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The ‘Early Access’ Phenomenon 
- A study of the underlying motivations of participants in ‘early access’ video games 

’Early Access’ Fænomenet 
- Et studie af de bagvedliggende motivationer hos participanter I ‘early access’ videospil 

Written by Theis S. Hansen 

Cand. merc. (it.) – E-business, Copenhagen Business School, Denmark

RESUMÉ (DANISH) 

Denne afhandling er et induktivt, eksplorativt, mixed method, two-cased (collective) case studie, der 

benytter datatriangulering af kvantitativt og kvalitativt data indsamlet igennem online 

spørgeskemaundersøgelser, såvel som kvalitativt archival, elicited and fieldnote data indsamlet via den 

netnografiske metode. Afhandling omhandler det nylige opstået fænomen kaldet ’Early Access’ i 

spilindustrien, og besvarer hvad de bagvedliggende motivationer for community-participanter i early 

access video spil ’Star Citizen og ’Subnautica’, til at deltage i crowd-funding og co-creation af projekterne 

ér. 

Mine resultater i denne afhandling er i overensstemmelse med en voksende strøm af litteratur, der redegør 

for markedet som et forum for samtale og interaktion mellem firmaer, forbrugere og forbruger -

community’s. Resultaterne af min dataindsamling illustrerer at de bagvedliggende motivationer for 

community-participanter i early access video spil ’Star Citizen og ’Subnautica’, til at deltage i crowd-

funding og co-creation af projekterne, kan begrebsliggøres igennem fem forskellige motivations-

parametre, som jeg har navngivet: 1) Vision af videospillet, 2) Co-creation af produktet, 3) Personligheder 

os spiludviklerne , 4) Informationsdeling og social interaktion, og 5) Uafhængig spiludvikling og 

utilfredshed med spiludgivere. Dette speciale tager udgangspunkt i et bredt udsnit af relevante teorier 

såvel som primære empiriske datasæt, i analysen og diskussion af disse fund.    

KEYWORDS 

‘Early Access’, ‘Co-creation’, ‘Crowd-sourcing’, ‘Crowd-funding’, ‘Web 2.0’, ‘New Media’, 

‘Platforms’, ‘Communities’ & ‘Community behavior’.    
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CHAPTER 1: FIELD OF RESEARCH 

1.1 INTRODUCTION 

Technological advancements are shaping and reshaping our society with increasing pace, facilitating new 

ways for industries to offer value. The Internet and its development into ‘Web 2.0’ have empowered 

consumers across the planet, to interact and collaborate with each other as well as organizations, and 

through social media, communities and online platforms they are now able to engage with the 

organizations, in ‘crowd-funding’ as well as ‘co-creating’ content and ideas alongside the development 

process of a product. 

Technological advancement in computing power, speed and accessibility of the internet, smartphones and 

more recently in cloud computing and virtual reality technology, have facilitated the evolution of video 

games from a physical medium with simple mono-colored assets, into a ‘new media’ with highly complex 

social and technological assets, and with multimillion-dollar development budgets. The video game’s 

transition into new media have affected it in all aspects, including how it is acquired, manipulated, stored 

and distributed. More recently these technological advancements, as well as the development and 

establishment of dominant ‘multi-sided platforms’ such as ‘Steam’ and ‘Xbox Live’, as well as crowd-

funding platforms such as ‘Kickstarter’ and ‘Indiegogo’ , have made possible a new developing model in 

the video game industry called the ‘Early Access’ model. 

The early access model is a development model for video games, that distinguishes itself from the 

traditional ‘publisher-developer’ video game model in two areas. Firstly, the video game developers that 

utilize the early access development model, will make their games available for purchase in a non-

complete state, through a promise of a finished product with a certain vison and scope. This is made 

possible by allowing the participants to play the video game parallel with its development, thus giving 

them transparency of the development process, as well as inviting the participants to collaborate with the 

developers through the co-creation of the product. Secondly, video game developers that utilizes the early 

access development model are independent from the commercial mainstream like video game publishers . 

This is done by obtaining the funding needed for the development of the video game through crowd-

funding, and thus directly from the participants with the purchase of or investment in their yet not finished 

product. 

The early access development model seems to be heavily relying on trust between developers and 

consumers, as the participants undertake some risk, when participating and investing in an early access 

video game. There are evidence suggesting that some video game developers utilizing the early access 

model fail to deliver on their promise, thus leaving their participants with the feeling of being cheated and 
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robbed. While evidence suggesting that other developers utilizing the early access development model 

manages to successfully deliver on their promises, thus delivering the video game the participants 

expected, and risked their time and money to ensure. In a sense the early access phenomena are a double-

edged sword, in that it on one hand empowers consumers to both crowd-fund as well as engage in the co-

creation of the video game, but on the other hand risk the trust of the video game community, through 

early access video games that fails to deliver on their promises in terms of project scope and/or timeline. 

A question arises however, why would consumers undertake the risks involved with participating in video 

games developed through the early access model, when the traditional ‘publisher-developer’ video game  

developing model provides an alternative with much less risk involved, from the perspective of the 

consumer/participant? 

1.2 APPROACH TO THE STUDY  

This study aims to create knowledge on the subject of what motivates the participants of early access 

video game communities to engage with video game developers in crowd-funding as well as co-creating 

the video games, through what have come to be known as the early access video game development 

approach. Thus, this study aims to uncover the underlying motivations that drive participants to crowd-

fund and co-create early access video games, what they are expecting in return as well as how they go 

about co-creating their experiences. This knowledge is sought attained through a mixed method collective 

case study, that utilizes triangulation of quantitative and qualitative data gathered through questionnaires , 

as well as qualitative archival, elicited and fieldnote data gathered through the method of netnography. I 

have picked two cases of early access video games for this study: ‘Star Citizen’ and ‘Subnautica’. The 

reasoning for the selection of these specific cases will be elaborated further in ‘Chapter 4: Presentation of 

cases’. 

1.3 RESEARCH QUESTION 

 

 

  

RQ 1: What are the rooted motivations of the community participants in early access video 

games ‘Star Citizen’ and ‘Subnautica’, to participate in the  crowd-funding and co-creation 

of the projects? 

1.1 What do the participants expect in return? 

1.2 How do the participants go about co-creating their experiences with the video games? 

1.3 Are there any similarities between the findings in the two cases?  
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1.4 THESIS STRUCTURE 

 
Figure 1: Thesis structure  



 

 

                    

 

 Copenhagen Business School, Copenhagen, Denmark • January 16th, 2017                                                                                    The ‘Early Access’ Phenomenon 

Page 7 of 71 

1.5 MOTIVATION 

This master’s thesis is developed in the context of completing the cand. merc. (it.) (E-business) study at 

Copenhagen Business School. The motivation for my choice of subject, as well as the general work on 

this thesis, stems from a twofold interest in technology. Technology continually empowers consumers as 

well as businesses in new and fascinating ways, thus challenging the traditional understanding of the 

dynamics between market, consumer and business. I further have an interest in the rapidly developing 

industry that is the video game industry, and how this industry at the forefront of technologica l 

advancements, must navigate a landscape of ever-changing standards in computing power, new 

technologies and consumer expectations, as well as developing and adjusting their business models to 

take advantage of these new possibilities , made possible by technological advancements and here 

especially the disruptive technology that is the internet. Furthermore, I am fascinated by the speed of 

which the early access model has gained popularity in the video game industry, and thus wish to 

understand what exactly motivates this participation. 

1.6 SCOPE & DELIMIATION 

As will be made apparent in chapter two of this thesis, the video game industry in its whole is a very large 

and comprehensive industry, that includes multiple platforms each with their own standards. Thus, a 

delimitation of both platform as well as video game titles is a necessity. The early access phenomenon is 

fairly new, and thus not all platforms in the video game industry have developed infrastructure to support 

this business model yet. This thesis will focus on two early access video game titles: Star Citizen and 

Subnautica, and the deliberations that have been made in the selection of these cases will be further 

discussed in Chapter 4: Presentation of cases as well as Chapter 5: Methodology. However important to 

note here is, that these two video games are not available on all platforms in the video game industry - 

Star Citizen is being develop exclusively for the PC platform, and Subnautica is being develop for both 

the PC as well as Xbox One platform. This thus delimitates my research to focusing on these two 

platforms. Furthermore, both Star Citizen and Subnautica are utilizing different crowd-funding as well as 

distribution platforms. Star Citizen used ‘Kickstarter’ for their initial crowd-funding ignition, and have 

since utilized their own website for running the crowd-funding and distribution of their video game. 

Subnautica are utilizing third party distribution platforms ‘Steam’ on the PC platform, as well as ‘Xbox 

Live’ on the Xbox One platform. Beside from distributing the video game, the two platform also serves 

as the crowd-funding platform, thus collecting funds from participants who purchase the video game. This 

thus delimitates my research to the multi-sided distribution or crowd-funding platforms of Kickstarter, 

Steam as well as Xbox Live.  
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1.7 CONCEPT CLARIFICATION  

Though theoretical concepts will be clarified in the literature review (Chapter 3), a clarification of the 

concept ‘early access’, as well as a more detailed overview of relevant platforms to this thesis is needed. 

EARLY ACCESS 

Many platforms use different terms to describe this phenomenon. ‘Xbox One’ refers to it as a “preview” 

of the video games (“Xbox One Preview Program,” 2016), ‘Steam’ refers to it as the an “early access” to 

the video games (“Introducing Early Access,” 2016) and ‘Star Citizen’ simply refers to it as allowing their 

consumers to play their game in a very early “alpha” development state (“Monthly Studio Report - August 

2016,” 2016). In this thesis, I will be adopting the term ‘Early Access’ to describe this phenomenon , 

regardless of which platforms the video game is made available on.   

STEAM 

Steam is a digital distribution platform for video games on PC, and is developed and maintained by ‘Valve 

Corporation’. Beside from offering a large assortment of videogames for the PC platform, Steam also 

offers a platform for social networking services. A more detailed insight into Steam will be presented in 

section ‘2.2 New Media’. Steam is relevant to this thesis to the extent that they have developed an 

infrastructure to support ‘Early Access’ video games, and it is through this infrastructure Subnautica have 

been made available for participants on the PC platform. (“Steam - Welcome to Steam,” 2016) 

XBOX 

Xbox is a home video game console developed by Microsoft. Xbox offers an online service called ‘Xbox 

Live’, that facilitates digital distribution of Xbox games, multiplayer video game experiences, as well as 

a platform for social networking services. Xbox and Xbox Live are relevant to this thesis to the extent 

that they too have built an infrastructure to support ‘Early Access’ video games, and it is through this 

infrastructure Subnautica have been made available for participants on the Xbox One platform (“Xbox 

Support,” 2016)    

KICKSTARTER 

Kickstarter.com is a global crowd-funding platform, that launched in April of 2009. During its existence 

more than two billion dollars have been pledged by more than ten million people, funding over 100.000 

projects. Kickstarter utilizes a ‘all-or-nothing’ model, this term will be described further in section ‘3.1.2 

Crowd-funding’. Kickstarter is relevant to this thesis to the extent that the crowd-funding of the Star 

Citizen project initially was ignited on this platform. (“Kickstarter Basics,” 2016)  
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CHAPTER 2: THE VIDEO GAME INDUSTRY IN A HISTORICAL CONTEXT 

2.1 THE VIDEO GAME INDUSTRY 

Being a digital offering, the notion of video games is as ever changeable as the technology that fuels it, 

and the humans that enables it. Video games have evolved alongside the advancements in both 

technology, and the way we utilize it. From the first video game back in the 1960s, to video games with 

massive project scopes, multimillion-dollar budgets as well as social interactions, the media has come a 

long way. Modern video games stands as evidence of how a consumer driven and co-creational approach 

can change a product, as Prahalad and Ramaswamy (2004) argues: “video games could not exist without 

active co-creation with consumers” (Prahalad & Ramaswamy, 2004). To fully understand what have 

enabled the early access phenomenon, a short historical overview of the video game media and the birth 

of the video game industry is needed. 

