship is destroyed, the pilot mayenthe opportunity to flee by an escape pod. kewenemy
players may choose to destroy the pilot's capstitds practice is known as podding. While the gone itself
describes that pilots are immortal and upon dedtiwake up in a newly cloned body, the actual gées for pod
death may be severe. A clone must be kept currightiae player’'s number of skill points, which ieva players gain
access to new abilities. Should a player notuseeat on their clone, they lose a percentageaif gkill points upon
pod death. As skills train in real time, one &, this may set a player back months of realtlihe. In practice,
podding is looked as adding insult to injury. Wlseplayer is podded, their body is ejected intasmnd freezes.
These space-frozen corpses may then be sold amuatpt as trophies, etc.

182 (Drain 2011a)

183 (Constantine 2009)
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directed elsewhere. By selling a convincing actocorporations can persuade others to
rally to their cause, rise against them, or evéiusi the conflict altogether.

“A lot of the game revolves around propaganda &edskillful deployment of
that propaganda. Controlling the narrative” caralpowerful advantage, describes
CSM6 Chairman The Mittartf* The power to frame the interpretation of publiemts
is part of what drives EVE’s politics. Public ofn is a social construction, and
opinions are framed by the “interpretations of thego can most consistently get their
claims and manufactured cues publicized widéfy.’Because of EVE’s single server,
the ability to shape that discussion can changedhese of events for EVE’s entire
population. Getting your alliance’s version of etgepublicized is crucial to shaping
outcomes in your favor; alternatively, restrictisigcussion on an issue can be similarly
powerful.

According to Cialdini, relying on such social cipsovides a convenient shortcut
for determining how to behave but, at the same,tmakes one who uses the shortcut
vulnerable to profiteers who lie in wait alongfisth.”®® These profiteers are those who
best know how to use players’ reliance on sochalydated truths, and the specific areas
social cues that might be influenced for greatfste This helps to illustrated some of

the cultural skepticism of democratic process gaasists in EVE; the greater input and

184 (The Mittani 2009b)

185 (Edelman 2001: 53)

188 (Cialdini 1993:116). One of the two books on harbahavior often passed around EVE pilots, Cialslini
Influence: The Weapons of Persuasi®igovers the deliberate social cues that candrépulated to persuade another.
Written for a popular audience, Cialdini outlinés grinciples of persuasion: reciprocation, comn@trnand
consistency, social proof, liking, authority, arwdusity. However, behavior is not always rationalso widely shared,
Ariely’s Predictably Irrationatliscusses why humans act counter to their bessteisits. Ariely argues that these
counterintuitive choices tend to fall in predicelplatterns. Both can be applied to situationsahaé in EVE:
commanding authority from a corporation, the petiogpof scarcity to scam a pilot out of their IS#ecisions made in
the heat of battle, etc. See (Cialdini 1993; Ari2008).
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transparency involved in the mechanisms and gowemaf an institution, the more
obvious the weaknesses in that system become.

“This is the sort of game where you have to brimgrgthing that you can to a
conflict or engagement or situation,” describes Whitani. “If you are holding yourself
back you might be that guy who has a lot of e-hphot you will still be a loser and e-
honor is a cold comfort®” While this comment relates to the necessity pfamge, the
point applies more broadly to the political machios of EVE. Those alliances and
corporations that are the most effective, respected feared are those that bring all tools
to the table in any given situation. Effectivedesship uses all available methods to
deliver results, and the ability to persuade othensse those skills is what makes EVE
leaders truly powerful.

It is important to remember that there is no moaale or rules built into EVE’s
cultural landscape. “The only rules that are tlaeethose that can be broken,” described
The Mittani’®® In keeping with EVE’s sandbox universe, the dithits are those
players place on themselves. Actions that are wéhtn the confines of the game are
seen as morally neutral, and it is only when théhows begin to blur the boundaries
between the game world and the real that they beaprastionabl&®® According to the
developers | spoke with, this is a conscious designce. Described one developer, if
EVE relied on real world rules to govern the bebawithin it:

...you no longer have a different experience whengare into it. What

is a virtual universe other than a different exgece for you to have?
What would be enticing about our universe to conte?

187 (The Mittani 2009b)

188 (The Mittani 2009b)

189 (Mildenberger 2013). Examples of actions thassrihis boundary might include forum and accounkimg, real
money trading or gambling, or actions carried authie real world. Allegations of incidents thabss that line—such
as cutting the power to a person’s real life rasi@efor in-game gains or threatening to assaudtileance leader at
Fanfest—can and do occur in EVE. See (The Mit2@@9a; Augustine 2012).
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The ability of the CSM to influence developerddalirectly into that ambiguous
area between the real world and the virtual. Waiteue separation between the real and
the virtual in practice does not exist, the CSMxpected to abide by the cultural
expectations of both realM® While is crucial for CSM representatives to bkeab
find common ground with the development teams iriportant to understand “that
player perspective and [developer] perspectivavapevery different things..The CSM
has to reconcile both points of vieW’* CSM representatives are elected with the
expressed purpose of representing player concandspperate from this perspective first
and foremost when dealing with CCP developersEXE players first, players operate
within a framework that operates under differerituzal norms; as smart battle strategy,
players bring all available tools to any given egegaent. Should a CSM fail to deliver
results or fail to lobby CCP using all availablethwals, the CSM is again called a
marketing ploy within the public discourse. Foample, one player cynically described
the CSM'’s history to me as:

...bullshit PR tool, and then bull shit PR tool firalgun and a weak point.
Oh god. Oh god. And then they dropped the gunitagoes back to being
a bullshit PR tool.

While not all players would describe the CSM ashsits effectiveness is judged

by EVE'’s cultural ideas to command results thropglsuasion at points of vulnerability.

Should this persuasion be insufficient to alter GQjdurse and the situation develop into

a full-fledged crisis, then the CSM becomes an awere important in representing

199 The jdea that the real world and the virtual wantd separate traces back to Huizinga’s concegpieaiagic circle.
Huizinga argues that there is a fixed, impermebblendary between the game and the real world tloatsait to
operate apart from the rules and norms that govermal behavior (Huizinga 1955). However, curmistussion
among game scholars shows that this concept isgdsaction within the academic community. Seenf@ierman
2012).

191 (Council of Stellar Management 2011:14)
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player interests in extreme times that are more 'tkEVE’s constant uncertainty. While
this same player would go on to suggest that tiveepto force CCP to change comes
from the media, | would argue that the CSM’s grslasérength is in its representatives
acting in ways that truly embody the cultural temtles of EVE's player bas€”?

Effective CSMs are expected to act like allian@lkrs and navigate that crisis in true

EVE fashion: it is time to go to wat>

Case Study: CSM6 and the Methods of InfluEfice

Consistent with the attitude to bring all toolsatoonflict is the CSM’s
willingness to take real life considerations irfteit calculus when deciding how to
influence CCP. The “weak point” described by thea player was not virtual, but one
tied to the particular cultural and historical marng which CCP found themselves
during the term of CSM6. The ability and willinggseto use weaknesses beyond the
virtual into the real world is part of why CSMé6resgarded as one of the most successful
since its inception; the players involved acteevas expected of alliance leaders under
constant threat. According to CEO Hilmar Péturssescribes, “Ultimately democracies
were either from monarchs that built a parliamerit was people revolting to build a
parliament. 1 think these institutions were bout of dictatorship or they were disrupted

from dictatorships, and | would say we are giving power back before it is takel?™

192 This does not imply these behaviors confer theesegitimacy for those at CCP. Describes Hansrbéigen:
“...regardless of how that influence is obtairiedan also be lost in a heartbeat through the exgntative’s behavior
— whether through gross misconduct, violation aflegal responsibilities, or even something asleux trying to
wage war against CCP during a time they are gehuingng to be cooperative” (Jagerblitzen 2018)pr the purposes
of this paper, however, it is the legitimacy ttatonferred by EVE’s player base that is important.

193 (Zirse 2011)

194 This analysis borrows heavily from The Mittanil®d post “69: Memento Mori” (2012). As the Chainmef
CSM6, he experienced these events first hand.obbervations are consistent other sources, andnfitmation |
obtained through interviews. | have no reasomotahtithe veracity of the claims made in this agticlespite The
Mittani’s reputation as EVE’s resident Spymaster.

195 (van Nes & Wolting 2009)
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From the perspective of the players, CSM6 provi@@doment when it seemed possible
for the CSM to take a measure of real power backetralf of the players.

As a way to illustrate how the CSM can influenceRCCwill examine the
methods used by CSM6 to influence CCP to hear playecerns®® While | did not find
universal acceptance of CSM6’s methods, most opldwgers | spoke to indicated it had
been the most productive council regardless of ty@hion on the manner in which
those results were achieved. The extreme meatak&s over the course of CSM6 are
not the only road to power. CSM7 has taken theensonservative approach of
codifying and institutionalizing the connectiongween CCP and the CSM through their
stakeholder position. These will be discussedhapfer IV. However, a different sense
of authority is conferred by a community skepticitesults not immediately delivered,
transparent process that leaves institutions apattack, and the accountability of
numerous individuals. For our purposes, CSM6 setodnighlight the ability of a CSM

to command results, despite a lack of official powe

The Incarna Expansion and the Summer of Rage

The summer of 2011 proved to be a watershed moméeatms of
communication with CCP. In what was dubbed theriger of Rage” by players,
internal CCP documents were leaked to the pubditdktailed company discussions over
the implementation of microtransactions. Microgactions refer to the sale of in-game
virtual goods; ccording to the CSM, CCP had be@p@rng to institute

microtransactions as part of its upcoming Incarcqazaasion.

19 This does not mean that earlier iterations of@8# were ineffective. The concept has evolvedtyréathe five
years since its inception. However my fieldworkKkglace between April and November 2012, justra@®M6 had
left office. Therefore these two CSMs loomed largthe memory of the community and were the suljjémany
hours of discussion.
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The Incarna expansion had been five years in dpuedat and had been heavily
marketed to the player base. The new expansiomapity focused on vanity content,
rather than generating new forms of game play. ityaontent provides social prestige
rather than offering benefits to game play. Céntréhis approach was the introduction
of avatars; avatars are graphical representatibtieaiser within a game universe.
Unlike most MMOs, EVE did not feature avatars. téasl, a player’s ship was the
representation within the game universe. EVE’s h&hly-customizable avatars and a
new environment, the Captain’s Quarters, for thetag to explore led to the expansion
being nicknamed “Walking in Stations” by the plapase. However when EVE'’s
primary focus had always been “Flying in Spacegstihcosmetic upgrades were seen by
the player base as nothing more than a vehicleofsell the new vanity content through
microtransactions, while increasing demands on cttermraphics hardwaré’

Moreover, there was a large discrepancy over tioe points of the introduced
items. A monocle for one’s avatar—which could onéy/seen by others over forum
profile pictures—could be purchased for the surgf US'*® These were a hard sell to
players that had up until recently had no virtuadiles at all.

The leaked company newsletter carried an artididlesh“Greed is Good?”,
which proposed to expand the microtransaction mtwd#te rest of the game; players
could possibly spend real world money for a contjetiedge in combdf® For EVE
players that invest tremendous amounts of timeedfiodt to train their combat skills,
build alliances and corporations, and amass poneresources, being able to buy a

competitive advantage circumvents that investmeéiot. players drawn to EVE’s

197 (Drain 2011c)
198 (Daniel 2011)
199 (Drain 2011c)
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spaceship combat and the ability to take partendhger emergent adventures through
effort, CCP was moving farther and farther awayrfnwhat players felt to be the core of
EVE’s gameplay.

While many of these features would normally hagerbprevented by the CSM’s
oversight, the CSM had been increasingly left duhe process. At their winter summit,
CSMS5 had raised significant concerns over the slhagna was taking. These concerns
went unaddressed, leading CSM5 to issue an opten fetthe community detailing the
growing rift between the CSM and CE®. This took place at the end of CSM5,
immediately before Fanfest, where the results d¥i€'S election would be announced.
Due to increased community ire and in-game protéstsdecision was made to fly the
newly-elected CSM6 to Iceland for an emergency siinAacording to one informant,
telling the developers that the combination of wi@nsactions, vanity content, and
avatars was not what the player base wanted weswie were telling children that there
was no Santa Claus.”