With the development of what would come to be known as the first video game in the 1960’s, it took 

another ten years for a video game industry to emerge. This newly occurred industry was largely engaged 

with arcade video games, and arcade video game machines continued to be the preferred way for 

consumers to interact with video games all the way to the start of the 1980s. By the mid-1980s home 

video game consoles had started to gain market dominance, and home video game consoles have 

maintained a relevant position in the video game industry ever since. This is evident, as the eighth 

generation of home video game consoles are currently on the market. Many companies have competed on 

the market of home video game consoles, however today only three companies remain all battling for 

dominant design; Nintendo, Sony and Microsoft. Parallel with the expansion of home video game 

consoles, personal computers had also started finding their way into the life’s of the consumers, offering 

another platform to play video games on, though less standardized than the home video game consoles.  

For many years, the video game industry was mainly divided between video game consoles and PC, 

though recent years have seen smartphones and tablets taking an increasing market share. In 2015, 33 

percent of the revenue made from video games sales, where made on smartphones, tables and watches. 

PC where responsible for 28 percent, consoles 30 percent, and the remaining 9 percent were made on 

games for handhelds as well as on web-games. It is estimated that the distribution of the revenue made 

from video game sales in 2019 will be 45 percent for smartphones, tables and watches, 26 percent for 

consoles, 25 percent for PC, and the last 4 percent on handhelds and web-games. (Statista, 2015a) 

Three out of the top four selling video game publishers are (not surprisingly), the three market actors of 

the video game consoles market – Sony Computer Entertainment, Microsoft and Nintendo Company Ltd. 

with revenues of respectively 9.89, 7.25 and 3.92 billion euros as of 2015. The video game industry in its 
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totality was in 2015 measured a combined global value of 63.84 billion euros, and are predicted to reach 

80.68 billion euros by 2020, an increase by more than 26 percent.  (Statista, 2015c) + (Statista, 2015b) 

As a closing note to this section, it is important to highlight the structure of the video game industry anno 

early 2017. As previously indicated, the market is primarily dominated by the three video game consoles 

as well as PC. However, the three consoles have all developed into strong individual two-sided markets, 

ignited and held competitive by exclusive product offerings either self-supplied by their own developing 

teams, or exclusive third-party partners. As a result of this, we now witness a market where multimillion-

dollar budget video games are not always made available to the largest consumer-base possible, but 

instead developed exclusively to a single platform with the goal of increasing sales of that specific console, 

and creating value for existing owners of the platform. This, as well as a slowly degrading interest in the 

PC platform by publishers, have created a market in which there have rarely been any exclusive titles for 

PC, as no organizations are truly benefitting from a PC exclusive release. 

2.2 NEW MEDIA 

Video games as any other information goods, are costly to produce but cheap and easy to reproduce. 

Continuous technological advancements in both internet speed as well as accessibility, have paved the 

way for the video game mediums transition into ‘New Media’. 

The popular definition of new media as presented by Manovich (2001), identifies new media with the use 

of information technology for distribution and exhibition of the media, rather than production. Our 

technological progress has revolutionized information and communication in all types of media; including 

text, images (both still and moving), sound and spatial constructions, as well as in all stages; including 

acquisition, manipulating, storage and distribution. Manovich elaborates further on this popular definit ion, 

suggesting that new media can be defined through five principles: 1) numerical representation, 2) 

modularity, 3) automation 4) variability and 5) cultural transcoding. (Manovich, 2001) 

The video game mediums transition into new media, have carved the way for many different kinds of 

video games, as video games no longer exclusively have to be offered in physical cases at stores, with a 

standardized pricing model due to expenses like packaging and shipping costs. This is manifested by the 

selection of contemporary video games, that spans from multimillion-dollar budget games (AAA games), 

that often are made available for around 50 to 60 euros, to smaller and cheaper games - some of which 

even are tangential to art. These smaller and cheaper games would have been far less profitable if even 

possible at all, had the video game medium not transitioned into new media, and thus would have had 

been made available in physical cases and with the expenses this brings. 
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Three of the five principles suggested by Manovich have been particularly utilized by the video game 

industry; modularity, automation and variability, as contemporary video games often have unique content 

made available exclusively to a single platform, thus again trying to increase sales of that specific console, 

and create value for existing owners of the platform. Another element inherent in new media and a 

common practice on all platforms of the video game industry, are the utilization of automated updates and 

fixes for the video games after release - an element Fields (2013) suggests have forced game developers 

to stop thinking of their games as ever truly finished (Fields in El-Nasr, Drachen, & Canossa, 2013). 

I have previously outlined how the three home video game consoles each have established their own two-

sided networks. Two of these two-sided markets: ‘Xbox Live’ and ‘PlayStation Network’ also serves as 

on-demand digital distribution platforms for video games. Being a less controlled environment however, 

PC have seen more competition on the market of digital distributors of video games. Game developer 

Valve Corporation started the first digital distribution platform for video games on PC back in 2003, called 

Steam, and with more than 125 million active users today, it is the general consensus that Steam holds 

dominant design on the market today. (“Steam - Welcome to Steam,” 2016) + (“Steam: Game and Player 

Statistics,” 2016) However, competing game developers and publishers Ubisoft and Electronic Arts have 

since each launched their own two-sided markets; respectively ‘Uplay’ and ‘Origin’, even though Steam 

had already established considerable network effect and switching costs for their customers. To compete 

against this, Electronic Arts chose to ignite their two-sided market Origin, by pulling all their video games 

from the competing platforms, and are now exclusively offering their own produced and published games 

digitally through this distribution platform. 

So far this chapter have served the purpose of creating an underlying understanding of the video game 

industry, the video game media, and how it has developed parallel with advancements in technology. In 

the next section I will be further elaborating on the early access phenomenon. 

2.3 THE EARLY ACCESS PHENOMENON 

The transition of entertainment mediums such as movies, music and video games into new media, have 

made possible the subsistence of independent directors, singers, video game developers and des-like. 

These independent artists are referred to as ‘indie’ artists, and are independent from the commercial 

mainstream like movie studios, record companies and video game publishers. The so-called indie game 

developers are a core concept for this thesis, as they are the utilizers of the early access development 

model. 

In order to fully understand the inherent concepts of the early access development model, it is essential to 

point out the role of video game publishers in the video game industry. This is important because the early 
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access development model enables independent video game developers to fund and develop their games, 

without the need of a publisher.  Like with movie studios and record companies; video game publishers 

often provide the financial basis needed for the video game’s development , and are responsible for 

marketing and advertising of the video game. Because of the investment the publishers make in the video 

game, the publisher will often seek to minimize their investment risk by affecting the development process 

of the video game, as well as dictating deadlines and a release date. With the early access development 

model, we now see independent video game developers utilizing their consumers or the ‘crowd’ to finance 

their video game development, and through established platforms/networks enabling and empowering 

these consumers to engage with the developers in co-creating the video game, as they get access to the 

video game during its development - and of cause when it is completed. 

Video games that utilize the early access development model are often smaller niche products – though 

not always, which is why few publishers would had been willing to risk an investment in its development , 

thus making the funding of the video game’s development unlikely to happen, without the use of the early 

access development model. It can be argued that the explosive popularity the early access development 

model has seen in recent years, partly are due to this factor. Established video game publishers are not 

willing to take the same amount of risks as indie developers will by undertaking such niche games, 

especially on the PC-platform that also suffers from other issues such as piracy.  

The dawn of the early access phenomenon has caused mayor online video game distributors to start 

creating the necessary platform-infrastructures to facilitate the model effectively. The leading digital 

distribution platform for video games on PC – Steam have launched an early access initiative on their 

platform called ‘Steam Early Access’, and are now offering thousands of video games from independent 

developers utilizing the early access development model. In 2016 Microsoft announced that their home 

video game console would also start to offer early access videogames, labeled as ‘Xbox Game Preview’. 
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CHAPTER 3: LITERATURE REVIEW 

In this chapter I will review litterateur streams relevant to my research question, including: co-creation, 

user-generated content (UGC), crowd-sourcing, crowd-funding, platforms as well as communication of 

platform and network participants.     

3.1 CO-CREATION 

Established literature on traditional economic theory view the market as an aggregation of consumers, 

and as the locus of exchange between firms and consumers, where firm and consumer are separated with 

distinct and predetermined roles. This traditional view of the market has the implicit assumption that firms 

can act autonomously, thus having little or no interaction with or interference from the consumers. It is 

an inherent assumption here, that consumers are segmented by firms, and only get involved at the point 

of exchange. Recent literature streams in value creation and co-creation of value challenges this traditiona l 

understanding of the market, as informed, connected, active and empowered consumers are now able and 

seek to exert their influence in every part of the business system, co-creating value through interaction 

with the firm. This change from a product- and firm centric view of value creation, to a focus on 

personalized consumer experiences, have now become the locus of value creation and value extraction. 

Prahalad & Ramaswamy (2004) argues that this swift in views must result in a change of how we 

understand the market, as the market now have become “a forum for conversation and interactions 

between consumers, consumer communities, and the firms”. (Prahalad & Ramaswamy, 2004) 

Co-creation encompasses every situation wherein consumers collaborate with companies, or other 

consumers, in the creation of value. It is inherent in co-creation literature, that consumers play an integral 

part in the value-creation and extraction process, where they influence when, where and how value is 

created and through multiple points of exchange. There is an emerging disconnect between the 

opportunities of value creation and differentiation enabled by the informed, active and networked 

consumers however, and firms must accept that interactions such as dialogue, transparency, access and 

understanding of risk-benefits are central to the next practice in how value is created. These interactions 

enable individual customers to co-create unique experiences with the firm, and are essential in unlocking 

new competitive advantage, as value have to be created jointly by both firms and consumers. A firm must 

personalize the co-creation experience by fostering individualized interactions and experience outcomes, 

as this reflects how the consumer chooses to interact with the experience environment that the firm 

facilitates. Co-creation thus emphasizes consumer-company interaction as the locus of value creation, and 

imply that all points of consumer-company interaction are opportunities for both value creation and 

extraction, and thus are critical to both consumers and firms. Business managers must however accept, 

that they cannot control how individuals go about co-constructing their experiences with the company, 
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and thus managers only have partial control over the experience environment and the networks that 

facilitate the co-creation experiences. Business managers must create opportunities for the firm to engage 

in rich dialogue with their customers, and learn as much as they possible can about them. Thus, the firm’s 

information infrastructure must be centered around the consumers – enabling and encouraging active 

participation in all aspects of the co-creation experience. This is a conversion of the roles of the company 

and the consumer, as the firm and the consumer are now both collaborators in co-creation of value as well 

as competitors in the extraction of economic value, on a market that have become inseparable from the 

value creation process – a forum for co-creation experiences. The fundamental literature on co-creation 

of value thus challenges the traditional distinction between supply and demand, as the focus of the offering 

shifts to the characteristics of the total experience environment. This new frame of value creation can only 

be utilized if firms invest in building new infrastructure, as well as functional and governance capabilit ies 

centered in high-quality consumer-company interactions and personalized co-creation experiences. 