Elected as the apprehensions about Incarna wgrereg to emerge, CSM6 was
a fundamentally different kind of CSM in compositiand demeanor. By the time
stakeholder status became codified in CSM5, manlgetandidates on the CSM were
career politicians with less experience in null. skl security or 0.0 spaces are lawless
areas outside of the purview of the NPC policedorthese spaces are the source for
some of EVE’s most active player-driven contenthefW CCP began to look at changing
game mechanics that governed EVE’s most compediamgeplay, CSM members did not

have experience to adequately advise CCP on howotnenunity would react to such

200 (Mynxee 2011)
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changes?® For example, jump bridges allow travel betweea starbases; this can
facilitate safe, fast travel in dangerous territangl are seen as an integral part of life in
null sec. CCP had proposed to change the mechiaelesd jump bridges; changing the
way that fundamental piece of technology works glearhow major alliances exist
within that territory?®? Without experience in those spaces, the CSM'sestigms did

not offer practical solutions from the communitpaint of view. According to one
source, “the CSM was no longer merely unhelpfuliad become an active detriment to
the game.”

Thus the stronger player alliances banded togéthtaike control of the council;
those elected tended to be those with strong palities and experienced leadership
within the stronger alliances. “We decided frony dae...We are going to run this like
we run things in the game,” described Seleene dfi€&nd CSM7, “and the results
speak for themselved® For much of the null sec community, the new C3M6
already demonstrated its ability to deliver restdtthe player base through time served.
It was the interest of the core null sec alliantes/e the shift in public opinion. “It was
purely the power blocs, and that’s all. Its peapik not shift unless they are led in a
particular way,” described one informant.

With the controversy that surrounded the Incaet@ase, the CSM6 behaved
much like a 0.0 alliance under wartime conditiofifie swift decision-making approach
that served CSM6’s member within their alliances &pplied to the council. Voting on
user-submitted forum posts was abolished. Feedibackplayers was primarily through

direct EVE mail, in addition to more informal chatger third-party applications such as

201 (Jarjadian 2011)
202(CCP Soundwave 2011)
203 (Seleene 2013)
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Jabber, Skype, or Mumbf& Weekly meetings were forgone in favor of constant
communication over a Skype channel with the deakpWhile the channel is
admittedly not entirely business, “a lot of thirggpen over the Skype channel that sort
of elude a formal procesé”® This more informal approach allows ideas to hehgid
directly to the developers who can make that hapeher than going through official
channels.
CSM6 also worked to close their functioning froobpc view rather than to
make their methods transparent. A united front prasented to the public, and any
dissent was hidden behind official statements ftloexCSM. According to one
informant, the Chairman was:
...basically puppeteering the rest of the CSM. Ne gpoke unless it was
through his mouth. Nothing was transparent. Ne kmew what the other
CSM members were thinking, because everythingdhiate out was “The
CSM thinks this,” and “The CSM thinks that.”
The alliances of the respective CSMs were useddpggate these messages throughout
the community, lending an air of legitimacy for maens who trusted their leaders
implicitly. These tactics were so effective thatarding to one informant:
...living in the shadow of CSM6, which had the indldel message
machine of [the Chairman and his alliance] andllabfawn crisis to use it
on, it is a bit difficult. A common complaint iedt “The CSM isn’t doing
anything” or “The CSM is silent.”
These unified ideological messages tapped intauharal expectations EVE players had
for leadership; strong unified messages helpedigegplayer understanding for what

they could expect from the CSM as their advocat€XCGP. These ideological messages

often focused on results. As one source descridese we had an accomplishment we

204 Jabber and Skype facilitate voice, text, or videmmunication. Mumble allows players to commurdaater voice
and text chat. Mumble also offers encryption, \mHeeps corporations’ communications secure.
205 (Crowd Control Productions 2012b)
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would raise it up in front of everyone and the nagdiEven though the methods of
achieving these outcomes were not open to publidiey, by presenting such
propagandistic tales of their accomplishments cdule the discourse in which they
were talked about in the community and in the ggnmedia. “We must take stern
control of the narrative there to ensure that thdplosters in [the official forums] are not

heeded by anyone of consequence,” described operpfa

A Moment of Cultural Weakness

To understand the true effect of media leveragbigaimoment, it is necessary to
understand the other culture which shapes both Gwlkhe and CCP: Iceland. As EVE
Online’s culture is embedded within the technolagfcamework of CCP, so too is CCP
embedded within its home country of Iceland. WiHtile primary focus of this paper is
not a comparison of EVE and Icelandic cultures rdtationship between the two comes
into play through CCP as a company. The cultunailarities seep in through the
manner in which EVE is constructed, and EVE ha®hislly been designed and
managed by largely Icelandic st&ff. The Summer of Rage that culminated in the lay

off 20% of CCP staff worldwide staff does not halveir antecedents solely in the divide

206 The Mittani, quoted by (Jarjadian 2011).

207 There are many more parallels between EVE culintethat of ancient Iceland than can be discusses Hor
example, ancient Iceland was characterized bylkadficentralized executive power. Should a pagyonged, it
was up to the individual to pursue the matter anfdree penalty (Karlsson 2000). Penalties wereegaly either
monetary or outlawry. Argues Byock, a “dependemt®utlawry exempted Iceland from the need to raird
policing body to oversee the imposition of corpgrahishment, execution, or incarceration” (1988:28)person
could be declared an outlaw for a period of thregry {jorbaugsgardy or indefinitely 6kdggangy. Byock further
describes that a full outlaw was “denied all assise in Iceland; he was not to be harbored by amywer could he be
helped out of the country. In effect, this punigminwas tantamount to a death sentence, $gbggangrcould be
killed with impunity” (1988:29). This bears manyrslarities to the system of kill rights in EVE. \MhEVE does
maintain an NPC police force, performing an achg@gression on you or your property in high secugjitsice (or your
capsule in low security space) will generate arigiht (EVElopedia 2013). Once activated, you rpaysue and Kill
the party with impunity and with full sanction ofdBICORD. These rights may be sold to other playtais;makes
traveling in space tremendously more difficult.ll Kights are active for 30 days within the ganiéis is only one
such similarity. While many players jokingly debed EVE as “Spreadsheets in Space” due to the ahadunath, |
often countered it was more like “Iceland in Spade to significant cultural similarities.
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that grew between CCP and its player base. hissunique situation which allowed
CSM6 to press its advantage.

The unique circumstances in Iceland that preced®d@&s election in March
2011 have become well known. After an incredibipamsion of its banking system,
Iceland’s three largest banks collapsed in latéeSeper 2008. According to Lewis,
“The exact dollar amount of Iceland’s financial é@las essentially unknowable, as it
depended on the value of the generally stablerndatakrona, which had also crashed
and was removed from the market by the Icelandiegunent.?®® The estimated $100
billion dollars in losses were borne largely byldeal’s population of 300,000, which
translated into roughly $330,000 for each citiZ&n.

Analysis of the financial collapse is one thatiéeply intertwined with Icelandic
culture and history itself. Until quite recentiguch of Iceland’s economy has been
based on its rich fishing industry. However, atieseveral years of variable fishing
yields, the government privatized their fishingustty. In 1984, the individual
transferable quota was instituted; fishing quotasevallotted to fisherman based on
historical yield?® While this meant a “serious restriction of freegbit created a
system of sustainable wealth that could be tradedpwed against, or sofd® As Lewis
describes, “The new wealth transformed Iceland—tantked it from the backwater it had

been for 1,100 years to the place that spawnekBfdf This newfound freedom from

traditional occupations of fishing or aluminum stimg allowed Icelanders the ability to

208 (| ewis 2009:2). This piece is often shared amB¥ pilots as a primer to Icelandic culture, asaywo explain
some of the hubris that is seen by CCP developstafit

209 (Lewis 2009:2). Note that EVE's current serveppiation has broken 500,000 accounts, a possitfldR0 more
virtual citizen than the real world country whickaimtains it (Drain 2013).

219 (palsson & Helgason 1995)

211 (Karlsson 2000:360; Lewis 2009)

212 (Lewis 2009:14). Bjork Gudmundsdéttir, more conmiycknown as Bjork, is a popular Icelandic singer-
songwriter.
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become highly educated population. However, thveg a problem. As Lewis

describes:
Back away from the Icelandic economy and you caelp but notice
something really strange about it: the people ltaMévated themselves to
the point where they are unsuited for the work lakée to them. All these
exquisitely schooled, sophisticated people, eachearry one of whom
feels special, are presented with two mainly hégndays to earn a living:
trawler fishing and aluminum smelting... At the dawfrthe 21st century,
Icelanders were still waiting for some task morieslito their filigreed
minds to turn up inside their economy so they maghit. Enter
investment banking*®

This new period of prosperity was regarded, in,msticelanders finally getting

the recognition from the outside world that it Heeen long due. The period of intense

financial expansion has been referred to as thev'Miking” period because “the dozen

businessmen behind the growth have been likendeetwikings given their attitude for

conquest?'* These tales of Iceland’s newfound financial seses became part of the

myth that the insular country told itself:
The old Vikings were not just marauding pirates—ythere
modernizers... The New Vikings, Iceland’s advancerduantrepreneurs,
were also concerned with global influence, intelige, and profit...[and]
contributed to a new national self-regatd.

This sense of newfound ethnic pride is, in partatdontributed to its downfatf® An

insular population that has been historically selfant, they began educating former

fisherman at the University of Iceland, in esseeeehing themselves the art of

213 (Lewis 2009:15)

214 (Chartier 2010:11)

215 (Boyes 2009:10)

218 This pride is bound up in a sense of ethnic sopigyj and should not be mistaken for nationalishs. Karlsson
argues, Icelanders developed a clear ethnic igamtich earlier than a national identity (2000:19®11 While
Iceland developed a national identity, this strongnection to cultural roots seen through the fadilaSagas is how
Icelanders primarily connect to their ethnic idgntiThis separation of ethnicity from nationalitgn be seen
throughout the dialogues on the financial criSife myth of Iceland as “the essence of Cool, aessfal nation where
people couldn’t stop partying” became more aboetltielandic temperament than about a strong fim&seictor
(Boyes 2009:2). This can also be seen in themasimn of Iceland’s coalition government citing gsares of the
financial crisis; the government simply resigned amew government was elected (Ministry for Fareddfairs
2009).
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investment from Icelanders that had been educatedeas’’ Icelanders speculated
using their own currency; as one former banker mlasd, “borrow yen at 3 percent, use
them to buy Icelandic kronur, and then invest thaseur at 16 percent*® They
“created fake capital by trading assets amongstskéves at inflated values,” described
one hedge-fund manag@f. This was then reinvested in status purchasebasidesses
abroad, such as a well-known toy company or Lorfdotball tean??® Financial advice
that suggested Iceland’s new strategies would prssevent went unheeded as it came
from non-Icelanders.

When the bubble burst in late September 2008 esldrid’s three largest banks—
Landsbankinn, Kaupping, and Glitnir—were nationatizunemployment rose from
under 2% to 10% sparking widespread protests ouatcy not accustomed to political
discontent? For CCP, however, it was relatively businessaamlj EVE's reliance on a
global customer base kept CCP immune from muche&tonomic turbulence seen by
other Icelandic businesses. Described CEO HilnéturBson:

The effects of this manmade financial storm havéceiand pretty hard,
but don't worry about us. Icelanders are sturdytandcious by nature.
There will still be fun times in Reykjavik regardke Tough times never
last, tough people do. Iceland is full of tough plepthe rest died off
centuries ago. While the world's bank bubble defighopefully in a more
orderly fashion than we have seen so far), we &e@CP focus on our
own economy.we are now quite focused on strengthening the valies
propositions of EVE Onliné?

Insulated from the crisis by the diversity of itsstomer base, CCP became one of a

handful of businesses still delivering profitabigerts. In 2010, CCP received the

217 (Lewis 2009)

218 Quoted in (Lewis 2009:15)
219 Quoted in (Lewis 2009:8)
220 (Scott 2009; Booth 2012)
221 (Boyes 2009:187)

222 (CCP Hellmar 2008)
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President of Iceland's Export Award for “for remalole contribution to export trade and
the procurement of foreign currency for the Icelaridation.”?*® As The Mittani
suggests, “One could jest that post-crisis Icelaasifour export products—fish,
aluminium, Bjork fic], and internet spaceships—and be alarmingly aterifd
Whatever the company rhetoric, the similarity betwéhe behaviors of Iceland’s
financiers and the stewards of CCP is striking2006, CCP acquired White Wolf
Publishing, a financially-struggling company theade tabletop roleplaying games such
asWorld of Darknes$? The reaction from the pen-and-paper RPG commuvaty that
of confusion; with no real connection to virtual MM, the takeover of a small company
that produced niche tabletop games that were bastgrime seemed strangf@. CCP
began developing two additional gam@orld of DarknesandDUST514. There was
little conceptual overlap between the three ganvbg;h would stretch development
resources thin. However due in part to its comtthsuccess through the Icelandic
financial crisis, the company was convinced it doathieve “three impossible things at
the same time?®’ Impossible things were, after all, what CCP digttaccording to their

literature. As one player describes:

228(Crowd Control Productions 2012a)

224 (The Mittani 2012)

225 (Carless 2006)

226 (The Mittani 2012; RPGPundit 2006). Of the mampgits | discussed over the course of my fieldwdik, state of
White Wolf publishing was one of the more contreial: Like other Icelandic investors that boughiggling
companies in unfamiliar industries and dictatedrtiranagement, CCP scaled back production at ttantst-based
company. It became, according CCP marketing affggan S. Dancy, only an “imprint... White Wolf ukt® have a
fairly large staff. It doesn't anymore. It's foaugiprimarily on the World of Darkness RPG produltts.not doing
some of the things it used to do; board games #ret card games and things. The focus of the coynfi2@P] is on
making MMOs and our legacy table top businesdégacy business” (Nutt 2009). When the Incarnaried CEO
Hilmar Pétursson to reframe company focus back\ég, EheWorld of DarknessMMORPG was one of the first
targeted; of the 20% of CCP staff that was laid wfny were from the Atlanta office working World of Darkness
(Drain 2011b; Orland 2011). While the writers loé toriginal White Wolf games have since formed ORgth
Publishing and purchased the rights to some of fireducts from CCP, the state of the World of Deds MMORPG
is as yet unclear (RPGG News 2012). This is wéhine informant to implore me to “Give CCP hetl Wghite
Wolf!!”

22T CEO Hilmar Pétursson, quoted in (Nutt 2011)
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CCP is known for the daring potential of EVE and travails of trying to
bring that potential into actuality; eyebrows weaiessed when CCP
proclaimed themselves to be icons of ‘Excellené¢hile expansions
dropped features midstream, CCP proclaimed thdityato ‘Deliver.’ *?®
CCP developers began to tell each other how am&Aiitjs new content would be,
regardless of the fact that it moved farther amthé& away from the spaceship combat
that had made EVE a success. When the CSM5 rejeated the Incarna expansion,
which was more about avatar development than gapeiplose complaints went
unheeded by the CCP staff.
While one could suggest CCP’s growing isolationismeflective of every game
company’s faith in their creations, | argue that particular historical and cultural
circumstances contributed to CCP’s self-admittelorisd®® For example, the parallels
between the tendency to purchase status itemdeellind’s new wealth and the
“Walking in Stations” content developed for Inca@ara striking. Describes Lewis:
...when [Icelanders] lent money they didn’t simplgiféiate enterprise but
bankrolled friends and family, so that they mighyand own things, like
real investment bankers: Beverly Hills condos, iBhitsoccer teams and
department stores, Danish airlines and media corepaNorwegian
banks, Indian power plants’

While the real Icelanders purchased homes andotamsreasing value, the newly-

created avatars of New Eden also needed status.it&mong the vanity items released

during Incarna was virtual clothing designed byd\acFormichetti, the fashion director

228 (The Mittani 2012)

22 5ee (CCP Hellmar 2011). As CEO Hilmar Péturssestdbes in a letter to EVE's players, “my zealgashing
EVE to her true potential made me lose sight ofgdhe simple things right. | was impatient whesihnbuld have been
cautious, defiant when | should have been conoilygand arrogant when | should have been humble me3dere
along the way, | began taking success for gramtschubris set in, | became less inclined to ligtepleas for caution.
Red flags raised by very smart people both at Q@Prathe community went unheeded because of nipbstu
refusal to allow adversity to gain purchase ongans...| was wrong and | admit it” (CCP Hellmar 2D11

20 (| ewis: 2009:7)
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of Lady Gag&>! Likening designer virtual pants to real worldtbiag that might retail
for $1000, CCP Senior Producer Arnar Hrafn Gylfaasked the players:
Why would you want to wear a pair of $1,000 jeat&myou can get
perfectly similar jeans for under $50? What do offeople think about
you when they see you wearing them? For some yiblook like the sad
culmination of vainness while others will admireuyand think you are the
coolest thing since sliced bread.
The case could be made that the sense of codBifetson referred to was Icelanders’
new identity as “the essence of Cool, a successttibn where people couldn’t stop
partying,” rather than something reflective of Evilture at alf*

When the reaction of the player base to the Inceoméent and the leaked
microtransactions documents proved to be as inagnds CSM5 had warned, the
newly-elected CSM6 was flown to Iceland for an egeacy summit with CCP
developers. After days of negotiations, CCP aed3BM6 reached an accord.
Described as a “wall of unity” that was cementesuad the singular opinion that CCP
was off course, and CCP vowed to listen to theapllpsé>* Describes one player, the
CSM:

...stepped up and became the voice of the protéistgas prepared to bite
the hand that created it even as CCP was flyingdlacil out for an
emergency summit....It appeared that CSM6 emergemoynst was an
instrumental part of the effort to talk CCP off fledge, though there was

still a gap between CCP and the CSM... And the CouwhStellar
Management came out of it looking like a major éic the gamé*

21 (Kuo 2011; McWhertor 2011)

232 (Plunkett 2011)

233 (Boyes 2009:2). Further illustration of the temgeent inside CCP can be shown through the songtHT Like
many game companies CCP has its own in-house Pamghaband. A play on words, Permaband is evocatiae
“permanent ban” within the game. Banning a plaemanently bars access from a game. Permabadgtissang,
“HTFU,” suggests that if you want to follow CCP arcourse for excellence you must “htfu,” or “hardlee fuck up”
(Permaband 2009). Released during the Icelamiimfdial crisis, the lyrics illustrate the mood witithe company:
“United we stand never ever growing weary. We cafalo'cause gravity is just a theory. We readphier than the
giants in operations. Patience soon well be cafking in stations. We're more agile than a pmsidiodging a shoe.
We need three continents for our massive crewmMktanta to Shanghai to the Icelandic nation, thy@ur hands up
for World Domination!” (Permaband 2009).

24 (Crowd Control Productions 2011b)

25 (Arcturus 2012)
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The community’s awareness and perception of the G&Wigrown, and their ability to
deliver results on behalf of the player base asstiagany earlier doubts of the CSM’s
legitimacy.

However, there was significant time between thergency summit and the
release of the next expansion, Crucible, in Nover@ab&1l. While some of the delay can
be explained by lead time necessary to for gameldpment to change course, more
was needed to persuade CCP to change their wayes: exery summit, CCP and the
CSM release minutes of the discussions that takeegb the community; generally, this
is simply a matter of course. However, CCP dewaiggontinued to tell each other how
amazing their content was as outsider, non-lcetaimghut did not carry the same
weight?3® When reviewing the minutes, CCP staff tried tein some of their marketing
words into the minutes. At this point, CCP despdyateeded the buy in of the player
base, and the CSM'’s word that CCP could “Delivétk€ellence” would do much to turn
public opinion back into their favor.

The solution was simple, and the CSM refused to sf§on the altered minutes.
Described one informant:

After that as pressure mounted on [CCP] from tlegixely small number
of people who were interested in minutes—becauset®s are such a
relatively trivial thing overall—but after certaiime it stops becoming

something that a tiny interested demographseres about and starts to
become a news story.

238 One CSM representative described interacting aviparticular development team that had no reatelésiinteract
with the CSM. Forced to deal with them through mits, most of their dialogues consisted of develspelling

CSMs how awesome their content would be. The tmmed the nickname Team Awesome among the communit
The rhetoric became so repetitive that “awesomeabe used as a synonym for anything but by latél<SThis
helps to illustrate how insular opinions had becdonesome of the CCP developers, which many ofrtf@mants |
talked to paralleled with the same cultural tendesthat were highlighted in the banking crisigee $Bartlem 2011),
which references a post on a now-defunct site (2ad 2011).
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As the CSM is under standard non-disclosure agreemehe only thing that CSM
representatives could say is that they were “vatyappy with how CCP is behaving.”
As the members of CSM6 had access to a wide vasfatyedia contacts, and the denial
of interviews with the gaming media becomes a sofserious contention within the
community?®” As CCP Xhagen describes, “These things might@avial and many
people might call it a battle of semantics, butd¢betent of these minutes are far from
trivial.”#*® By the time the mounting pressure delivers theuteis much later than
desired, there is again widespread discontent artienpglayers. Describes the CSM1
Chairman Jade Constantine:

| have trouble believing there was any significaontroversy whatsoever
over the content there...The entire thing readsdis® saying the player
base is unhappy about X, Y, Z and CCP saying “olhitgd sic|] our
strategy to press on regardless and ignore ydu’ disappointing that the
emergency summit appears so meaningless in retitoape | guess it
does explain why no real changes have been declarezhths after
incarna-release...I stood there at Thingvellielshg to this company
describing us as “internet chieftains” responsiblea grand new
experiment in virtual politics as stakeholdersha virtual world of New
Eden and | thought “this is pretty loopy, but iteod loopy, its visionary
madness, itssjc] exciting and its bold.” But what | read in these
emergency minutes is not anything approaching ta@eship of respect its
[sic] simply a cash-greedy corporate buzzword addiatiding roughshod
over the opinions of the Eve player base and degitti ignore all
feedback, council, advissif] andsuggestion from the CSM
representatives’

CCP’s attempt to alter the emergency summit to sloimg more favorable to their

current development path proved to be the finavsfior many players. The move was

237 As has been previously stated, many of the reptatiees of CSM6 were representatives in largamdies. Many
of the activities of these alliances become newsest within the gaming media. This is in part du&VE'’s single
server, where events affect the entire populatifimis particular constellation of representativad developed
personal contacts within the gaming media as dtrebthese in-game activities, as well as a ldajlewing within the
player community. Being “space famous,” the wofthe CSM had a particular authority to it espdgial the eyes of
the gaming media.

238 (CCP Xhagen 2011)

29 (Constantine 2011)
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seen as yet another example of how CCP was singaigdgo do whatever they thought
was “awesome” regardless of what the player baseeadkein their virtual world.

Barely three weeks after the release of the min@eE$ lost approximately 8% of
its account volume as players unsubscribed, orufbinsd” in massé'® Unsubbing, or
cancelling a player’s paid subscription to a gaimggenerally seen as an empty threat;
time invested in building characters, communitéex] worlds can generally not be taken
with players should they choose to move to a ddfiegame. However after months of
being misled about the direction of the companynyraayers had simply had enough.
The drop in account subscriptions and mounting empdessure was enough to finally
persuade CCP to change; CEO Hilmar Pétursson egleaketter of apology to the EVE
community, stating that “I was impatient when | glibhave been cautious, defiant when
| should have been conciliatory and arrogant whemould have been humbl&?®
Admitting his fault in steering EVE awry, he pledge refocus on EVE’s core spaceship
content. As part of this refocus back to “FlyimgSpace,” and the drop in account

subscriptions, 20% of CCP’s worldwide staff wasl laff.2?

Discussion

While the players got what they wanted and the G&Med like a “major force
in the game,” the CSM'’s ability to leverage powsra institution is still an open
question for many in the communfty® The CSM undoubtedly played a very important
role in advocating for change from the point ofwief the players. Both CSM5 and

CSM6 can point to repeated attempts to advise Gfast making content that would

249 (Drain 2011b)

241 (CCP Hellmar 2011)

242 (Drain 2011b; The Mittani 2012)
243 (Arcturus 2012)
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not appeal to their core, subscribing player b&8M6 were portrayed as strong
negotiators after the emergency summit that follbee Incarna debacle. After the
controversial attempt at white-washing the emergamenmit minutes, players received
an apology from the CEO, corporate refocusing ofeB\¢ore content, and an expansion
that catered to CSM demands.

However, as several informants were quick to poutt it was not the pressure of
the CSM that caused CCP to change its courseaditihe media that spread awareness of
the growing disconnect between CCP and its plagse bwhich in turn caused a drop in
subscriber sales. Described one informant:

CCP only pays attention to the media. CCP had gghtte CSM when it
came to pressure for years, as was obvious. C2d3ssued an open
letter about Incarna [stating their disagreemeritis @CP], and precisely
who gave a fuck. The big difference was in CSMéey used these
media contacts...to be able to focus a spotlight ftleenpress on to CCP.
The press loves a good company fucks up storycesdfyein the MMO
environment. | think if CCP had not come underspuge, if there had not
been sort of a media angle, and if there had nex people actively
working to act out against what they were doinghrarna and the
monocle situation, then | think there would haverbeuch less impetus
to change within CCP.
Other CSMs have certainly interacted with the mediae CSM was created to placate
the T20 scandal, which had tremendous media cogerdje CSM itself is unusual
within MMOs, and that uniqueness leads to occadliypneaking the industry news.
Even CSM5 had released an open statement lettet #i®state of Incarna, criticizing
the lack of communication with the CSM and the appalack of planning of the

expansiorf** In a sense, the CSM has grown and evolved as@powithin the eye of

the gaming media.