(Prahalad & Ramaswamy, 2004) 

Similar views can be found in other literature streams. Payne, Storbacka & Frow (2007) as well as Lusch 

& Vargo (2006) argues that co-creation of value is embedded in the service-dominant (S-D) logic, and 

emphasizes the importance of developing a customer-supplier relationship through interaction and dialog. 

Superior value propositions relevant to the target customers, should result in greater opportunities for co-

creation, and thus result in increased value for the firm. Technological and societal advancements have 

enabled customers to engage in dialog with the firm during each stage of product design and product 

delivery. (Payne, Storbacka, & Frow, 2008) A dialog Ballantyne (2004) argues should be understood as 

an “interactive process of learning together” (Ballantyne, 2004). This supports Lusch & Vargo’s notion 

of consumers as ‘co-producers’, where customers always are co-creators of value at all points in the value 

chain (Lusch & Vargo, 2006). Co-creation of value is thus also an important goal for companies, in that 

it can promote a better understanding of their customers, their points of view as well as their wants and 

needs. However, critical to this is understanding the roles of customer and supplier, how they togethe r 

create value, and the importance of core competences like learning and knowledge. (Payne et al., 2008) 

This is strongly supported by Culnan, McHugh, & Zubillaga’s (2010) notion of ‘company champions’. 

They find that customers who successfully engage with a company on a regular basis – co-creating content 

and sharing power, will feel like a company insider. This company insider will serve as a ‘champion’ for 

the company and its products, and thus are more likely to be loyal to existing products and new offerings , 

as well as being resistant to negative information about the company. (Culnan, McHugh, & Zubillaga , 

2010) 
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Technology facilitates new and unique practices of co-creation. Meijer (2012) argues that the conversion 

of many medias into new media, have lowered the costs of large scale and dispersed interactions, thus 

enabled practices of co-creation unique to online business areas (Meijer, 2012). Christodoulides, Jevons, 

& Bonhomme (2012) finds that the internet is empowering more and more consumers, and all kinds of 

consumers now express their views publicly, solidifying a shift from a publisher-centric media model to 

a more user-centric model (Christodoulides, Jevons, & Bonhomme, 2012). Co-creation in an informat ion 

age seems to be less serious than co-creation in an offline context however, as the switch to new media  

have transformed the practices of co-creation into more social and playful interactions (Meijer, 2012). 

Online co-creation is embedded in O’Reilly’s (2005) notion of ‘Web 2.0’. He argues that online-conte nt 

is no longer being produced and provided by the service provider, but rather being ‘co-developed’ in 

communities and networks, and made available to all participants of the community. Storing the online-

content in an accessible format, manifests in the creation of online interaction platforms functioning as a 

repository for the virtual community, and enables companies to collect extensive inputs from their 

consumers. (O’Reilly, 2005) 

Digitally co-created content is also called user-generated content (UGC) or user-created content (UCC). 

The Organization for Economic Co-operation and Development (OECD) define user-generated content 

as having three key characteristics: First, it is content that is made publicly available over the internet.  

Second, it is content that reflects a certain amount of creative effort; and third, it is content that is created 

outside professional routines and practices. (Vickery & Wunsch-Vincent, 2007) Literature on user-

generated content reveals that consumers participate in the content creation for a variety of reasons. 

Christodoulides et al. (2012) offers a comprehensive review of these reasons, as they have boiled them 

down to four overarching categories (reasons): co-creation, empowerment, community and self-concept. 

They determine that co-creation is risk reductive for the consumers, and that co-consumers gain social 

benefit by engaging in co-creation. The empowerment of the consumers is based on the possibility to 

change perceptions and influence other people, feelings of power and control, increased willingness to 

engage in online communities as well as have a forum to request greater choice. The community category 

is based on knowledge-sharing, advocacy, social connections, a desire to interact and collaborate as well 

as social networking in general. Last, self-concept is based on the need to self-express, being creative and 

to shape one’s identity. It is further argued that the empowerment offered by co-creation is greatly 

facilitated by the internet and its continuous development, and thus strategies for involving customers in 

co-creation activities are particularly important in high-tech enterprises, where consumers should be able 

to connect with each other in new digital spheres. (Christodoulides et al., 2012) Another view on why 

contributors contribute in an online environment is offered by Cook (2008). He points to the fact that 
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some systems collect data on the participants as a by-product of the participants interacting with each 

other, and being part of a community with common interest. Contribution can also be sparked simply by 

a desire for public recognition. Financial compensation for contribution however, can have a negative 

effect, as payment can destroy participation by undermining the sense of collaboration and trust.  (Cook, 

2008) These findings are similar to them of Vohs, Mead & Goode (2008), who find that participants who 

are reminded of money, are less helpful than participants not reminded of money. However, they argue 

that reminding participants of money prompted them to work harder on challenging tasks, and fueled 

desires to take on more work, compared to participants not reminded of money. (Vohs, Mead, & Goode, 

2008) 

3.1.1 CROWD-SOURCING 

Literature on the overarching field of co-creation and derivatives like user-generated content and crowd-

sourcing, depicts somewhat different views on the importance of consumer-company interactions, trust 

and the level of control maintained by the company. In the sub-chapter above, I reviewed literature streams 

of both the overarching field of co-creation, as well as the ‘less serious’, more social and playful online 

derivative of user-generated content. In this sub-chapter I will review literature on another derivative – 

crowd-sourcing. 

Originally conceptualized by journalist Jeff Howe in 2006, crowd-sourcing is understood as the act of 

outsourcing a task to a ‘crowd’ - rather than to an organization, team or individual - in the form of an open 

call (Boons, Stam, & Barkema, 2015) & (Shepherd, 2012). A more detailed definition is offered by 

Hammon & Hippner (2012), who states that: “Crowdsourcing is defined as the act of outsourcing tasks 

originally performed inside an organization, or assigned externally in form of a business relationship, to 

an undefinably large, heterogeneous mass of potential actors. This happens by means of an open call via 

the Internet for the purpose of free, value creative use” (Hammon & Hippner, 2012). Cook (2008) argues 

that crowd-sourcing is different from the general field of co-creation, in that the organization who utilizes 

crowd-sourcing stands between the input and the output of the co-creation process. Thus, the organizat ion 

maintains a lot of its control, as they select which user contribution to pursue, and then invest the time 

and expense needed to realize them. The notion of crowd-sourcing thus deviates from the overarching 

understanding of co-creation as a forum for conversation and interactions, where companies must abandon 

the idea of being in full control of how individuals co-construct experiences with the them. The word 

crowd-sourcing originates from the words ‘crowd’ and ‘outsourcing’ , and organizations who utilize this 

co-creation method must possess an inherent ability to communicate clear instructions to the crowd, 

regarding what they want crowd-sourced. Like many co-creation methods, crowd-sourcing have been 
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catalyzed by technological advancements such as the internet, and crowd-sourcing initiatives are in fact 

usually seen in online communities. (Cook, 2008) 

Crowd-sourcing is often associated with problem-solving and idea generation within the innovat ion 

process, but can also be utilized as a way to obtain development funding (crowd-funding). Some crowd-

sourcing initiatives like ‘Wikipedia’ are non-profit, and utilizes the crowd to generate knowledge, thus 

creating value for the general public. Hammon & Hippner (2012) argues that because of this, the term 

‘organization’ seems more appropriate then ‘company’ in describing the crowd-sourcer. Crowd-sourcing 

is viewed as an evolutional step in entrepreneurial value creation, as it utilizes the knowledge of an 

undefinably large, heterogeneous mass of users with a distinct collective intelligence , to obtain more 

efficiency and better solutions than the organization internally – with its limited resources – could have 

achieved. It is this collectively accumulated value - which is enabled by the reach of the internet - that 

differentiates crowd-sourcing from the concept of sole customer integration. (Hammon & Hippner, 2012) 

Boons, Stam, & Barkema (2015) argues that the platforms that facilitates the crowd-sourcing 

communities, can be understood as brokers or intermediaries between the crowd and the organizat ion.  

Crowd-sourcing platforms diverge from the online co-creation platforms described by researchers such 

as O’Reilly (2005) and Meijer (2012), as crowd-sourcing platforms do not necessarily support interaction 

between members. The focus is thus not on achieving coordinated actions and collaborative outcomes 

within the crowd, but rather to nurture the activity of individual community members. (Boons et al., 2015) 

It is however argued by Hammon & Hippner (2012), that the inherent principles of Web 2.0 will always 

enable user groups to communicate in a decentralized way, and thus to cooperate with each other 

(Hammon & Hippner, 2012).  

Though the organizational focus of utilizing crowd-sourcing might differ from that of utilizing online co-

creation and user-generated content, literature streams on the motivation of members to contribute and 

engage seems to bear some similarities. While some contributors are motivated by financially 

compensations for their contributions, others are not offered such monetary rewards. Feelings of pride 

and respect play a central role in the motivation for these members to contribute in crow-sourcing 

environments, and organizations can increase these feelings by engaging in specific organizationa l 

communication practices with their members. (Boons et al., 2015) Shepherd (2012) adds that contributors 

also benefits from exercising their amateur skills and by interacting with professionals while practicing 

their hobby, thus an equilibrium of give and take is achieved (Shepherd, 2012). Hammon & Hippner 

(2012) identifies two basic sources of motivation among contributors: 1) intrinsic motives – contribut ing 

for its own sake, including fun or willingness to help, and 2) extrinsic motives – contributing as a means 

to an end, gaining benefits such as money or reputation (Hammon & Hippner, 2012).   
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The generation of ideas for new products are thus no longer an exclusive domain for marketers, engineers 

and/or designers. Poetz & Schreier (2012) find that crowd-sourcing processes generates user-ideas that 

score significantly higher in terms of novelty and customer benefit, but somewhat lower in terms of 

feasibility compared to firm professionals. The feasibility however, is still considered relatively high 

overall, and the best ideas overall tends to originate from the users rather than the firm’s professionals.  