244 (Mynxee 2011)
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The difference between CSM6 and other CSMs wasiilimgness to use public
discourse to leverage financial pressure again$t.Cthis leverage in turn broke through
cultural barriers that had been a significant leat® making in-game change. As the
CSM has no hard power, the power comes from sfilely the CSM'’s ability to
influence the decision-makers at CCP. Many ofplagers mentioned the Icelandic
temperament as a barrier to being heard by the SE&P this thus inhibited their ability
to lobby on behalf of the player base. Insular aften skeptical of outsiders, one
informant described it as “Icelandic group thinkét reinforced the decisions and
opinions of those within CCP. “They really do hav¥iking sense of just charge
forward and smash all impossible barriers,” desctinother source, suggesting that the
approach to change and specifically how the opioosdf the player base was seen from
the Icelandic point of view. Historically, mostihfe CCP management staff has been
Icelandic. This changed somewhat during restrugjuafter Incarna; handovers in key
positions to non-Icelanders opened up the abititydfalogue in some are&s.

To break through the traditionally insular Icelanthinking of the developers that
resisted outside opinion, the CSM turned to theiasnetiWe just cut them out of the
process entirely,” described one informant. “Wep&thour own message—i.e. we went
to the press. We did things independently, antrttemnt that they had to play along.”
The ability of CSM6 to recruit the media and sh#pedialogue is characteristic of how
propaganda plays out within EVE politics itselthiI CSM was comprised of influential
members of strong alliances, several of whom haeldped contacts with the industry

media through regular game play. Setting the sorkeshape of public discourse of the

245 5ee (Gera 2012) for an in-depth interview with ofithe non-Icelandic producers that took over gommle after
the Incarna debacle.
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player base is routinely practiced by alliancehimiEVE, and industry media proved to
be similar. As seen with threadnoughts, thosegbgthe initial tone of public
discussions gets to frame the narrative in whatexsrthey wish; in circumventing CCP,
the CSM got the ability to shape the tone, fornd eontent of the aftermath of Incarna.
The CSM’s singular interpretation of events is thedistributed by the media to the
industry and the player base.

This largely negative media coverage offered lagerthat earlier CSMs did not
have. Part of the newfound leverage was not ddydeliberate focusing of the media,
but the circumstances in which that attention veasdaged. As one of the few
companies that were left operating after the Iaitafinancial crisis, negative coverage
was a powerful motivator. Iceland’s economy hasi pegun to show signs of recovery
in 2011 when the Incarna protests took place, athw@in confidence in CCP’s products
would incur a drop in an income stream that CCP-h\t# two games in development
outside of EVE Online—and Iceland itself sorely aieg?*® As part of the refocusing,
many of the staff that were let go were outsidicefand; for examplecontent
development staff in Atlanta that was offered aichdo accept severance or move to
Iceland®*’

In these ways, CSM6 found new weapons of influgnaese against CCP to
affect desired changes. EVE’s most effective leafleng all available tools to a
conflict, as well as the willingness to use thewiithin the circumstances that surrounded
Incarna, the determination to use all of the CSM/ailable means including the media

and the large alliances to which they were conmelete to far greater results than had

248 (Carey et. al 2011)
247 (Tiann 2011)
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any previous CSM. While the success of theseegfied were in part connected with the
broader economic climate in Iceland, success sddsermined by EVE’s cultural
mentality to assess weakness, apply the approgmiassure, and do what is necessary to
deliver results. While some informants suggesteti¢ that the CSM has no power at
all—the power to enact change came from exterrialeénces such as the media—I
would argue that its true strength comes from thieice in which the council is
embedded. By allowing the CSM to operate “as Bhly] as possible,” as one
developer would describe, this enables culturamsathat pull no punches in the road to
achieving power.

These methods of influence are culturally consedichrough EVE's political
gameplay, and provide a means of working aroundifieations of the CSM model.
While these methods have not been universally adiopthe broader effect is that it
demonstrated the possibility of the CSM to exeat ohange. This, in conjunction with
other factors, is part of the new receptivity of £ the CSM. While some CSM7
members described the difficulty of living in theaslow of CSM6, the access created by
the focus on the stakeholder status provides numseypportunities for influence in the
manner of CSM6 should the situation require it CRCguarantees and provides all
council members an audience,” describes Has Jdigerhl “Its [sic] up to us and our
individual skill to make the most of that opportiyrtio influence and affecsic| real

change.®*®

248 (Jagerblitzen 2013)
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Chapter IV: Authority and Legitimacy

Introduction

“[CCP has] been talking about this stakeholdergliimce CSM4. What is this?
What is it to you? What part do we play in it?kes Seleene, the Chairman of CS/17.
The CSM was hosting one of its semi-regular towlhrhaetings. Town halls are one of
the ways that CSM representatives gain feedback the player base and answer
guestions about the direction CCP is taking oredéffit features. Hosted on EVE
University’'s Mumble server and broadcast live o®tE Radio, the audio quality
occasionally became distorted due to a large nuwibgayers listening on the server.
Players asked the CSM questions on the issueg afay over voice chat or over a
specially-created chat channel in game. It was @lgper Bowl Sunday in the United
States, and the sports-related background noidd bewccasionally heard behind the
discussion of some American players.

CSM7’s work has been driven by the need for pracednd focused on
codifying the CSM’s feedback into CCP’s internailistures. Perhaps this is
unsurprising considering that the Chairman is enearCCP developer who understands
CCP’s patrticular needs through this framework, tnglshapes CSM7’s approach to its
work.2®® This has mainly revolved around developing thé/@Sstakeholder status, a
role that was granted to the CSM at the end of CSWé&hin CCP’s development

methodology, stakeholders are consulted to helpestiee course of product

249 (Council of Stellar Management 2013)

20 The Chairman position was determined by the cantdithat received the most votes during the elect®SM7
originally had a different Chairman, who steppedd@fter comments made during Fanfest 2012. Théipo is now
determined by an internal vote. The means of setpthe officers has been one of the changes rwatiee CSM
White Paper in early 2013 was enacted during teetioh of CSM8. See (Oskarsson 2013).
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development. “That’'s what our focus has beenyb& is holding accountable for not
just using stakeholder as a pretty name,” sugd¢ats Jagerblitzen, “but actually using
us the way that they use the product owners, thketing team, the individual
developers, and actually the people that are pdteir own internal stakeholder
meetings.?®* This experiment in codifying the stakeholderssavas a way for the CSM
to “prove that we were a worthwhile contributor d@hdt we could do this without
slowing them down#?

The town hall was filled with specific questionsabthe direction CCP is taking
with particular game features, and the delegatksedaaround their non-disclosure
agreements as best they can. They talked leseelghdar game players and much more
like company representatives, though | have bepeatedly told the CSM isot like
being a junior game designer. “CCP seems to haapted the AGILE methods pretty
well to the release cycle,” suggested Issler Daifemebody that wants to be in the
CSM would really be well-served if they really hsmime familiarity with software
engineering and experienced working in an AGILEiemment.”* CCP uses a holistic
and adaptive method of development that involvepemative teamwork to develop an
idea. This is known as the scrum development ntetl@CP has adapted this process
with elements from the AGILE, which is another flde and adaptable method of
software developmert? “We call it ‘scrum, but,” described CCP Unifé&xecutive

Producer of EVE Online. “When you end up sayin,'@ell it is kind of like scrum

21 (Council of Stellar Management 2013)
252 (Council of Stellar Management 2013)
23 (Council of Stellar Management 2013)
24 (Beck et al. 2001)
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what we are doing, but,” and you kind of make laige excuses. We try to get away from
that and move ourselves to a better sort of scrgife-aombo way of doing things>®

In many other games, this type of technical talkilddikely feel out of place. In
EVE, however, there is an active conversation @Ntumble chat room about player’s
least favorite software development method, theedf@t method; this was CCP’s old
approach to EVE’s development, which was basednartinear, sequential, and less
flexible model*® “The thing about AGILE is that there really istra lot of time to stop
and think and plan...” continued Dainze. “Being ba CSM now there really isn't a sit
back for three months and talk to CCP again. Yreuweagaged real time, because they
are thinking real time and they are developing tiead.”

CSM7’s talks have been filled with a focus on Bing these processes. Their
meeting minutes have been extensive, with more dhamdred pages of transcripts and
descriptions of the on-goings of the summits wighr@lopers. Much work has been done
to build these processes where no clear guideéirissed before, and CSM7 seems to
have come a long way in laying that groundwork v@@P. “It remains to be seen if this
new planning process actually produces a bettef4eVE futures,” describes Dainze.
“We will have to hope for the best and see whaséhsew expansions look like as a
result of this change. But yes, | think CCP isipgya lot more attention to the CSM and

letting us work a lot more closely with them.”

The transition from CSM6 to CSM7 is a dramatic tsimfmethods, and not
everyone is pleased with the new direction. “Ralegalike 100 pages of completely

trivial bullshit for minutes was just drowning pdepn excess information,” described

25 (CCP Unifex & CCP Seagull 2013)
26 (Lee 2012)
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one informant. Although no politician can pleasergone, it illustrates the disconnect
between what the community considers legitimataaity and what is not. As one
informant would suggest, other than a small denmgca players “do not care about
transparency; all they are about are results.” whde functioning processes may lead
to more tangible outcomes down the line, resultsaatomplishments tend to be
concrete within EVE culture.

The change in the relationship with CCP is soméwhalogous to a shift
between different types of authority. Despiteltek of hard power to enforce the
changes they desired upon CCP, CSM6 developed pdwesgthods of influencing CCP
developers. CSM6'’s actions and negotiation witHPQ@IDring the Incarna debacle were
legitimized by the community, in part by tappingarhe same strong community
supports that got the representatives electeckifiirtgt place. Filled with influential
personalities, CSM6 could typify Weber’s charismoauthority; CSM@vas not seen as a
legitimate entity because convention demanded itteéd the CSM was still seen by
many as a public relations tool until that point-t because the community believed in
the picture of society they represented This picture is one that is shaped by the
experiences within a 0.0 alliance, which is thestgb gameplay that many players felt
was most threatened by the changes in Incarna. itAsi@bility to run the CSM like an
EVE alliance that let them successfully navigatelticarna crisis and come out looking
like “a major force in the gamé>®

The transition from CSM6 to CSM7 in part mirrorth@ changed state within

CCP. “What happens on the CSM in terms of acti@ityin public tends to be a

7 (Weber 1946¢:79)
258 (Arcturus 2012)
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reflection on how things are going with CCP attih®e,” describes Seleene, Chairman of
CSM7. “CSM6 was a reflection of what was goingabithe time. [CCP] could not tell
left from right ... They could not put out a singtéejeloper] blog without stepping on
themselves. It was just atrociouS® The more confrontational tone of CSM6 was
needed for the circumstances that surrounded lacand “that approach worked for
what was going on at the tim&® These lent themselves well to the leadershipesjies
of EVE’s major alliances. “We decided from day ori&e are going to run this like we
run things in the game,” describes Seleene, “aaddbults speak for themselves.”
The more cooperative focus of CSM7 was in parttduee change in receptivity
of CCP after CSM6. Describes Seleene, CSM7 toed t
...get the CSM into a position where we were not ssaely the rabble-
rousers, but we were seen as a more of a partperspushing the game
forward. Some people seem to have the opinionttiea€SM'’s job is
specifically to raise hell whenever things arerppening. Well, things
were happening fairly well over the past year h&y¢ wasn't a lot of
rabble to be raised. So we spent the majorithetfiime trying to make
progress®!
The fact that there was “rabble to be raised” adldUCSM7 to work on formalizing the
rules that could and should rightly govern thetrefeship between CCP and the CSM.
This could also roughly parallel Weber’s conceptraéiitional authority; as there was no
reason to manage crisis mode with the more au#ni@it tactics used by large alliances,
this allowed the deeper, more cooperative relatigsssuch as the stakeholder status to
take hold. This incorporates methods of influeimte the development process.

The key difference in this shift in authority fgat traditional authority is generally

seen as codifying those relationships that mairiteerpower and world vision that was

29 (Seleene 2013)
260 (Seleene 2013)
21 (Seleene 2013)
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posed by charismatic leaders. The CSM as a amalii major alliance leaders makes
the concept useful and relevant for players whalse€SM as a way to navigate the at-
times unstable relationship between CCP and theeplaase. However, that same
political authority is lessened for the communitlyem the relationship settles into more
“peacetime” processes. While these processesteé the authority of the CSM for
both the CSM and for CCP, the community skeptiaira “peacetime” CSM is bound
by the cultural ideas of democracy and processcibrafer a stronger sense of legitimacy

in times of crisis than without it.

Democracy and War within EVE

“Quick question, Jessica, and don't take thiswheng way, but | am curious.
You do realize what EVE Online is in terms of commity, right?”