These findings suggest, that at least under certain conditions, crowd-sourcing might constitute a promising 

and viable method of gathering ideas to complement those of a firm’s professionals in the idea generation 

phase of the development of a new product. (Poetz & Schreier, 2012)  

As the litterateur streams presented in this subchapter illustrates, there are clear associations between 

crowd-sourcing and the notion of open innovation. However, utilizing the value creation method of 

crowd-sourcing also involves risks. These includes difficulties in calculating project costs, difficulties in 

defining project scope, feedback loops when communicating with participant , uncertainty of crowd 

structure, risk of losing control, decreasing internal know-how, legal issues and the challenge of creating 

motivating incentives for the contributors. However, if an organization successfully utilizes crowd-

sourcing in its value creation process, it not only gains efficiency and better cost-cutting solutions from 

an undefinably large, heterogeneous mass of users, it also provides an opportunity to enhance the 

relationship between the organization and its customers. (Hammon & Hippner, 2012) 

3.1.2 CROWD-FUNDING 

The concept of crowd-funding draws inspiration from concepts like micro-finance, online charity 

donations, peer-to-peer lending and the broader concept of crowd-sourcing (Mollick, 2014). Like crowd-

sourcing, crowd-funding also utilizes the outsourcing of problem-solving tasks to a distributed network 

of individuals or a ‘crowd’, in exchange for community benefits (Gerber & Hui, 2013). But in crowd-

funding it is not the idea generation that emerges from the crowd’s collective efforts, but instead financial 

support for already proposed initiatives (Ordanini, Miceli, Pizzetti, & Parasuraman, 2011). Literature 

streams on crowd-funding reveals an area with limited scientific studies, where crowd-funding initiat ives 

and their consequences for firms and consumers are not yet completely understood. Facilitated by recent 

technological developments – Web 2.0 in particular – that, like previously outlined, enables consumers to 

create and modify content, as well as interact with each other through social networks, sharing 

information, knowledge and suggestions, crowd-funding now stands as a concept rapidly increasing in 

popularity. (Ordanini et al., 2011). 

The notion of crowd-funding is defined very similarly across the literature stream, though with a few 

differences. Belleflamme, Lambert & Schwienbacher (2014) define crowd-funding as a way for 

entrepreneurs to raise funding through an open call on the internet. An important characteristic of their 
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understanding of the concept of crowd-funding is however, that the contributors or ‘crowd-funders’ enjoy 

benefits by participating in the crowd-funding mechanism. (Belleflamme, Lambert, & Schwienbacher, 

2014) Colombo, Franzoni & Rossi-Lamastra (2014) offers a more refined definition, as they define crowd-

funding campaigns as: “… campaigns [that] involve an open call, mostly through the Internet, for 

providing financial resources either in the form of a donation or in exchange for the future product or 

some form of reward” (Colombo, Franzoni, & Rossi-Lamastra, 2014). Mollick (2014) argues that this 

broad definition of crowd-funding is elusive, and offers a narrower definition of the term: “Crowdfunding 

refers to the efforts by entrepreneurial individuals and groups – cultural, social, and for-profit – to fund 

their ventures by drawing on relatively small contributions from a relatively large number of individuals 

using the internet, without standard financial intermediaries.” (Mollick, 2014). 

As these definitions of crowd-funding reveals, it utilizes a platform-mediated approach to aggregate 

individual transactions in the way of relatively small amounts of money, in order to meet the funding 

requirements of new or expanding ventures (Bruton, Khavul, Siegel, & Wright, 2015), and where online 

‘crowds’ can influence how distributed groups of people can collaborate to get work done on a scale that 

exceeds individual capabilities (Gerber & Hui, 2013). There are three different players involved in the 

crowd-funding model. First, there are the individuals/organizations who proposes the projects to be 

funded, and who wants to utilize crowd-funding to get access to the market through financial support from 

the contributors. Second, there is the crowd of people that undertakes risks by financially supporting these 

projects, while co-producing the output, selecting and sometimes developing the offers they deem 

promising or interesting, all with the expectation of a certain payoff in the end. Ordanini et al. (2001) 

argues that these people represent a further step in the evolution of the role of the consumer, and involves 

a mix of entrepreneurship and social network participation.   Third and last is the crowd-funding platforms, 

acting as intermediaries or “network orchestrators” (Bruton et al., 2015) between the 

individuals/organizations that want to utilize the crowd-funding mechanism and the people who may want 

to support these initiatives through their investment efforts. (Ordanini et al., 2011)  Gerber & Hui (2013) 

find that these crowd-founding platforms employ one of two different funding models. 1) All or nothing, 

requiring all funds to be returned to the supports if the creators do not reach their crowd-funding goal, and 

2) all and more, where creators can keep all funds regardless of achieving the funding goals or not. (Gerber 

& Hui, 2013) An inherent function of crowd-funding is, that it allows for price discrimination between 

the contributors that crowd-fund the project with the expectation of a finished product, and customers 

who buy the project after it has been finalized (Belleflamme et al., 2014). 

Colombo et al. (2014) argues that contributions received in the very early stage of a crowd-funding is at 

the utmost importance, as it reduces uncertainty by means of three main mechanisms. First, contribut ion 
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received in the early days of a crowd-funding campaign solidifies as an indirect clue about the quality of 

the project, triggering imitating behaviors known as ‘observational learning’. Observational learning 

occurs when the quality of a product/service is not directly observable by potential consumers, and the 

consumers therefor derive the information by looking at the behavior of others. Thus, when potential 

consumers see that many people have contributed to the crowd-funding of a certain product/service, they 

are induced to believe that this product/service is great and should be funded. Second, the attraction of 

early contributors creates word-of-mouth around the project, increasing the spread of the crowd-funding 

initiative through friends and friends of friends. Third and last, the early contributors offer suggestions 

and feedback, that can be utilized to anticipate problems, to learn their customers’ preferences and to meet 

the needs of a broader audience. (Colombo et al., 2014) Ordanini et al. (2011) argues that this very early 

stage of a crowd-funding is characterized by a quick and significant flow of investment, that they refer to 

as the “friend-funding” phase, because the investments mainly originates from people who are directly 

connected to the project or to a network related to the project. They argue that after this initial “friend-

funding” phase, the process is likely to slow down in investment growth, and to sustain the project the 

creators must enable the motivation and involvement of other people through word-of-mouth 

communications – they call this second phase “getting the crowd”. Lastly, they identify the final stage as 

“race to be in”, as people speed up their investment decisions to be able to invest, before the target fund 

is reached, and the opportunity to invest cease to exist. Literature streams on crowd-funding indicates that 

the beginning of a campaign has a crucial impact on its subsequent evolution, as many early participants 

triggers even more. Ordanini et al. (2011) further identifies internal social capital as a crucial key for 

igniting the self-reinforcing mechanism that is crowd-funding. They find that social capital – understood 

as: “the sum of the actual and potential resources embedded within, available through, and derived from 

the social contacts of an individual or an organization” – exist both externally (e.g., family and friend, 

social networks etc.) as well as internally (e.g., through establishing relationships with other proponents 

and backers), and both plays a fundamental role in attracting backers and raising capital in the early days 

of a campaign. (Ordanini et al., 2011) Mollick (2014) also find that personal networks and underlying 

project quality both are associated with the success of crowd-funding efforts, and adds that overfunded 

projects are particularly vulnerable to delay, due to the increased complexity as the scope of the project is 

likely to increase with the overfunding (Mollick, 2014). 

Literature streams on the motivation of contributors to engage in crowd-funding initiatives reveals 

multiple findings. Colombo et al. (2014) argues that contributors either receive equity shares, a product 

or service, a particular interest rate or simply gratification from the achievement of a mutually desired 

goal. However, they also find that contributors usually are unsure of the proponents’ abilities to complete 
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the project, and are unsure whether the proponents are trustable. (Colombo et al., 2014)  Gerber & Hui 

(2013) find that the inherent abilities of the Web 2.0 platforms that facilitates the crowd-funding 

initiatives, may play a key role in uncovering the motivations of the supporters as well as the creators to 

engage in crowd-funding. They present evidence strongly suggesting creators and supporters engage in 

crowd-funding with the goal of also wanting to learn from and connect with others, rather than in their 

desire for financial or physical resources alone. They argue that creators beside from having a desire to 

raise funds, also seek to expand awareness of their work, to make connections that benefit them 

professionally and socially, gain approval, maintain control and to learn. They further find that beside 

collecting rewards, supporters are motivated by supporting a cause they believe in, as well as helping 

others through crowd-funding which gives a powerful sense of community by engaging and identifying 

with a group of people with similar interests, thus satisfying a powerful human need for social affiliation.  

(Gerber & Hui, 2013) These findings are strongly supported by those of Ordanini et al. (2011). They find 

that participants share a strong sense of identification with the proponents and/or the projects being 

funded, and crowd-funding is a way for them to contribute to a cause in which they believe. In addition 

to this, they also find that the participants with the highest levels of identification are the first ones to 

invest in the proponents. (Ordanini et al., 2011) In addition to this, Mollick (2014) find that creators can 

use crowd-funding as a method to demonstrate demand for a proposed product, which can lead to funding 

from more traditional sources. Crowd-funding have also been utilized for marketing purposes, by creating 

interest in new projects in their early stages of development. He identifies four main contexts in which 

individuals fund projects: the first is called the patronage model, where funders expect no direct return 

for their donations. The second is called the lending model, where funders offers their funds as a loan, 

with the expectation of some rate of return on capital invested. The third is called reward-based crowd-

funding, and is the most prevalent. Here funders receive rewards for backing projects. These rewards can 

range from being credited, having creative influence on product under development or being given an 

opportunity to meet some of the creators of a project. Reward-based funders often function as early 

customers, being allowed access to the products at an earlier date, at a better price or with some other 

special benefit. The fourth treat funders as regular investors, giving them equity stakes or similar 

consideration in return for their funding. (Mollick, 2014) Belleflamme et al. (2014) argues that the reward-

based crowd-funding method enables entrepreneurs to price discriminate between two groups of 

consumers – the ‘crowd-funders’, who pro-purchased the product, and other regular consumers, who 

purchase the product after it reaches the market. Their research also further supports the notion, that there 

is an inherent “community benefit” increasing their utility, by engaging in crowd-funding initiatives. 

(Belleflamme et al., 2014)      
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3.2 PLATFORMS 

Another relevant field to this thesis are the platforms on which participants engage with provers as well 

as other participants. In this sub-chapter I will review literature streams on the general concept of 

platforms including two-sided markets and communities as well as participant behavior on platforms.    

3.2.1 PLATFORMS & COMMUNITIES  

The word ‘platform’ historically have had many different uses. From a word to describe a raised level 

surface where people can stand, to describing a product that allows for modification though addition, 

substitution, or removal of features, and finally for describing products, services, firms or institutions that 

mediate transactions between two or more groups of agents (Gawer, 2009). It is this latter use of the word, 

that are relevant for this thesis.  