As a standard part of the interview process, testhaith my sources an informed
consent agreement. Informed consent is usedrintpainderstand the risks that one
could face a result of participating in an acadesticly. While many types of harm that
could come to a subject do not apply within virtwalrlds, confidentiality is always a
concern. EVE thrives on secrecy. Outsiders ateémbe trusted. Asking too many
guestions brands you a spy, which can have margtimegconsequences such as being
removed from a corporation, bounties placed on®head, etc. For my purposes,
asking for information violates some measure o$é¢h&ocial norms, which are have
developed as a defense against the threat of eg@an a society that is in a constant
state of war. Therefore, confidentiality is oftesry important in these situations; while
no physical harm would likely happen, a carelesglgken about another corporation

could easily lead to an incident between allianddaterial harm—such as ships or
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territory—or loss of prestige are possible losses tould occur. But then again, as EVE
players come willingly into a player-versus-plagame environment, it might be a lot of
fun too.

I laughed, and | assured my informant that | do.

“It's kind of amusing. You are making all thesaatjfiers about how you're not
going to be a horrible person or anything elsetiiad. You know this community prides
itself on such things,” he laughed. “This will taher pleasant then, compared to the
other interviews | do.”

“I have only been playing the game for four montbsv,” | answered. “l don’t
have any way to prove that | am not a spy excepbtot to my university. [Through the
institutional review board process], they haveaethat | am somewhat more ethical
than a Nazi and | have no agenda.” | had explaihatethics reviews like the
institutional review board, or IRB, have their bistal roots in the aftermath of the
Nuremburg Trials. Normally, a player could pointheir corporate history—a list of
corporations that a character has belonged to #sceeation—that is attached to their
profile to vouch for my integrity. As a new playeny corporate history is dismally
short, another indicator that a person may not be tey claim to be. As the EVE
saying goes, “In rust we trust,” and trust is edraeer time, just as a ship accumulates
rust the more battle it se€¥. Instead, my informed consent form stands in kiscof

real-world corporate history.

%2 The phrase was popularized in part by fan-madehinawa Clear Skies 3 (Chisholm 2011). A machinima film
made through a 3D computer graphics rendering endivhile Clear Skies 3 was many players’ firstasyre to the
phrase, it was already embedded in Minmatar lare,af EVE’s four playable races. According to oteyer, it
harkens back to the “game lore of a slave racetijyisig to hold on by throwing whatever it couldthé enemy... and
beating them despite insurmountable odds” (Orai).
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He laughed. “I have to write some of this shitvdd The tone of the
conversation immediately shifted to something mofermal and casual. While the
CSM members are accustomed to dealing with the@abt the media, it has a tendency
to get caught up in EVE’s larger political narrasv Summit minutes and community
posts are carefully crafted—both by the CSM and €@Ppresent a certain image. For
a community whose interactions are couched inredl@gpropaganda, CSM
communications are often treated in a similar wAll.releases to the public are
reviewed by CCP as part of the CSM’s non-disclosgreement to prevent information
about in-development features from leaking to xamunity before CCP is ready.
CSM messages are parsed for both what did andadislay by the player base, who still
treats CCP with a heavy amount of skepticism dfterT20 incident. The community
initially cast the CSM with an oversight role togkeCCP from taking advantage of the
player base’s trust again; a cooperative relatipnsuch as the one CSM7 sought to
build, is treated with a similar amount of skesi

As a game, EVE’s virtual society exists in a cansstate of war. Corporations
struggle for power over scarce resources. Whileoaa be profitable, it is also seen by
most players as a tremendous amount of fun. Méttyeosocial norms that govern EVE
player’'s conduct are a consequence of the acti@tsatcorporation must take to maintain
itself during wartime. As the primary mode of sd@rganization within the EVE itself,
corporations and alliances help to orient playetenstanding as they move through the
game world. This includes what constitutes effecteadership to navigate constantly

troubled times.
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“Democracy is death,” described one player. “Bitaation where you need to be
able to respond quickly and with force to stratggmblems, invasions or what have you,
you can’t wait for a vote®®® The inefficiency and vulnerability of the demdicaystem
comes in both the time it takes to make decisiensell as the amount of people
necessary to make those decisions. The more ptwgtlparticipate in the administration
of your corporation, the more vulnerable you becaomleoth internal and external
threats. Information can be leaked to enemy cotmoraand destroyed from the outside,
or it can be corrupted from internal spies thathhgyvay corporations to make unwise
decisions. Described one player:

Dictatorship is pretty much the most effective viayun an EVE alliance
or corporation... When you have to wait for the aolito get online,
then discuss the issue, then vote on the issue réwete on the issue
because someone dropped cheese on the tabld,tdkas too long... In
any persistent, virtual world, democracy rarelgver works. Decisions
simply cannot be made in time for when they acyualatter®®

As these threats are part of everyday gameplaymilE, the ability for a
corporation to have and project a united front tigio propaganda has become an
important defense against such weaknesses. “Yspm#hking, what you see publically
or what you hear publically is a lie,” describesTMittani?®> The skillful control and
manipulation of the public narrative—both withinurawn corporation and on the
public forums—has become an important mechanicMB’& gameplay. While such
countermeasures are not rendered unnecessaryhwoyigarian control, it serves to

highlight some of the culturally perceived weakmss® widespread public discussions

that are necessary to the CSM’s model of delibezatemocracy.

263 Quoted in (Smith 2011).
264 (Reiisha 2011)
25 (The Mittani 2009b)
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In addition to tighter controls over the functiand security of corporations and
alliances, dictatorships are regarded as providetter game play. Many EVE players
regard themselves as simply that: players, as @gpisvirtual citizens. “Why would
you want to join a dictatorial corporation wherefpy much whatever you say is ignored
or you think it is ignored?” asks one playét. “Most people in EVE just want to have
fun. They are playing a game and they want to fiawe. They will gladly join an
organization where they don’t have any power bez#ust means they have more to
fight and less paperwork.”

Some of the players | talked to felt similarly, amdre happy to give up a voice in
corporate decision-making in exchange for the @t simply show up and fight in a
conflict. One player | talked to likened it to bgia “cog in the machine,” and was happy
to have a low-effort outlet for fun whenever heded in. “l would rather keep it simple
and easy to leave and come back when | need to.”

While the casual dismissal of citizen rights migbtobjectionable in a real world
context, EVE’s status as a game changes that gencdpr its players. Democratic
rights become characterized as work, and a bdaiem. This is particularly important
in the context of EVE’s status as a sandbox une/eshere individual agency is required
to drive game play. In a universe that offers atireted player freedom, the tendency to
immediately surrender those freedoms to thosevtbatd dictate player action might be
concerning to some readers. As one developer welllthe:

EVE does not offer any goals to reach. You haveetdhe goals for
yourself in the context of the community. EVE does offer you any

moral guidelines. You are allowed to do what yaa.c. It is difficult for
people to understand this lack of morality.

266 (Reiisha 2011)
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For players that are used to traditional MMOs tifédr a determinative path through
content, EVE’s completely open universe can bewlkelming. A corporation with a
strong authoritarian framework can provide ideatagstructure that can help orient
player behavior in an otherwise indeterminate emritent. You need a “dream you can
sell to people,” suggests one player:
You basically have to find a reason to make peopiae and join your
little corps...The joy of EVE Online is that it is apen sandbox setting,
and you can pretty much say this is what we stand These are our
ideals. This is what we're agairféf.
Those corporations that offer a strong ideology aféer predictable opportunities based
on that ideology; for instance, a mining corps wioignd to favor higher security areas of
space, lower stress asteroid mining, and focus ankeh competition. A pirate
corporation, on the other hand, would encouragmstag, small group or solo fights
against other players, or gate camping in lowensgcspace® In each, the ideology
of the corporation determines the type of expeeamplayer can expect. Rather than a
loss of personal rights, EVE players see it asx@astment in fun: “If you don't trust
your leaders that he can provide you your fun, tay would you stay with that
leader?®®® Strong, unified ideology provides the clear gdatsplayer action the
sandbox game does not provide, and can prove arfidweeans of organizing players
for larger action. For those that view EVE as meathis leads to opportunities for more
fun.

From this perspective, democracy does not proslieier outcomes. A

corporation’s objectives and strategies based emtikeup of players offering input.

267 (Constantine 2009)

288 stargates offer a means of travel between planstastems. Some players will engage in gate cagnpihere a
small gang of pirates wait for unsuspecting pitotsvarp into the system. They will then destrog fitayer’s ship
before the pilot gets time to react, and salvagesttip’s materials for money.

29 (Reiisha 2011)
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This instills a measure of uncertainty to whatipexted and the direction a corporation
will go. This becomes a hindrance to a playemgytio decide what type of corporation
to join.

While contingent actions happen within EVE—the nmuzsefully laid plans may
go awry or become unfeasible during large scaleba@maneuvers—dictatorships
provide clear direction without deliberation andotbgy can shape that behavior in the
absence of present leadership. According to dieenrant, a democratic corporation
might be “strong, but not that agile.” The capatar unified action is an asset when
things go awry, rather than responsiveness theddstionally associated with
democracy. A dictatorship’s responsiveness to dngngjrcumstances through action is
seen as an asset over a democracy’s slow accomorodémany player viewpoints.

Considering these views on democratic processesaw®egin to understand the
cultural expectations EVE players have for leaderslithin the community: decisive,
unified, timely action that is focused on outcom@&fiose outcomes are structured to
provide the maximum fun for the most players, afuth™is defined by the strong
ideological concepts that underpin that leaderstyie.

This type leadership is valued in the communitg, whdespread skepticism of the
Council of Stellar Management can be understootdiwits own context. Elected to
represent the needs of the player base to CCRSMewas originally seen as a space
parliament. This would further extend the prinegpbf deliberative democracy that
underpin its structure. The time needed to sedutdph community opinion is significant,

and while the focus is on a unified set of recomdagions to CCP, arriving at those
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recommendations takes time. These types of presese exactly those which, for EVE
players, characterize weakness and vulnerability.

When asked about the possible disconnect betwe&isESkepticism of
democracy and the ideas behind the CSM, developlerse that they now work
together much better than expected. The ideaovies the democracy be as “as Eve-ish
as possible.” In the real world, people make tl&take of thinking that “democracy is
this ultimate social utopia where everything isenémd good and works as flawlessly as
possible. That is just not the reality and will aebe.” The decision to let EVE players
act like EVE players would have important consegesrfor later CSMs.

With few examples of player elected government®iiow, the CSM had to
develop their own operational mechanisms. The ftorlyal goal was to set the agenda
for the summit in Iceland; otherwise “CCP [had] setexpectations” for the work the
CSM was to dé’° The CSM had to develop its own guidelines for C&ffiters, their
job duties, future CSM appointments, voting on tsméymitted petitions, etc. The chat
logs of the first CSM meetings are filled with dissions of process. Described one
informant, at first the CSM was a “completely usslparliamentarian talking shop where
people are squabbling over procedure.” From atituti®nal perspective, identifying
procedure is important foundational work. Howewden the community is used to
decisions being made quickly and decisively, théi@Svork moves very slow by
comparison.

Compounding the issue was the fact that the CSivhbaafficial power to
command CCP to listen to player suggestions. Atingrto CEO Hilmar Pétursson, in

the beginning, their biggest power was settingatipenda for the summit in Iceland. “But

2 Darius JOHNSON, quoted in (Council of Stellar Mgament 2008).
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as the whole concept moves on—and if they aretalddeing to us matters which are
truly representative of players’ concerns—thenrthgiuence will grow over time?’*
When the CSM presented issues to CCP developessctuld not compel developers to
implement the changes. Even when community prdpegere passed internally by the
CSM, those changes would have to “wait 18 monthessem begin being worked on,”
according to one informant. While this is undendible given the lead time necessary
to make large scale changes in a video game wétge production staff, it lead to a
huge backlog of CSM-submitted issues. At one pi@tCSM “had actually submitted
over 150 issues, of which maybe 10 had been ddélf’'wlescribed another informant.
“The community weredic] less than impressed.”

In a community that values speed of decision-makimd decisive leadership that
leads to concrete outcomes, the frustration wighGBM’s lack of measurable results is
understandable. While the CSMs did manage to g@sg small, easily implemented
fixes, these “Small Things” type changes were moiugh to cultivate a sense of
legitimacy among the EVE community. By CSM4, vdtenout had fallen to 7.36% of
eligible voters™? At this point, it is easy to see how the CSM ddu seen as only a
“cynical PR stunt by CCP to paper over the damagesed by the infamous T20
incident.””” It is also easy to see how the CSM had beentéwrivff by the vast
majority of the player base as being irrelevans,bae informant described.