Amit and Zott (2001) were among the first to conceptualize platforms in a e-business context, as they 

wanted to create a model for value creation in e-business. They found that ‘virtual markets’ are understood 

as business transactions which are conducted via open networks, and enabled by the internet 

infrastructure. These markets are characterized by having high connectivity, high focus on transactions as 

well as high reach caused by the near lack of geographical boundaries. They also offer a richness in the 

depth and detail of the information that can be accumulated, offered or exchanged between firms. They 

argue that the internet could be understood as an “electronic network with open standards”, and that it 

enables the emergence of virtual communities , as well as commercial arrangements that disregards the 

traditional boundaries between firms along the value chain. These ‘virtual markets’ or platforms could 

provide business with a new way to more easily extend product range, provide access to complementar y 

assets, reduce asymmetric information, utilize real-time customizability of products and services, as well 

as offer a new form of collaboration between other firms, thus opening the door for new sources of 

innovation involving a more integrative, dynamic, adaptive and entrepreneurial way of thinking. (Amit & 

Zott, 2001) 

Amit and Zott presented a very firm-centric view of platforms referring to them as virtual markets, where 

firms could utilize inherent concepts like new transaction structures, lock-in, switching costs, network 

effects, search costs reduction, increased symmetric information, as well as an increased speed in 

accessing the enlarged selection range of main and complementary products, thus increasing the firms 

value offering and enabling them to achieve economies of scale (Amit & Zott, 2001). More resent 

literature streams on platforms maintains many of these inherent concepts like economies of scale and 

lock-in, but offers a broader approach to the concept, as time have taught us that platforms do not 

necessarily have to be utilized by firms for profit increase. Gawer (2009) argues that platforms are best 

understood as: “a set of stable components that supports variety and evolvability in a system by 
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constraining the linkages among the other components”. Inherent in this definition is a property of 

platforms, that the fundamental architecture behind them is essentially the same. She argues that a 

platform is partitioned into a set of core components with low variety and a set of complementar y 

peripheral components with high variety. She adds that two important properties of platform systems are 

that they are evolvable, in that they enable adaptation to unanticipated changes in the external 

environment, and that platform systems enables unique opportunities to learn about customer needs as 

well as possible new uses for their offerings. (Gawer, 2009)       

Online platforms enable online communities. Kraut and Resnick (2012) define online communities as 

“any virtual space where people come together with others to converse, exchange information or other 

resources, learn, play, or just be with each other”. Online communities serve the same range of purposes 

as their offline/real life counterpart, in that they provide participants with opportunities for companions hip 

and social support, information sharing and learning as well as for entertainment. However, online 

communities differ from local communities in that they transcend the barriers of time, space and scale, 

that limits offline interactions. Online communities can thus both produce benefits for the society as a 

whole (like product reviews and encyclopedia pages), as well as benefits for the organization that 

facilitates the community in the form of product improvements or new product designs. Consistent with 

Culnan et al.’s (2010) notion of ‘company champions’ , Kraut and Resnick argue that the underlying 

commitment of members’ willingness to participate in the community, are strongly associated with the 

level of commitment to the organization that facilitates the community. Participants who are more 

committed to an organization, are more satisfied, less likely to look for alternative offerings or leave, and 

are more likely to perform better and contribute more. However, their findings seem to indicate that online 

communities exhibit a “power-law distribution of contribution”, in that a small minority are responsible 

for contributing most of the content. (Kraut & Resnick, 2012) 

Kozinets (2010) offers a broader sense of the community term, as he describes them as various sorts of 

online communication sharing. Further he elaborates on the term of ‘virtual community’, as being social 

aggregations that emerges from the internet when enough people participates in public discussions, with 

sufficient human feelings, from webs of personal relationships in cyberspace. Inherent in this 

understanding is a sustained social interaction, and a sense of familiarity between the community 

participants. He identifies four different types of communities , depending on the strength of the 

community’s social relationships and centrality of consumption activity. 1) ‘Cruising communities’ are 

understood as communities with weak social relationships between their participants and low centrality 

of the consumption activity. 2) ‘Bonding communities’ are communities with strong social ties between 

participants facilitating deep and long-lasting relationships, they are however not particularly focused on 
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a shared or unified consumption behavior. 3) ‘Geeking communities’ are communities that are focused 

around a shared and unified consumption/production activity, but do not have particularly strong social 

relationships between the participants. 4) Last is the ‘Building communities’ that are characterized by both 

having a strong sense of community as well as unified interest and activity. (Kozinets, 2010) 

Another stream of literature related to platforms, are that of ‘two-sided markets’, ‘two-sided networks’ or 

‘multisided platforms’. Hagiu (2014) defines multisided platforms (MSPs) as “technologies, products or 

services that create value primarily by enabling direct interactions between two or more customer or 

participant groups”. Much like platforms in general, multisided platforms create value by reducing search 

and/or transaction costs for participants. An inherent feature of multisided platforms is, that ‘cross-side 

network effects’ or ‘indirect network effects’ are the catalyst of participation, in that the value to consumers 

on one side of the platform increases with the number of consumers on the other side. It is the general 

consensus across literature steams, that this can create high barriers of entry for competitors, thus popular 

multisided platforms often possess dominant design. Achieving igniting of the multisided platform 

however, can be challenge as no one side will participate without the present of the other side, this is 

referred to as the chicken-and-egg dilemma in popular literature streams. Like with platforms and virtual 

markets, participants of established multisided platforms will often be victims from high switching costs, 

which manifests in lock-in for the owner of the network/platform, who are also gaining additional lock-

in from positive direct and indirect network effects, and are often able to achieve economies of scale due 

to the property that many multisided platforms offering software, have  high up-front development costs, 

but low or zero marginal costs when they add more users. (Hagiu, 2014) Gawer (2009) refers to this 

phenomenon as a “business being an economic catalyst”, when it creates value by bringing two or more  

groups together in interaction. (Gawer, 2009) Eisenmann, Parker and Van Alstyne (2006) offers a slightly 

different view on two-sided networks and platforms, as they argue that: products and services that bring 

together groups of users in two-sided networks are platforms”. These platforms thus facilitate the two 

groups’ transactions, which is achieved with the establishment of infrastructure and rules. Two-sided 

networks are fundamentally different from the traditional value chain, in that it does not follow a 

traditional pattern where value moves from left (company cost) to right (revenue), but instead cost and 

revenue are present on both sides, and the platform creates total revenue by serving both sides and though 

balancing cost/revenue on both sides. Multisided platforms are not directly relevant for answering my 

research question. It is however relevant in understanding the underlying platforms that drive the video 

game industry. Eisenmann et al. (2006) offers a quote to clarify this: “Value grows as the platform matches 

demand from both sides. For example, video game developers will create games only for platforms that 

have a critical mass of players, because developers need a large enough customer base to recover their 
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upfront programming costs. In turn, players favor platforms with a greater variety of games.” 

(Eisenmann, Parker, & Van Alstyne, 2006). Understanding multisided platforms is thus essential in 

uncovering why some video game developers have chosen to developer independently from the 

commercial mainstream in collaboration with their consumer base.  

3.2.1 PARTICIPANT BEHAVIOR  

Participant behavior on platforms and in communities are strongly related to the motivations of 

participation in co-creation, crowd-sourcing and crowd-funding. Payne et al. (2008) argues that the 

participants’ value creation process is defined as a series of routinized practices performed and enabled 

by tools, know-how, images, physical space and the willingness to carry out and carry on the practice, to 

achieve a particular goal. They argue that the behavior of participants can be understood through two 

different views. 1) ‘Information-processing’ participants (consumers) are involved in a cognitive process  

of assessing whether past, present or imagined future experiences are valuable for them. The 

consumer/participant are thus willing to and knowledgeable enough to assess the benefits and the 

sacrifices of a relationship (or product). This emphasizes a goal-directed behavior in informat ion 

searching, evaluation of available options, and in deciding whether or not to participate/buy in a particular 

service/product. 2) ‘Experiential consumption’ participants (consumers) is led by emotions and 

contextual, non-utilitarian and symbolic aspects of consumption. Inherent in this view are the 

understanding of consumption as a flow of fantasies, feelings and fun, thus participants/consumers can be 

regarded as ‘feelers’, ‘doers’ and ‘thinkers’, and not necessarily gold-directed. (Payne et al., 2008) 

Ballantyne’s (2004) argues that inherent in the notion of dialogue as an interactive process of learning 

together, as well as an understanding of the process as being spontaneous and unruly, yet bounded by a 

serious intent of reaching a mutual understanding. Dialog is an important concept in participant behavior 

on platforms and in communities, as dialogical interaction is essential in building trust between 

participants, and as it facilitates learning and the generation of knowledge. Interaction between 

participants only begins when an action generates a response through emotions, ideas, facts, arguments, 

opinions and/or plans, thus deriving some meaning from the action, enabling the participants to go beyond 

the understanding of any one person. (Ballantyne, 2004) 

Communities are enablers of many different kinds of exchanges, from idle talk, pleasantries and 

intellectual discourses to brainstorms, falling in love, arguments or even playing games. Kozinets (2010) 

argues that there are two main elements interrelating and bringing together participants in a community, 

and that they are essential in understanding membership identification as well as participation. The first 

element relates to the relationship between the individual participants, and the central consumption 

activity of the online community. The more central this activity is to the participant’s sense of identity , 
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and the more they believe that its pursuit and development is central to their self-image and self-concept, 

then the more probable their pursuit and value of the community membership, knowledge and skill will 

be. The second element relates to social relationships of the online community itself, including the depth, 

duration, meaningfulness, and intensity of the relationships. This element factors whether other 

community members are merely interesting strangers, or if they are considered friends. Kozinets also 

identifies four idealized online community member types, that are strongly related to his four types of 

communities: Newbies, Minglers, Devotees and Insiders. ‘Newbies’ have relatively weak abilities and 

skills in relation to the community, are absence strong social ties to the community, and maintain only a 

superficial or passing interest in the consumption activity. ‘Minglers’ maintain strong personal ties with 

many of the community members, but lack the interest in and thus are not drawn to the central 

consumption activity. ‘Devotees’ have shallow social ties with other community members, but uphold a 

focal interest in and enthusiasm for the consumption activity, thus having a refined skill and knowledge 

set regarding it. Lastly, ‘Insiders’ who both have strong social ties to the online community , as well as a 

deep understanding of, identification with and aptitude in the consumption activity. (Kozinets, 2010) 
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CHAPTER 4: PRESENTATION OF CASES 

In this chapter I will be presenting the two cases used in this study – Star Citizen and Subnautica, including 

relevant information related to the cases such as developers, distribution and size of crowd-funding. 

4.1 STAR CITIZEN 

Website: https://robertsspaceindustries.com/ 

Main developer: Cloud Imperium Games (CIG) 

Co-developers: Behavior Interactive and IllFonic 

Common label for all developers: Robert Space Industries (RSI) 

 

Star Citizen is a very ambitious genre fusing multiplayer video game, developed exclusively for the PC-

platform. With it the developers aim to create a video game that fuses genres such as space simulat ion 

and first-person shooter, in a massive open universe. It promises an experience where the player can fly 

spaceships - alone or together with friends - and engage in space related activities like combat, exploration, 

trading, etc. with other players, but simultaneously an experience where the player seamlessly can fly this 

spaceship down to the surface of one of the many real planet sized planets, and engage in many different 

narrative activities on foot or in vehicles. Star Citizen is being independently developed by the developer 

Cloud Imperium Games, a company founded by director Chris Roberts in 2012. Star Citizen is 

furthermore being funded exclusively through crowd-funding. Chris Roberts is well-known and respected 

by many space simulation video game fans for his Wing Commander franchise, which enjoyed great 

success in the video game industry in the 1990s and early 2000s. He is also known for the movie Wing 

Commander (1999), which he directed. Chris Roberts created Cloud Imperium Games in 2012, 

simultaneously with the launch of Star Citizen’s crowd-funding campaign through Kickstarer.com (“Star 

Citizen by Cloud Imperium Games - Kickstarter,” 2016). Since its initial launch on Kickstarter, Star 

Citizen and its single player counterpart Squadron 42, have managed to raise over 130 million dollars 

through crowd-funding from the video game community, and at the time of writing over 1,6 million 

participants have crowd-funded the project (“Stretch Goals - Roberts Space Industries,” 2016). Since their 

initial ignition of the crowd-funding campaign, Cloud Imperium Games have grown from having 48 total 

employers in 2013 to having 363 employers as of today. Today their community forums have almost 

500.000 unique threads with nearly seven million comments. (“Star Citizen: CitizenCon Presentation,” 

2016)  

In a video introducing the project on the Kickstarter page, Chris Roberts appeal to players of video games 

on the PC platform, stating that he wants to actively push the boundaries of what can be done in a video 

game. He also states that this game would have been impossible to make any earlier, and only with today’s  

https://robertsspaceindustries.com/
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computing power, and the video gaming community embracing talented developers through crowd-

funding is it possible. In the video Chris Roberts advocates that the PC platform was chosen because it is 

inherently an open platform, and thus constantly innovating. He further adds that he is “sad and angry 

about the situation right now, where it feels like PC games and PC gamers do not get any respect”. (“Star 

Citizen Kickstarter video,” 2016). This comment is closely related to the historical context of the video 

game industry, where as I previously explained, there in recent years have been a prioritization by 

publishers to target the closed platforms of the home video game consoles markets, rather than PC. 

4.2 SUBNAUTICA 

Website: http://unknownworlds.com/subnautica/ 

Developer: Unknown Worlds Entertainment 

 

Subnautica is a non-violent underwater exploration and survival game, developed by Unknown Worlds 

Entertainment, and made available through the Steam Early Access as well as Xbox Live Preview 

initiatives. Unknown Worlds Entertainment was founded in 2001 by director Charlie Cleveland, and have 

always been an independent video game development studio, and have thus always relied on crowd-

funding through pre-purchases as well as early access and preview participation for all their released video 

games. Before Subnautica, Unknown Worlds Entertainment where known for their video games ‘Natural 

Selection 1’ and ‘Natural Selection 2’, which still today are maintaining a sizeable group of players. 

Being made available only through the rather non-transparent platforms of Xbox Live and Steam, there 

are not any data available in regards to user base, and how much money the community have crowd-

funded for the game. However, it is worth pointing out some historical contexts of the survival game 

genre. After Minecraft’s financial success as a crowd-funded open world survival game, the video game 

industry has seen numerous titles trying to mimic their approach, and crowd-funded survival games have 

seen a great increase in popularity from 2012 and onwards. This to a point that some argue that the market 

has become saturated by clones of more popular titles, trying to exploit the early access model in an 

attempt to make money. (PCGamer, 2015)  

http://unknownworlds.com/subnautica/
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CHAPTER 5: METHODOLOGY 

In this chapter I will discuss my methodological, epistemological and ontological approach to the creation 

of knowledge in this thesis. Furthermore, the chapter serves the purpose of clarifying relevant choices that 

have been made throughout the elaboration of the thesis, and with which assumptions this thesis aims to 

create knowledge. 

5.1 RESEARCH APPROACH 

This study is a mixed method, two-cased (collective) case study, that utilizes quantitative and qualitative  

data gathered from questionnaires, as well as qualitative archival, elicited and fieldnote data gathered 

through the method of netnography. The mixed method approach entails the use of both quantitative and 

qualitative data collection techniques and analysis procedures (Saunders, Lewis, & Thornhill, 2008). The 

utilization of a mixed methods research approach has enabled me to use two or more independent sources 

of data to corroborate research findings, thus increasing the validity and reliability of my research, through 

the triangulation of primary empirical data. Triangulation thus enables me a combined use of two research 

strategies in reinforcing my research findings (Bryman, 2008). In addition to this, the adaptation of a 

mixed method approach also serves as a way to ‘facilitate’ (Saunders et al., 2008) or ‘sample’ (Bryman, 

2008)  my netnographic data collection, in that I initially collected data through questionnaires, to use as 

a guideline for the selection, collection and categorization of relevant qualitative netnographic data.  

Bryman (2008) argues that especially quantitative research is useful for preparing the ground for 

qualitative research, through the identification and selection of people from which the qualitative data can 

be collected (Bryman, 2008). A mixed use of qualitative and quantitative data are thus useful in both 

getting the right direction, as well as exploring the depth of your subject area (Kozinets, 2010).  

Furthermore, I have conducted an inductive approach to this thesis, as theory is the outcome of the 

research rather than what guides it (Bryman, 2008). However, established theory was used in the 

elaboration of my questionnaires, thus theories have been used to guide the research to a small extend, 

which are the characteristics of a deductive approach. The inductive approach is a bottom up approach, 

and have enabled me to more flexibly change the research emphasis as the research have progressed. The 

inductive research approach is generally less concern with the need to generalize, and advocates the 

researcher as inseparable from the research process, and are thus coinciding with the general strategy of 

netnography, hermeneutic interpretation, as well as the general philosophy of interpretivism (Saunders et 

al., 2008), all of which are relevant to this thesis and will be discussed later in this chapter. 

The nature of this research is exploratory, as I raise the question as to what the rooted motivation for 

participants to participating in ‘Early Access’ video games Star Citizen and Subnautica might be. 

Saunders, Lewis and Thornhill (2008) defines exploratory research as a “… valuable means of finding out 
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‘what is happening; to seek new insights; to ask questions and to assess phenomena in a new light’” 

(Saunders et al., 2008). The exploratory research approach enables a flexible and adaptable research 

approach, which is beneficial for this thesis in that the subjects of early access video games entails relative 

new scientific areas such as ‘co-creation’, ‘crowd-sourcing’, ‘crowd-funding’ and ‘participant behavior’ 

in communities, and thus involves a lot of uncertainty from a researcher’s point of view. The exploratory 

approach has thus been beneficial in progressively narrowing down the field of research through the 

research progress. This is evident as I started this thesis also focusing on what the underlying motivat ions 

of video game developers to utilize the early access development model is, but found that not only might 

the answers be quite self-explanatory (independence, more lucrative, etc.), but the commitment these 

independent video game developers have made to their ‘participants’, where in fact so strong that none of 

the ten early access developers I contacted, felt they could spare any time for interviews, as they needed 

to spend it on the development of their games. Thus, I narrowed down the field of research to focus on 

the participants alone. 

A case study is defined as “a strategy for doing research which involves an empirical investigation of a 

particular contemporary phenomenon within its real-life context using multiple sources of evidence” 

(Saunders et al., 2008). In case studies the boundaries between the phenomenon in question, and the 

context in which it its being studied are not clearly evident, and the ability to explore and understand this 

context, is limited by and thus reliant on the number of variables for which data can be collected.  What 

this research strategy offers however, is a rich understanding of the context of the research and the 

processes being enacted, in the what, why and how questions. (Saunders et al., 2008) I have chosen two 

cases for this thesis, the early access video games: Star Citizen and Subnautica. They have been selected 

via a non-probability and purposive sampling approach (Saunders et al., 2008), on the basis of numerous 

considerations presented in the previous chapter. It can however be argued that Star Citizen have the 

inherent traits of an extreme or unique case, due to the major success of its crowd-funding, where 

Subnautica might be considered a representative or typical case type (Bryman, 2008), due to its 

distribution through the popular platforms of Steam and Xbox Live. The two cases are thus in some areas 

not directly comparable. However, the different platforms that facilitates the crowd-funding of the two 

early access video games, are also one of the reasons for their selection. Star Citizen is completely 

independent in its distribution (besides its initial crowd-fund launch on Kickstarter), as it is being offered 

on the developers own website by the developers themselves. Subnautica however, utilizes Steam’s ‘Early 

Access Program’ as well as Xbox Live’s ‘Preview Program’, that offers both infrastructure to distribute 

early access video games, as well as a large preexisting consumer base. This is an important distinct ion 

to make, as utilizing an established infrastructure of successful distribution platforms such as Steam and 
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Xbox Live may affect participation, as participants may perceive the investment as being less risky, which 

may result in different motivations behind participating or influence the degree of participation. 

5.2 DATA COLLECTION 

In this sub-chapter I will clarify and discuss relevant choices, that have been made in regards to the 

collection of primary quantitative and qualitative data for this thesis. This thesis uses the internet as object 

and method of data collection, which entails an analysis grounded in a new field that is very much in flux, 

and where the researcher must find relating websites to the research questions, and acknowledge the fact 

that websites are continually appearing, disappearing and changing (Bryman, 2008). 

5.2.1 QUESTIONNAIRES  

The quantitative data for this study was collected through two separate self-administered and internet-

mediated questionnaires (web surveys) – one for each of the two cases, which was distributed exclusively 

to the community forums of each of the video games respectively. The web surveys were made and 

distributed utilizing the ‘SurveyXact’ tool, and the web survey templates as well as the results can be 

found on the supplied USB-key. The web survey distributed to the community of Star Citizen had 198 

completions, as well as 16 partially completions. The web survey distributed to the community of 

Subnautica had 82 completions, and 12 partially completed. Subnautica is a smaller video game in terms 

of both scope and customer base, thus the lower number of responses where expected. 

My questionnaires consists of mostly closed questions, however they both include one open question, thus 

enabling the collection of both quantitative as well qualitative data (Bryman, 2008), as open questions are 

useful in exploratory research where the researcher is unsure of the response (Saunders et al., 2008).  

Forming the investigative questions in questionnaires involves some inevitable challenges, in that the 

researcher needs an underlying understanding of what he wants to research, before the questions can be 

shaped, as the questions in questionnaires need to be defined precisely prior to the data collection 

(Saunders et al., 2008). Responding to this challenge I included an open question, as well as based the 

remaining closed investigative questions in my questionnaires on the initial knowledge, I had gathered by 

lurking on the communities of my two cases prior to starting the data collection. To a smaller extent I also 

grounded some of the questions in the theoretical frames of my literature review. Furthermore, I designed 

the questionnaires to include mostly behavioral rating questions, utilizing both agreement and frequency 

levels, and thus the quantitative data gathered from my web surveys are of a categorical nature.  I further 

ensured that the questionnaires where easy to read and fill out, and created custom designs for both of the 

web surveys, that were tailored specific to each video game, to which community it was distributed to. 