Public perception of the CSM began to change sdraetaral changes during
CSM4. Among the important changes was the chantgrm length from six months to

one year. According to one player, “six monthgist too short of a time to learn how

271 (van Nes & Wolting 2009)
272(CCP Xhagen 2009a)
273 (CCP Xhagen 2010)
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the fuck CCP works and gets anything doflé.The entire six months was spent getting
acclimated to how CCP functioned at the designlJerel then a new council would be
elected. In addition, the lead time on CSM sudgestwas much greater than six
months; a given CSM would be well out of officethg time their suggestions might be
implemented. The shift to a term of one year adldWLSMs to understand CCP’s
function as a business and develop long-term wgrtahationships with CCP
development staff. As the CSM does not have paawvenforce changes, these
relationships become crucial to persuading devetoipait the CSM’s suggestions are
wanted by the community. It also led to stronganmunity relationships, as players had
time to be invested in their candidate. “If yotifamally limit [community participation]

with term limits then interest and the validitytbe system goes dowA’™®

Peacekeeping and the Stakeholder Status
In commenting on the CSM8 election, one commullibgger describes the

effectiveness of a CSM:

The judge of how well a CSM does is related todthengs.

1) How well they expressed community concerns deds to CCP

2) How well they increased the profile of the CSMhe EVE populous

3) How much they have increased the power of thigl @8&hin CCP

They are our voice, CSM 6, while | dislike the Mitt [sic], he did a great

job of all of the above. CSM 7 has pretty muchefdiin all of these as

while they are working closer with the developémythave already stated

that CCP ignored 50% of what they actually wanted.

In essence the CSM is our union, well our union gaod taken over by the
employers’’®

274 (Crowd Control Productions 2012b)
275 (Crowd Control Productions 2012b)
278 (Doom 2013)
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Similar discussions can be found across EVE’s faramd network of blogs as CSM7’s
term comes to an end and the EVE community pregardbe next election. Much of
the talk of ineffectiveness revolves around thé& laiimmediate outcomes that can be
held up to the community.

The current climate of CSM7 has been a “peace@®kl,” and many of the
culturally appropriate ways of leading might besleamediately applicable, the
influence recruited by CSM6 has been used to mgletorking relationships with CCP.
According to one informant, “CSM7 is much more resged in trying to prevent a
similar crisis than be lauded for dealing with dn&his focus on process-oriented
signals inefficiency for much of the community, atd25% into the term and already
we’re being called a failed CSM because of lackafomplishment,” as one informant
described.

Central to the focus on forging relationships s plush for stakeholder status.
From a product development standpoint, CCP utiliaesscrum method of software
development. Scrum is a holistic and adaptive oeethf development that involves
cooperative teamwork to develop an id€aln scrum, development work is organized
into fixed time intervals called sprints. Eachispteam is assigned a given software
development task, comprised of a number of workstealled a backlog. The focus is
on quality of software over quantity; the shortncentrated focus of sprint teams helps to

keep development on scheddfg.

277 (Takeuchi & Nonaka 1986)
278 (Beedle et al. 1999)
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Within the scrum system, stakeholders “enable thgept and are the people for
whom the project produces agreed-upon benefit(§)“What [the stakeholder status] is
really zeroing in on is that it is part of this s software development process,”
suggested one play&f By labeling the CSM as a stakeholder, CCP wasiaffy
recognizing the expertise the CSM had been offdnmm a product-development
standpoint. This allows the targeted feedback ftieenplayer base to be built into their
development practices. While poorly defined atfithe stakeholder status became a
“big feature in their marketing fluff,” according bne informant. It became a way for
CCP to tell the community that their feedback wadokdofficially considered and
codified, though at the outset neither party knew it would play out in practice.

For EVE players, legitimate authority is cultivatedoart by productive action;
those that can deliver on their promises are sedrest qualified to speak on behalf of
the player base. This creates two different rotdgmlitical legitimacy. Does a CSM
produce better results when it focuses on creatirogg ties with CCP developers, and
increasing legitimacy within the company framewor®? does a CSM produce better
results when political legitimacy has already bestablished through the actions of
community leaders, which then are elected to th®1ZTS

Both strategies were employed since CSM5, whesttinetural changes allowed
deeper and more meaningful work relationships Wi@P. Cultivating a sense of
legitimacy within CCP meant codifying and operasibring stakeholder status.
Embedded relationships translated into explicicpdures for translating the CSM’s

work into actionable items. Gaining an elected baged on existing community

279 (CCP Xhagen 2010)
280 (Council of Stellar Management 2013)
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relationships led players to treat the CSM muchentike an authoritarian EVE alliance,
rather than a business relationship. Relationshifts CCP developers were more
informal and less open to public scrutiny. Differeultural practices arose around the
changing nature of the CSM-CCP relationship thatewed very different senses of
legitimacy within the community.

This is not to suggest that both types of legitiynae not important. As one
CCP director would describe: “Saying you're accabl# to the players is a pretty narrow
view— You need to be accountable to the peoplewdrix here, and you have a
responsibility to be professiona® Being taken as a legitimate institution by bdté t
players and CCP are clearly important; howeveth Btrategies are shaped by EVE'’s
cultural logic in different ways.

Beginning with CSM5 and continuing in CSM7, th€eMs worked to shape
processes that would help define the work of th&IC3s the T20 incident became
more distant, the focus for the CSM became lesatainersight and more a “movement
within the community to see if this tool CCP hadpded to them could actually
accomplish anything.” According to one informant:

The first few CSMs didn’t really understand whatvds they were

supposed to do. CCP didn't really know what toadi them... But as

time went on it evolved into something that hadgb&ential to be a bit

more collaborative and to where the CSM could dlstie a proper

middle man or liaison between the company and ldgep base at large.
The implementation of stakeholder status providhedipetus to define and codify these
relationships. At the outset of CSM5, this meaat the CSM would be allowed to

submit development lists for consideration in thenping cycle, and have those lists

represented by an advocate during release planiihg.CSM worked closely with the

21 CCP Unifex, quoted in (Council of Stellar Managein2012:36).
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community to prioritize items that were of most wnfance to the player base. One
developer would liken the CSM to an “idea filteatthelps get rid of some of the white
noise” in terms of player feedback. The CSM wortedodify these processes into
actionable language that the developers at CCPdarespond to.

The stakeholder relationship is being further iediwithin CSM7. As part of an
experiment, the CSM has been assigned to a sptediinc to develop a feature for future
release. While these collaborative efforts alklsting refined, the first “test run at that
resulted in the bounty-hunting featuf@ While mistakes were admittedly made on both
sides, this allows the developers more targetedepth feedback on one particular area
of the game. It also allows the CSM to better usi@ad the constraints of the scrum
system, as well as experimenting with how strongeme formalized relationships might
work.

As part of acknowledging the way the CSM was novbedded within the
corporate culture of CCP, CSM5 consciously adoptécllture of inclusiveness and
professional standards of behavior” that would Xygeeted of any stakeholder at the
corporate levet®® This was to consciously improve the perceptiothefCSM within
the development teams; as “CCP [developers] hawbhgation to interact with the
CSM,” maintaining a professional demeanor duringpemnications was of paramount
importance®* While there were many reasons for the institw@tigrushback, the level of
transparency in communication and activities froBM5 served as a way to prove to the

community they were working on their beh@f. The transparency served to illustrate

282 (5eleene 2013; CCP SoniClover 2012)

283 (Council of Stellar Management 2011:3)

284 (Council of Stellar Management 2011:13)

285 Reasons include CCP’s particular historical artlical circumstances. These are addressed in ehfye.
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for the community that work was in progress everenvtlevelopment times meant that
actual results had yet to come. And while thisribtl satisfy the entire player base, it
served as an attempt to justify the workings of@%M for the community.

However, this also served to attach names to pdatiprojects so that they could
be held accountable by the community. When plagave the tendency to analyze
every aspect of the game, negative feedback cdirdeted at the developers who are
directly associated with certain areas of the gafes. soon as a dev blog comes out,
even though he or she is representing an entine, tkee name gets flamed if the contents
are not liked,” one informant described. This lesfeaccountability made developers
nervous, due to the intensity of community feedbatkis hesitancy increased distance
between developers and CSM5, serving to undereuetiitimacy of these working
relationships.

With ideas about perceived vulnerabilities witbnganizations that offer
complete transparency and accountability, we calergtand why players might act this
way. Any organization that makes its inner-mostkiays public leaves itself open to
the possibility of attack. Everything is intergdtwithin this culture of conflict, and the
more formalized procedures that developers use exneption. For players, this leaves
the possibility to scrutinize perceived weaknesg#sin game mechanics, and leave
feedback targeted at the particular developeroresple. While EVE players may
routinely engage in this sort of forum metagamutgyelopers can be uncomfortable with
that amount of scrutiny.

In CSM6, a reduction of community transparency &lslped to foster stronger

relationships with company developers. Informathnds of communication helped to
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strengthen the relationships between individualtherCSM and CCP, rather than
merely facilitating communication between functiogientities in the development
process. Shielding developers from public scrutirade them more willing to consider
implementing new changes. According to one sowaeymit meetings in Iceland are
“recorded so everybody from the CCP site has tsdoeof aware that potentially they
could say something that their bosses might disafgpof.” A more guarded approach to
the CSM’'s communications keeps them away fromrénefithe community, as well as
possible retaliation from their bosses at CCP.nFFE)/E’s cultural perspective, shielding
these communications and processes from publi¢isgrallows for fewer exposed
vulnerabilities. Whatever weakness might existrast admitted or are explained away
through carefully crafted ideological messagesciiallows the real work between the

CSM and CCP to get accomplished without consequence

Conclusion

The stakeholder concept is still evolving and oates of these collaborative
efforts are unclear. CSM7 has been noted for dgement back toward being open with
the community, releasing detailed minutes and sumates. However, these reveal the
very deep working relationships that have beert lagipart of the stakeholder process.
The new focus does not please everyone; the wefitfiormation serves to illustrate
just how embedded in the design process the C3Mdsming. For those that still
believe it is the CSM’s job to police CCP, these meace-time relationships are very
uncomfortable, especially where there are few aatearesults that can be immediately
pointed to for the community. Many of the resat<CSM7’s new cooperative approach

will be apparent in the coming expansions, whicbsdioot altogether satisfy a
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community that is used to immediate results. Pleidaps doubly more apparent when
held up next to the previous CSM6, which routinredynmunicated loudly and clearly
what it had accomplished to the player base andtdia.

| would suggest that for a community used to comd&SM is seen as having
the most authority when they are seen behavingayswnost akin to a successful
alliance within the game: navigating conflict, hati on behalf of the player base, and
making sure the game is fair for all involved. Whbe CSM’s activities have a more
cooperative function—building relationships, givifegdback, helping with the
development process—the players seem a bit puabledt what they are doing and why.
“Things have been very quiet,” described one play&CP doesn’t seem inclined to go
insane again just to give the CSM something to%d.And while as CSM7 Chairman
Seleene suggested that the CSM’s public activitgsdo be a reflection of its
relationship with CCP, the fact that “things wesppening fairly well over the past year,
so there wasn’t a lot of rabble to be raised” telodsip by a community that simply does
not know peace in-game. For EVE players, peaocsvalho opportunity for the combat
game play that keeps the game fun and interestingpéich of the player base. Battle is
where the most interesting, engaging, and emeggneplay happens, and it is harder to
see institutions like the CSM as relevant when floeys on the more cooperative and
peaceful ventures.

The hope from CSMY7 is that the legacy they leawerdtne road will speak for
itself in terms of the work they have accomplishiterough the expansions and game
play that has come as a result of such collabaa&ftorts. Perhaps then the player base

will see that new ground can be forged betweerenkimnies, and that old hostilities such

286 (Arcturus 2012)



112

as the T20 incident can finally be put to rest.t Ben again as any EVE player would

ask, what fun would that be?
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Chapter V: Conclusion

After the long winter months, the snow outside hust begun to melt. The
weather was turning warm, and the sun shone outsydapartment. | looked at the
people enjoying the very beginning of spring, amtéd back to my computer. Other
things were heating up that required more immeditntion. Election season was in
full swing in New Eden, and the Jita Park Speakamer was cluttered with posts
outlining platforms and election promises. EVEasellite network of associated
websites, blogs, news sites, and twitter feedsgaaya open speculation on the outcome
of the election.