This served the purpose of encouraging responses further. This was also applicable when designing the 
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textboxes for the open questions, as its size affects the length of the responses, and might discourage 

responses if to sizable. (Saunders et al., 2008) 

The questionnaires where only distributed to two particular groups of respondents - the participants in the 

communities of early access video games Subnautica and Star Citizen, thus minimizing uniformed 

responses that could contaminate the data. Though everybody potentially could become a member of these 

communities, Star Citizen requires you to have purchased the game in order to write comments, and access 

certain parts of its community.  

5.2.2 NETNOGRAPHY 

‘Network ethnography’ or ‘netnography’ is the term used to describe the combination of social network 

analysis and ethnography, and emphasizes the use of participant-observational research based in online 

fieldwork, to understand a cultural or communal phenomenon. Ethnography is understood as a 

methodology with the assumption that personal engagement with the subject - mostly through participant 

observations - is the key to understanding a particular social setting. (Kozinets, 2010) 

The utilization of netnography as a general strategy for this thesis has proven beneficial, in that it is rooted 

firmly in the inductive approach (Saunders et al., 2008), as well as it: “… grant[s] great significance to 

the fact that people turn to computer networks to partake in sources of culture and to gain a sense of 

community” (Kozinets, 2010). Netnography is a version of ethnography, with the major advantage of  

being less time consuming and resource intensive, as well as being able to track communal conversations 

back in time, due to its inherent online areas of operation.  The open-ended quality of netnography have 

enabled me to observe the naturally occurring behaviors of the community participants of Star Citizen 

and Subnautica, in regards to their rooted motivation to participate in the projects, and then enhance these 

observations through communal participation and online participant interviews, and further triangulate 

these findings with those of my quantitative web survey. Through my netnographic data collection I 

conducted a total of five small internet-mediated interviews, with one of them not being completed, all of 

which can be found as part of the larger netnographic data collection in ‘Appendix 3’ on the provided 

USB-key. 

I have followed five steps in my netnographic strategy: 1) Planning, 2) Entrée, 3) Data collection, 4) 

Analysis and 5) Reporting (Kozinets, 2010). Before starting to collect data, I planned my strategy and 

considered different options in regards to my entrée on the communities of my two cases. I initially entered 

both communities as a lurker, learning much about their individual cultures like their usage of internal 

words and phrases, hierarchies and in which ways the two communities facilitate the co-creation of 

content by the participants. I used this knowledge both as a basis for the questions in my questionnaires , 
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as well as to plan and organize my netnographic data collection further. This approach enabled me to 

present myself to the communities not only as a researcher, but as a fellow community member, when I 

interacted with the communities in the gathering and co-creation of empirical data. As previously touched 

upon, netnographic data collection consists of three types of data: archival, elicited and fieldnote data.  

Archival data refers to the data directly copied from pre-existing computer-mediated communications of 

online community members, and thus the researcher are not directly involved in creation this kind of data.  

Elicited data refers to data that the researcher, through personal and communal interactions, co-creates 

with community members - like asynchronous internet interviews conducted over an extended time 

period. Lastly, fieldnote data refers to data that the research inscribes regarding their own observations , 

and can be both observational or reflective. (Kozinets, 2010)       

I did not reveal my position as a researcher, when I initially in the planning phase lurked on the 

communities and gathered initial knowledge. I did however reveal my position when I distributed the 

questionnaires as well as participated in the co-creating of elicited data, thus marking my research position 

as a ‘participant as observer’ (Saunders et al., 2008). This choice was made from multiple considerations 

– both ethnical and practical, as I felt the field of research would be minimally impacted by revealing my 

position, and that the participants should be informed that their replies might be used in the context of an 

academic dissertation. However, since most (if not all) participants of the two communities are 

participating under aliases, I though it appropriate to include these aliases in the collection of archival 

data, without their permission. 

5.3 VALIDITY & RELIABILITY 

Validity and reliability are important evaluations of measures of concepts. In general validity refers to 

whether a measure of a concept really measures that concept, and reliability refers to the extent that your 

data collection techniques or analysis procedures will yield consistent findings. (Saunders et al., 2008) & 

(Bryman, 2008)  

An inherent characteristic with using the internet as object and method of data collection is, that internet 

users are considered a biased sample of the general population, in that they tend to be better educated, 

wealthier, younger, and not representative in ethnics terms (Bryman, 2008). Though a relevant 

consideration, it is however not a crucial consideration for my thesis, as the population this research aims 

to create knowledge from (the community participants of Star Citizen and Subnautica), by the very nature 

of them being community members, must be considered users of the internet. It is also important to note, 

that it is not the job of a case study to be generalizable, as the external validity of a case study is bound 

by the fact that a single case cannot possibly be representative of a certain class of objects (Bryman, 2008). 

This is relevant because the participants of Star Citizen and Subnautica are only reached in isolation 
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through their respective communities. This poses some limitations for the generalizability of this thesis, 

as the participants of these communities inherently possess self-selection bias, and thus the data I gather 

from these communities might imply higher levels of motivation, or even entirely different motivat ions 

of participation, than the participants that do not utilize the communities at all, and only participate by the 

act of crowd-funding the video games, and reporting ‘bugs’ from inside the video game clients. Thus, my 

findings can not immediately be generalized to all participants in the two early access video games, or 

even to early access participants in general, but only to the participants that are utilizing the communit ies. 

Essential to note here however, is that in both my cases the communities is the only channel through 

which the participants can affect the development of the video games, in other ways than simply reporting 

‘bugs’. Therefore, if the participants possess the motivation to engage in co-creating Star Citizen or 

Subnautica, they would have to become a member of the community.  

Data triangulation is also referred to as greater validity, because the mixed method approach that enables 

it, aims to increase the validity of the research findings (Bryman, 2008). The method of netnography is 

well suited for a mixed method research approach, as many other methods are complementary with it, and 

thus enables flexibility through a vast variety of different research techniques and approaches (Saunders 

et al., 2008) & (Kozinets, 2010). Inherent in the netnographic method is the fact that general participant 

observations have high ecological validity, because the method involves studying social phenomena in 

their natural contexts (Saunders et al., 2008).  

I assess the validity of my qualitative netnographic data to be high, in that both early access video game 

communities from which the data was gathered, are highly relevant cases of early access video game 

development. However, the self-selection bias of the community participants as well as the very nature 

case studies raises skepticism in regards to the external validity of my data, and the ability for me to 

generalize my findings. In netnographic or participant observational research the main threat to the 

reliability of the data is observer bias, as researchers cannot detach themselves from being part of the 

social world that they are studying, or avoid relying on their common sense knowledge and life 

experiences when they try to interpret the data, and thus it is impossible for the researcher to avoid 

observer bias (Saunders et al., 2008). Further discussion on this will follow in sub-chapter ‘5.4.2 

Hermeneutic Interpretation’, where I discuss the hermeneutic approach and how my position as a 

researcher and how the knowledge and values inherent in me, affects the interpretation of my data. 

In questionnaires it is important that the questions as well as the answers, are understood in the way 

intended by the researcher or respondent (Saunders et al., 2008). My questionnaires were built from the 

initial knowledge that manifested from lurking on the communities, as well as partly from the theoretical 

frames of my literature review, and thus I assess that the questionnaires have high internal validity, in that 
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they measure what I intent them to. However, they too are subject to observer bias, as they are based on 

my initial participant observations, and thus the main threat to the reliability of the data from my 

questionnaires are that of observer bias as well.  Kozinets (2012) argues that surveys in netnographic  

research can aid in understanding how popular or even valid developed categorizations for qualitative 

data analysis might be, as they can tell us much about the participants’ activities in the online communit ies 

(Kozinets, 2010). Being based on both initial participant observations as well as partly grounded in a large 

review of relevant literature streams, I assess that the content validity of my questionnaires could be 

considered high, as the questionnaires provides adequate coverage of the different possible underlying 

motivations for participating in the development of Star Citizen or Subnautica through the communit ies. 

I thus also argue, that the questionnaires’ predictive validity can be considered high. However, due to self-

selection bias the questionnaires might have low predictive validity for the groups of participants that do 

not utilize the communities.  

5.4 DATA ANALYSIS 

In this chapter I will discuss my approach to data processing/analyzing. I will cover relevant procedures 

in analyzing netnographic as well as general qualitative data such as ‘categorization’, ‘coding’ and 

‘hermeneutic interpretation’.  

5.4.1 CODING & CATEGORIZATION 

Netnography inherently involves an inductive approach to the analysis of qualitative data, in that the 

individual observations are built up in order to make more general statements about a phenomenon. Codes 

are utilized to label the data, and thus establishes it as examples of some more general phenomenon. The 

categories used to code with emerges inductively though close reading of the data (Kozinets, 2010), I 

have however in this study further progressed the identification of relevant categories through initia lly 

lurking on the communities, as well as through the creation of my theoretical framework. This is 

important, as the categories devised need to be part of a coherent set, in order for them to provide a well-

structured, analytical framework to utilize in the analysis. Inherent in the categories are both internal and 

external aspects, meaning that the categories must be meaningful in relation to both the data as well as to 

the other categories. (Saunders et al., 2008) Categorization and codification have enabled me to point out 

different connections in my data, by highlighting meaningful propositions on the rooted motivat ions 

behind the community members’ participation in early access video games Star Citizen and Subnautica. 

However, different researchers may derive different categories from the same data, as interpretation is 

core in determining both categories, as well as analyzing the qualitative netnographic data in general.  

Thus, the scientific theory of hermeneutic and inherent concepts like the ‘hermeneutic circle’ and 
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interpretation is core to this thesis’ data analysis. Below is a table displaying the different categorizations  

as well as color-codes derived from the data of both the Star Citizen and Subnautica community. 

Vison of the video game 

Motivation of participation linked to the vision of the game in terms of scope, genre, 

graphics and gameplay. 

Co-creation the product 

Motivation of participation linked to the desire of wanting to help the developers in co-

creation the product. 

Personalities on the developer team 

Motivation of participation linked to personalities of the developer team, or the video 

games they previously have developed. 

Information sharing and social interaction 

Motivation of participation linked to information sharing, information transparency, 

social interaction and recognition between community members and between the 

developers and community members. 

Independent development and discontent with publishers 

Motivation of participation linked to a desire in wanting to support independent video 

game development, or as a result of being discontent with the standard model of video 

game publishers. 