Official election information was decentralizetsatganized and sporadically
released. While the distribution of accurate amly information is critical in any
election, it was doubly so during CSM8. The elmttof CSM8 brought with it some of
the new changes to the White Paper that CSM7 imgi¢sal over the past year,
including the new Single Transferrable Vote systélrn.make it on to the election ballot,
candidates must now be endorsed by 200 voterpia-alection. During the actual
election, a player must then select 14 of the ptssiandidates in order of preference.
After all the ballots have been cast, they arethwmough advanced calculations to allot
the votes where they are most effective. For examptes that would be “lost” due to
overvoting—a vote given to a candidate that alrdzalyyenough votes to make it on to

the council—or undervoting—where a vote is casiafoandidate that has no chance of
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making it on to the council—the votes are then ndoweward or downward to the next
candidate in order of each voter's prefereffée.

While the actual mechanics of such a system #aé&wely straight forvard—CCP
released the code that was used to process the a®te measure of transparency—the
explanation of such a representative system is &magoverly complicate®® Voter
apathy is an ongoing concern within EVE’s playesdyand the growing worry among
the community was that a more complicated votirgjesy, announced close to the
election, that puts a greater responsibility onitisividual would make already low
numbers falf®

The sporadic release of information was blamed orking the STV code into
the development team’s tight schedtife. However, this among other election mishaps
raised early concerns over CCP’s handling of tketen process. For example,
candidates received updates on how many more esrdergs were needed to reach the
qgualifying 200. Due to an internal error, “falsesgiive” notifications were sent out to
candidates that had not yet qualified; this letbss of campaign time for those
individuals that needed it moSt: Two candidates were removed from the running by
CCP: Fon Revedhort was removed after professirggMezi sentiments on the official
forums and during candidate intervief¥s.Xenuria was supposedly removed after being
accused of belonging to the hacker group LulzSéichwattacked EVE Online’s servers

in June 201

287 (CCP Dolan 2013b)

288 (CCP Dolan 2013g)

289 (CCP Dolan 2013b)

290 (CCP Dolan 2013b)

21 cCP Dolan 2013c)

292 (plizabeth 2013; Riverini 2013a)
298 (Schramm 2011)
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In addition, some CSM Skype logs were leaked byu3dil, a member of CSM7
who had spent most of the term absent, claimingahather incidence of developer
misconduct had occurred. While this story is skl’eloping and under investigation by
CCP, most players seem to write it off as nothiragerthan a bid for attentidi* Some
of this was admittedly par for the course in CSkcabns. “Think of the dirtiest election
in [real life],” described one informant. “That wid be a boring CSM election. Lots of
character assassination, forum-warrioring, trollietg.”

For my purposes, some of the developing commuiifcerns were somewhat
moot at this point. Following the campaigns aratfpkms of candidates as they
emerged, | voted with my two accounts both in treegdection and in the real election as
soon as voting opené® In EVE, “Vote early, vote often,” is sound advidde
intermittent information released by CCP could helegified the somewhat complicated
proces$® As a voter, the criticism that the new systemsaafiditional barriers to voting
carries some weight. The community stepped upl tiné information void in what CCP
promised to be a heavily promoted election; webgisigned to match players with
candidate platforms, extensive candidate intervjeeward programs for voting, and

long lists of candidate endorsements were widelyestf®” Despite these efforts, the

294 (Riverini 2013b; Riverini 2013c; Darius Il 201Bjotima 2013; EX3CU7OR 2013; ISD Suvetar 2013).tHBo
Darius Il and the community took to Kugutsumen.donshare and parse this leaked information. Baroeleaking
the initial information that lead to the T20 inadéo the community, Kugutsumen started his owreasored EVE
forum. While this is not the only site that fosteuch discussion, the site is self-describedresgtemier site for
airing EVE Online’s dirty laundry.” For the comrityy the site becomes one important place to dssgandals,
share hacked corporate forums, or simply to disEN4S matters in a space that is not corporatelyeshend
moderated.

295 Unlike other games which sometimes prohibit theeship of multiple accounts, this practice is camiy
accepted within EVE. Each account that is oldeantB0 days may vote in the CSM elections. The inserface of
the voting system for CSM8 was improved two days the election, specifically to simplify the preseof voting
with multiple accounts. See (CCP Dolan 2013d).

2% (CCP Dolan 2013b)

297 See (Vaal 2013; Phoena 2013a; Baby 2013; Karrdla;2Bugar et al. 2013) among many others.
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voter turnout was only 12.12%, down from 16.63%hi@ CSM7 electioA’® While
according to CCP calculations, an individual's vaotade a greater impact under the new
system—a shift from 53% enfranchisement to 85.1%e-dip in already low turnout is
still disconcerting®

This is one of the issues brought up to the ougy@BM7 at EVE’s Fanfest. The
CSM panel has become a fixture during EVE’s yetatyconvention in Iceland, giving
the community a chance to ask questions of theotuggcouncil. It one of the few times
the community has an opportunity to see the couag#éther aplayers,rather than hear
their words through blogs, forum posts, or podc#St<CSM results are announced the
last day of the convention, and the CSM panel altve outgoing council to look back
over the contributions they have made to the EVilaroanity. “In sort of typical EVE
fashion, you had a very simple voting system aret ou made it way more complex,”
joked Dierdra Vaaf® A veteran member of CSM1, CSM3, and CSM5, Vaal\fate
Match 2.0 during this election season, a websitielwhelped match with players
candidates that matched their vision of EXE His voice carries weight due to
experience on the CSM and prominence within the EdiEmMunity.

“I have encountered a lot of players who were sbdcared away by its
complexity,” Vaal continued. “Some people | notldeund it very intimidating. Are

you not worried then that having a single transfigle vote and a 14 person ballot is

29 (CCP Diagoras 2012; Stanziel 2013)

299 (CCP Veritas 2013)

300 EVE’s real life events become important ways flaiyprs to connect face-to-face in an otherwisetaligi
environment. Events such as Fanfest or EVE Vegaselp to lesson in-game hostilities betweenraiks, or
increase camaraderie between CSM representatidedemelopers. See (Coleman 2012) for a discussitite
importance of face-to-face conventions in the haglkiommunity.

301 (EX3CU7OR 2013)

302 (vaal 2013)



117

going a bit too far and making it a bit too intiratthg for players who aren’t intimately
familiar with the CSM process®*

CSM7 is divided on the issue. “It looks more coexphnd that probably does
scare a lot of people at first,” quipped Elise Rapd. “Then they probably remember
they are playing EVE, and it is probably the eddigisg they will do that day** For
others, the frustration of the player base reflédotsmore systemic issue of CCP support.
“CCP needs to invest resources in promoting thetiele, and making the CSM visible,
and explaining to players what we do,” describedd#agerblitzef’> While he
admitted that CCP made some efforts toward theoétitk election, Jagerblitzen
suggested:

| think we all know that there could have been nmeugport for the
election, and there should always be that incrgesipport for the
elections... CCP Dolan has done an excellent jotesiaking his position
of doing what he can to give us those tools, butderls more support
from the company. He needs more resources invesiesias welf®
There has been a gradual handover in power fromrineous CSM project leader, CCP
Xhagen, to CCP Dolan. A former pilot within the SE Alliance Please Ignore, the
handover to CCP Dolan moves the CSM project mdretive realm of EVE'’s
community team®’ While his background within TEST has raised somestions about

impartiality in light of the T20 scandal, CSM7 Ctmaan Seleene assured that is not of

real concerri’® “[CCP Dolan]'s a good guy,” Seleene describedrdua community

303 (EX3CU7OR 2013)
304 (EX3CU7OR 2013)
305 (EX3CU7O0R 2013)
306 (EX3CU7OR 2013)
307 (CCP Dolan 2013b)
308 (Seleene 2013)
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guestion and answer session. “He is adaptingveryabig situation, and he has got some
very big shoes to fill. He is doing a pretty ggoH so far.*%

Many changes have been implemented with the elecfi CSMS8; it is apparent
that between the changeover in management ancethelection system, things did not
run smoothly. Among the most critical chargestheeslack of promotion of the election
and the failure to distribute information. To camapd the problem, the CSM did not
directly address this lack of attention from CCGA& one player describes:

“There is no collective statement or blog post fribva group as a whole.
Not only do CCP seem not to care about the electverare getting
nothing from the current CSM about what they anagito fix a massive
[lack of information] that is clearly at the forefit of the community’s
concerns.
It is clear from tweets from certain CSM7 membéeg they are unhappy
with what is happening. | have spoken to certaamipers of CSM7
privately and they are giving nothing away othertho confirm that they
are very disappointed with the situation. | presuhrey are working with
CCP on a solution. But we have complete radimsddrom them as a
body publicly... Then we have a situation where G&€m unwilling to
invest any real effort in the election despite essces to the contrary.
And yet CCP clearly appears to have CSM7 in theakpt, telling them
anything they need to hear to keep them quiét.”
For a community that routinely uses propagandgssigame play, thiack of information
is as telling as messages that are controlleddgtilongest alliances. While some of the
CSM'’s silence can be attributed to their non-disale agreement, the absence of
communication from either party is a disconcertiode in the public discourse. For the
moment, the election remains an event that remaiframed by the politics of either

entity—the CSM or CCP—who have a vested interelbin that story is told. In EVE,

the continual negotiation of those narrative framgsart of what drives the emergent

309 (Seleene 2013)
310 (Phoena 2013b)
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gameplay that players find compelling. While thtges not necessarily mean that no
attention is paid behind closed doors, the absehc#erplay between CCP and the CSM
at the time when it is historically most visiblecgnfusing. As one player asks, does
“CCP’s lack of enthusiasm and promotion for thiangelsicl CSM vote [indicate] how
they feel about the role of CSM’'s8i¢] | mean, if they don't take the voting very
seriously doesn't it beg the question of how setiothey view the position itself?**

Not all players believe that the lack of publisaburse is as innocent. Describes
another player:

CCP isn’t responsible for forced voting on the playor massive [get out
the vote] campaigns about the CSM. If anythinggnfi©@CP’s perspective,
the weaker the CSM is, the easier it is for CCRettpers to do what they
do with as little interference as possibté.
From this perspective, the lack of public promotimromes a way to ensure that the
power dynamic stays balanced in CCP’s favor; th®@8comes a way to simply
channel public discontent onto an institution ttet only be as powerful as players
choose to make it.

Such community speculation illustrates the po&tiidir multiple interpretations
an event like a particularly lackluster electioomotion can have on a community that
relies on narrative to make sense of public evelmts virtual world where player action
has the potential to impact tkatireplayer base, the absence of public interest bgeith
party leaves players questioning the relevanchefISM to that public sphere. How

events are framed and how the story is told becanesy important way for players to

understand how power and relevance are reckoned@BEE’s 500,000 accounts.

311 (Anonymous 2013)
312 (Courthouse 2013)
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The deliberate shape of public narrative beconaescplarly important when
much of EVE’s negotiation of power takes place bdhilosed doors. The true dynamics
between powerful actors are not open to publictsgruin order for those exchanges to
be known to the rest of the player base, thoséestbave to b&old. “One of the most
alarming lessons of playing EVE Online is that gladaxy is literally ruled in a smoke-
filled back room with 15 guys in it,” described oméormant. In order for those more
informal, influential power dynamics to play outahgh the rest of the server, those
perspectives need to be stated deliberately toespaplic understanding of relationships
between powerful actors. In the case of the CSNthof the negotiation with CCP
occurs behind closed doors. The fact that nejthety wants to shape how the player
base understands that relationship is reflective disconcerting shift in the relationship,
though the rest of the community can only specudditat that shift might be.

The negotiation of power apart from public scryts reflective of the cultural
skepticism of democracy and the culture of sectieayEVE itself cultivates. Power and
decisions are always negotiated with the mindsgtgbmeone might be listening, that
these channels of communication might already In@ptomised by spies and other
actors that are out for personal gain. Within EXH6se real or imagined threats lead to
decisions being made within smaller circles oftiighest trust, away from public debate
or discussion. Known threats are often not elated but rather managed, and
controlled misinformation leaked to enemy alliances

The potential for virtual worlds to facilitate subehind-the-scenes negotiations
of power is at once both compelling and mundaméorinal agreements between

interested actors is “fundamentally where humaitipal behavior happens,” described
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one informant. “You play EVE and you deal withfgtike the CSM or null sec for long
enough and then you look at the real world andgmtHuh. This is eight guys in some
back room in Capitol Hill getting drunk on too mamartinis.” As outside observers we
can see these same tendencies within the CCP-Cl&Nbnship. The more formal,
process-oriented, democratic tendencies of thg €&8M were ineffective in negotiating
change. New avenues of communication, such aSkinee channel between developers
and CSM representatives, were created to facilgatd informal discussions. However,
even then theeal work takes place outside even that more secrdtdive space. In
speaking of the leak of the CSM Skype channel Ibigsys Jagerblitzen confirmed that “a
lot of social, ice-breaking sort of conversationsonm there, and that a lot of the serious
business takes place elsewhetg.”

These more informal, private arrangements sereth shape and undermine the
order that an institution such as the CSM is allelgeprovide. The CSM serves to open
more formal channels of communication between C@&Pthe player base, and to
establish a formal process for conveying that feeklb At the same time, informal
arrangements between individual actors serve tpestigese relationships of power in
ways that are not open for public scrutiny. Thpliex and implicit goals of each set of
allegiances do not necessarily work to reinfor@edther; this opposition was apparent
during CSM5 and CSM6, and the Incarna expansiomariinstitution, the CSM
becomes an expression of the regularizing processgsituational adjustment between
the CSM’s structures and the social agreementstloat individual actors to make do

within the nuanced social landscapé.

313 (EX3CU70R 2013)
314 (Moore 1978)
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This negotiation between rule-governed structarebthe indeterminate ways in
which actors behave within that system are furdmbedded within their specific
cultural contexts. Composed of players from adigeset of play styles and countries,
EVE culture serves as a reference for individutbracas they seek to enact change
through the CSM. Yet the institution they createses in part to facilitate interactions
with CCP, which has its own set of corporate amtdaledic cultural conventions that
EVE players do not necessarily share. These diftezultures inform individual
behavior as they influence each other to enactgdan the server level. Specifically,
the emergent behavioral norms within EVE shapeacteons and expectations players
have for CCP. These conventions are in part pgapsvn adaptations to working within
EVE’s environment of constant war and uncertairitys the negotiation of these
complex social and cultural landscapes that is wiedtes both the CSM and EVE'’s
gameplay compelling. As that negotiation takes@laehind closed doors, it becomes all
that more crucial for the narrative to be shareith wie rest of us. While that discourse is
in some way shaped by the powerful that decidestiage of that worldview, it is in line
with the sandbox style objectives that EVE soughdreate in the first place. EVE
“offers more freedom but it requires you to thimidde an active participant” in the
adventures you creat& The CSM becomes a unique way to tell and conistnecstory
between the players and creators of EVE’s virtuadldy though the dynamics of that

relationship change and are not always open tagsbiutiny.

315 From an archived version of the EVE Online FAQotd in (Amazon Basin 2012).
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Glossary

0.0— See null security.
Alliance —a collective organization of several corporations.

AURA - the built-in, onboard ship computer in the gamterface. AURA provides
players with a variety of information, includingcass to new player tutorials.

Avatar — The graphical representation of a user withirtaal world.

Blue print originals_or BPOs— Blue print original serve as plans for manufaom
valuable goods, such ships or ammunition. BPOsseare as templates to create copies
of these plans, which are destroyed in the prodagirocess. Tech 1, or more common,
blue print originals can be bought from NPC corpores. Tech 2 BPOs cannot be
created or sold via the market; a limited numberewgven away through a lottery
system and can only be purchased from other playéhs makes T2 BPOs incredibly
valuable.

Capsule— See pod.

Care Bear— A colloquial term for a pilot that plays predaerantly in high security or
Empire space. These areas carry stronger peniltiptayer-versus-player actions, and
are policed by CONCORD. This makes high sec divels safer place to exist for those
that do not enjoy PvP, though no area in EVE iy safe.

Clone — Within EVE’s game mythology, cloning allows E\&pilots immortality.

When a pilot’s body is destroyed, their consciogsns downloaded into a new clone. A
clone must be kept current with the player’'s nunddeskill points, which is how players
gain access to new abilities. Should a playebeaturrent on their clone, they lose a
percentage of their skill points upon pod deatls. skills train in real time, one at a time,
this may set a player back months of real life time

Council of Stellar Management or CSM- the player-elected council that represents
community issues to CCP.

CONCORD - the NPC police force that responds to non-sanetl acts of aggression
within high security systems with deadly force.isTprovides consequences for criminal
behavior. Response time depends on the relatagiperating of the individual system.
The wrath of CONCORD is referred to as “concordokka simply being “concorded.”

Corporate History — a list of corporations that a character hasriggd to since its
creation.
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Corporation or Corps — Corporations are large groups of players thatillagether for a
common goal. These are similar to guilds or clarther MMOs.

Crowd Control Productions or CCP — the Icelandic video game developer and
publisher that produces Eve Online.

Empire Space— See high security.
Gallente — one of the four available player races.

Gamemasteror GM — Gamemasters serve as moderators in many gaotaridine

and offline. Within MMOs, gamemasters tend to jeva customer service role that
provides players support in areas of gameplay,repgrting, player interactions, account
issues, etc.

Ganking — Killing another player unfairly. Some games thgs to describe a group
killing a single player. Other games use it toadié® the killing of a player immediately
after they revive after death, or respawn. Howgetler common thread between these
several definitions is the unfairness of the deattuestion.

Gate camp- a small gang of players wait for an unsuspegtifag to warp into the
system through the stargate. They will then dgdtne player’s ship before the pilot gets
time to react, and salvage the ship’s materialsrfoney.

High security — High sec space is designated by systems wigcwarisy rating of 0.5 to
1.0. High sec is patrolled by CONCORD. An achoh-sanctioned aggression would
cause CONCORD to appear and retaliate with deadbef This makes high sec
somewhat safer than other areas of the game; howtbeee is no truly safe space in
EVE.

Internet culture — The emergent culture that has arisen on thenet@s a result of
computer networks. This includes, but is not ledito, online communities, virtual
worlds, MMOs, internet-based games, forum commesitsocial networking, and
texting.

Internet meme — Ideas or concepts that are shared from perspersmn. Tracing back
the concept to Richard Dawkins’s book The Selfigm&these image or text-based ideas
spread and replicate cultural information via traission over the Internet.

Internet slang — Internet slang could be broadly defined as tltewariety of slang
languages that arise to support internet cultuldgese include a wide variety of
practices, such as particular acronyms (“OMG” foin ‘my god”), leetspeak (“n00b” for
“noob”), disemvoweling (“srs” for “serious”), intéional misspellings (“teh” for “the”),
etc. See (Kim 2010).

Interstellar Kredit_orISK — EVE’s in-game currency.
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Interstellar Services Department or ISD— a volunteer group that assists CCP on a
variety of tasks, such as quality assurance, bpgrt@g, news reporting, fiction writing,
administration of the official EVElopedia page, dodum moderation.

Jabber — an open-source instant messaging applicatidratloavs players to chat over
the internet. Available at www.jabber.org.

Machinima — a film made through a 3D computer graphics randezngine.
Massively Multiplayer Online Gameor MMO — a massively multiplayer online game

or MMO is a persistent virtual universe in whiclaygrs come together to complete game
challenges.

Metagame— The use of out-of-game resources, activities, fmrmation to affect in-
game play. This could refer to information gairfiesh internet forums, voice chat
servers, corporate espionage, etc.

Microtransactions — The sale of in-game virtual goods for real warldney

Minmatar — one of the four available player races.

Mission — Similar to quests in other games, a missiont&sk given to a player by an
NPC to earn a reward. This may include reputatiooney, or in-game items. In EVE,
there are four general types of missions: securigsions that feature combat,
distribution missions that involve delivery of g@anining missions that involve
procuring minerals, and research missions thatiwevscientific research.

Module — a piece of equipment that is attached to atshgmhance its abilities.

MUD Object-Oriented or Moo — stands for “MUD object-oriented,” and MUD stands
for “multi-user dungeon” or “multi-user domain.”h&se are text-based environments
which provide persistent virtual worlds in whiclapérs can interact. In MUDs, the
focus is entirely text-based, and players resporahallenges that have been built into
the system. In MOOs, players create persistegame objects as a way of setting their
own challenges and shaping the world to their gkin

Multi-User Domain or MUD — See MUD object-oriented.

Mumble — an open-source voice over IP application desidoetext and voice chat. All
communications are encrypted to ensure player gyivédvailable at
http://mumble.sourceforge.net/.

New Eden- the name given to EVE Online’s universe. Witthia game lore, it is also
the name of the first star system settled by hunaées traveling to the area.
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Non-Disclosure Agreemenbr NDA — a legal contract between parties that outlines
confidential information that is to be shared bedwéhe parties, but restrict its access by
third parties. These may protect confidential mppietary information.

Non-Player Charactersor NPCs— virtual actors within a game that are controlyd
server-side game programing. These may be friemdhpstile.

Null security — Null sec is a lawless area outside of the purnaECONCORD. This
makes it the domain of stronger alliances thaimetavereignty over higher value
resources.

Pilot License Extensionor PLEX — a virtual item that can be used to add 30 days o
game time to a player’s account. A PLEX can belpased with real world money, and
can be traded on EVE’s auction house.

Player-Owned Starbaseor POS— semi-permanent, anchorable structures that can be
placed around a moon. These allow corporationgla vange of benefits such as
research opportunities, manufacturing facilitieeom mining, infrastructure, staging
locations for fleet operations, etc. These caplaeed in systems with a security rating
of 0.7 or lower.

Player Versus Environmentor PVE — In this form of gameplay, players battle virtual
opponents that are generated by the game. Thesefarred to as NPCs or non-player
characters.

Player Versus Playeror PvP — In this form of gameplay, players battle othgers in
combat. In EVE, this is generally considered gbighip combat. However, the term
may be applied to any form of battle between playsuch as market competition or
metagame activities.

Pod - A pilot’s escape vessel. Should a pilot’s depdestroyed, they are given the
ability to escape through a pod. This does notaguae escape, as pods can also be
destroyed.

Podding — The destruction of a player’s escape pod. Whiegame lore itself describes
that pilots are immortal and upon death will wakeina newly cloned body, the actual
penalties for pod death may be severe in termgssf df skill points and training time. In
practice, podding is looked as adding insult taryj

Roleplaying or RP— A kind of collective storytelling, roleplay indeo games allows
concepts to structure in-game actions. These raagdividual or group backstories that
determine player behavior. Instead of using treavas solely an extension of self or a
vehicle to navigate the environment, it becomelaaacter in the broader narratives that
are told through game events, history, and lore.
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Single Transferrable Vote systenor STV — To make it on to the election ballot,
candidates are endorsed by 200 voters in a préarieduring the actual election, a
player must then select 14 of the possible canelsdat order of preference. After all the
ballots have been cast, they are run through adwhecalculations to allot the votes
where they are most effective. For example, viitaswould be “lost” due to
overvoting—a vote given to a candidate that alrdzalyyenough votes to make it on to
the council—or undervoting—where a vote is casiafoandidate that has no chance of
making it on to the council—the votes are then ndoweward or downward to the next
candidate in order of each voter’'s preference.

Skill — The equivalent of spells in other MMOs, skilgpVern the abilities of your
character. They determine which ships you cansfhyat modules you can use, the
effectiveness to which you can use those ships/tesdand much more” (EVELopedia
2011). These are learned through skillbooks, whrehbought over the market.

Skype— a voice-over-internet-protocol application thlws users to communicate with
others over voice, video, or text-based chat. e at www.skype.com

Sovereignty— the control of a particular region of space witBVE Online. This allows
alliances to build structures within the system.

Stargate— a means of travel between planetary systemsgieRlavarp between stargates
to travel long distances in space.

Tech - Tech levels are used to rate the quality okdiiit modules that can be used to
outfit a ship. Tech 1 modules are more common,aaadhus more affordable. Tech 2
modules are more effective and more powerful theair fTech 1 counterparts. They
require higher skill levels to use, and are mongeesive.

Threadnought — A threadnought is a forum post with many repliesgeneral, topics
that generate the most discussion are those invyhayers express dismay or rage over
a controversial topic. The name is a play on waetsveen a forum “thread” and a
“dreadnought,” one of the largest ships in Eve. il&/$low and cumbersome to navigate,
dreadnoughts have immense firepower that can égedo the largest player structures
in the game, the player-owned starbase or POSh &¥fctive use, a dreadnought can
change the course of a war. Similarly, the slowduecessful change of public opinion
over the forums can be as formidable of a weapdheakrgest ships.

Unsub — Short for “un-subscribe,” unsubbing is the cdlatien of a player’s account in

a subscription-based setting. While many playarske unhappy with changes made to
their virtual worlds, they rarely cancel their asnts. The time invested in building their
avatars, communities, and worlds can generallyoedaken with them should they
choose to move to a different game. Therefore hinisg is generally an empty threat.
When players unsub in masse, it sends a very polredssage to game creators.
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Vanity content — Items that provide social prestige within thenga Vanity items
generally have no impact on game mechanics.

War — In EVE, war is both an organized social conflintl a game mechanic.
Declarations of war or war decs can be purchasedH®s. War deccing another
corporation or alliance flags enemy players inghme as hostile; you may then attack
them without security status penalty or retaliatimm CONCORD. Enemy corporation
assets such as star bases, customs offices, etlsarconsidered fair game. War will go
into effect 24 hours after declaration, and widitlane week, unless the war bill is
renewed.
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