 

5.4.2 HERMENEUTIC INTERPRETATION 

Core to interpretivism is the ‘paradigm-break’ that the researcher practices, when breaking from the 

positivistic understanding of knowledge as being certain and definitive. In netnographic and participant 

observational research, the data collection and analysis activity are likely to be part of the same process, 

as they are likely to be carried out simultaneously through interpretation of the data. (Saunders et al. , 

2008) The scientific theory of hermeneutics is closely related to the method of interpretation, and the word 

hermeneutic descends from the Greek word for interpretation or art of interpretation. The hermeneutic 

ontology views our social reality as being fundamentally different from that of the nature, where its 

epistemology perceives the realization of our social reality as being conditioned by interpretation, and 

thus always unsure and open to discussion. It is thus through the interpretation of our linguist ic  

expressions, that meaning is found, as knowledge in a hermeneutic sense are conditioned by interpreting 

and capturing the intentionality that underlies and motivates people to act in a certain way. Core to the 

hermeneutic approach is to develop an interpretive understanding of the meaning rooted in the 

Table 1: Categorization and color-coding of qualitative data.  
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manifestations of life, and to do so requires knowledge of the historical context in which the utterances 

occurs in. Core to the hermeneutic is thus its ontological understanding of individuals as always acting 

based on historical contexts. In hermeneutics, it is the researchers job to find the best interpretation, and 

to convince others that, that is indeed the case. However, no interpretation can ever claim to be final, 

universal and absolute true. (Juul & Pedersen, 2012) & (Olsen & Fuglsang, 2009) 

A central concept in hermeneutics is the hermeneutic circle, which describes the interaction between the 

parts and the whole when interpreting. It is the idea that one’s understanding of something as a whole, is 

established by reference to the individual parts, and the understanding of the individual parts are likewise 

only established by reference to the whole. In other words, it is in the connection between the parts and 

the whole that meaning is created. (Juul & Pedersen, 2012) The hermeneutic circle is an epistemologica l 

principle in methodical hermeneutics, and thus the nature of knowledge is that that all knowledge appears 

as a commuting between the understanding of the whole and the understanding of its parts, of the object 

being sought interpreted. The task of interpretation is thus essential in comprehending the meaning, and 

requires that the interpreter is able to empathize with the subject’s psychology, which necessitates 

knowledge of the context. However, the task of interpretation is an endless task that neither can nor shall 

be brought to an end in an ‘objective’ or ‘true’ understanding, but rather seek to achieve a coherent 

understanding of the speaker’s intentions or the author’s opinion. (Juul & Pedersen, 2012) & (Olsen & 

Fuglsang, 2009)   
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CHAPTER 6: ANALYSIS 

In this chapter I will analyze the primary qualitative and quantitative data collected from the two cases of 

this thesis, and in doing so creating the foundation of the discussion and the foundation for answering my 

research question. This analysis will pull together both quantitative web-survey data as well as qualitative 

observational data, fieldnote data, open survey questions and data from internet-mediated interviews, 

gathered through questionnaires and the method of netnography.       

6.1 CASE: STAR CITIZEN 

The video game industry is primarily a male dominated industry. This is evident as 96 percent of the 

survey respondents from the Star Citizen community are male. 25 percent of the survey respondents are 

what is identified as ‘original backers’, that supported Star Citizen during its initial crowd-funding 

campaign on Kickstarter, where the remaining 75 percent have supported subsequently through the 

official website. None of the survey respondents had not pledged any money to the Star Citizen project.  

(Appendix 1) 

My data show that the rooted motivations of the community participants in the Star Citizen project, to 

participate in the crowd-funding and co-creation of the game, can be understood through five different 

segmentations, which are the same as the categories by which the data is coded. 

MOTIVATION LINKED TO THE VISON OF THE STAR CITIZEN 

My data illustrates multiple elements of motivation to participate being linked to the vison of Star Citizen.  

The archival and elicited data, my fieldnote reflections as well as the data gathered through the open 

question of my web-survey all indicate that elements of the vison of Star Citizen such as: scope, gameplay, 

game control, physics emulation, genre, offered level of immersion, visual and artistic direction, open 

world setting as well as the game being both multi and single player, are all rooted motivations of the 

community participants in Star Citizen, to participate in the crowd-funding and co-creation of the game.  

(Appendix 2 & 3) Star Citizen offers a unique combination of these elements, which video game players 

have not had the opportunity to play before, but always wanted to. This is evident in a quote from my 

archival netnographic data: “When I heard about this game back during the Kickstarter it felt as if CR 

[Chris Roberts] had been snooping in on my conversations about what I want in a game and decided to 

make this just for me. Sounds corny but it was uncanny how much his vision fell in line with what I was 

hoping for.” Another community member wrote: “I feel like this was the game I've been waiting for my 

whole life.” (Appendix 3). This is further evident in that the community refers to Star Citizen as “BDSSE”, 

which is an acronym for ‘Best Damn Space Sim Ever’ (Appendix 2 & 3). 
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There is also a nostalgic element in the motivation to participate, as evident in the following statements 

from my netnographic data collection: “I was 11 years old when Star Wars came out. I don't think I can 

relate how that rebirth of science fiction/space opera captured the minds of a generation (or two or three 

generations). But something with the scope of Star Citizen will let me play out those childhood dreams, 

at least a little bit.” Another wrote: “I hope Star Citizen is the game that will finally capture 40+ years of 

wanting to fly amongst the stars.” (Appendix 3). Other participants replied to my survey: “I pledged for 

the game we, the Star Wars/Star Trek generation, want to play”, “This is my chance to claim a part of my 

childhood back” and “Star Citizen offers such a compelling vision that it makes me think back to being a 

kid and discovering science fiction.... That sense of wonder, that sense of adventure. ” (Appendix 2). 

Relating these findings to my quantitative data, we see that the age distribution of the participants in Star 

Citizen are indeed weighted more to the mature part of the population, as 25,2 percent of the participants 

are between 34 and 41 years old and 32,7 percent are between 26 and 33. The population size of Star 

Citizen community participants that are younger than 10 and up to 25 years old (22,5 percent), are roughly 

the same as the participants that are 42 years old or older (19,6 percent), as displayed in the graph below. 

(Appendix 1) 

 

 

There is clearly evidence suggesting that the promised vison of Star Citizen is a motivation for participants 

to engage in the crowd-funding and co-creation of the video game, however this motivation is also rooted 
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Graph 1: Relative age distribution of the community participants in Star Citizen. (Appendix 1)  
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in nostalgia. A nostalgic feeling from an older population of the video game community, to recapture 

childhood dreams of space discovery and flying amongst the stars. 

MOTIVATION LINKED TO A DESIRE TO CO-CREATE STAR CITIZEN 

The will for participants to engage in the co-creation of Star Citizen can easily be considered a result of 

them investing in the video game, and thus wanting to minimize that risk by engaging with the developers 

in the co-creation of ideas and content. However, my data show that this desire for participants to engage 

with Cloud Imperium Games in co-creating Star Citizen, are indeed also – though to a lesser extent than 

that of the overall vison of the video game -  a motivation for them to participate in the first place. One of 

the respondents from my survey wrote: “It is exciting to be part of a game in development.” Another 

wrote: “I usually like to participate in the development of games which I care about. I think my opinions 

and expertise will improve the end result.” (Appendix 2). This is further supported by the amount of game 

ideas the community have contributed on the Star Citizen community forums. My netnographic research 

reveals that there are more than 27.700 community threads regarding game ideas, each with multiple 

replies ranging from a couple to hundreds (Appendix 3). Comparing these findings to my quantitative 

data, we see in the marginal distribution of the data that 9,2 percent Strongly Agrees and 32 percent Agrees 

with the statement that they participate to influence the development of Star Citizen and its single player 

mode Squadron 42, though the mode in this data set is Neutral with 33,5 percent (Appendix 1).  
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Graph 2: Relative frequency distribution of participation to influence the development of Star 

Citizen/Squadron 42 (Appendix 1)  



 

 

                    

 

 Copenhagen Business School, Copenhagen, Denmark • January 16th, 2017                                                                                    The ‘Early Access’ Phenomenon 

Page 41 of 71 

Furthermore, we see that 13 percent very often have co-created and posted ideas for the video game on 

the forums, with the mode being often with 33 percent. It is worth pointing out however, that 21 percent 

never co-create and post ideas for the Star Citizen/Squadron 42 on the forums, thus indicating that indeed 

the desire to co-create the game might not be as big a motivational factor for participation as the vison of 

the video game itself. (Appendix 1)     

 

 

 

Though my netnographic research I interviewed a community member by the name ‘Banchou Katuzi’, 

who have spent 600-800 hours, compiling a compendium of community ideas for the community and 

developers to easily navigate. He did so because he “…wanted to contribute something "important" and 

"meaningful" to the community and RSI”. This ‘Idea Compendium’ as he calls it, are compiled by 

community approved ideas, as he puts it: “It's absolutely stunning what great approaches some community 

members show through their ideas to make this game”. (Appendix 3) An interview with another 

community member named KiwiPete revealed that this high level of co-creation, not only of ideas but 

also of elements such as spaceship designs, might be related to the transparency of the video game 

development: “With greater transparency, we as customers will be able to provide very real and 

meaningful feedback to the developers and prevent them from ending up with a universal outcry about 
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Graph 3: Relative frequency distribution of participants that post ideas for Star Citizen/Squadron 42 on 

the ‘Game Ideas’ forum (Appendix 1)  
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the game quality, content or direction.” (Appendix 3), this is a point I will return to later in this analysis.  

As the data illustrates, the desire to be part of or participate in the development of Star Citizen are thus a 

motivation for participants to co-create the video game, however this motivation seems to be related more 

to the fulfillment of the overall vison of the video game, rather than co-creation for the sake of co-creation. 

Only for at smaller group of participants, are the opportunity to engage in the co-creation of Star Citizen, 

in itself a motivation to participate in the project.  Furthermore, my quantitative data shows that this co-

creation of Star Citizen are most common through bug-reporting, where 28 percent of the respondent’s  

report that they very often report bugs to the developers through the website, with the mode being often 

with 33 percent, and with only 16 percent reporting that they never report bugs. (Appendix 2).        

MOTIVATION LINKED TO DEVELOPERS AND PERSONALITIES OF STAR CITIZEN 

It is no epiphany that developer reputation and consumer-developer trust are essential factors inherent in 

the motivation for consumers to participate in the crowd-funding and co-creation of early access video 

games. However, as data presented in this subchapter will show, it is in fact one of the most essential 

factors for consumers to participate in the Star Citizen project. 

Chris Roberts is the director of Cloud Imperium Games, and the man behind the vison of Star Citizen . 

My netnographic as well as survey data both show that he and his previous video game, are a major factor 

for the motivation for consumers to participate in the crowd-funding and co-creation of Star Citizen: 

”When I first heard Chris Roberts was thinking about making a new game I immediately went to this 

website and signed up … It wasn't the game that necessarily made me pledge. It was a steadfast belief in 

the man behind the game. I wanted to make sure that any endeavor Mr. Roberts was trying to put forth 

would succeed.”, another community member wrote: “When I heard Chris [Roberts] - a name us old hat 

gamers recognize, the way Babe Ruth is recognized by baseball nuts - was at it again, my second 

childhood began. It was a no brainer for me.” (Appendix 3). 

My data illustrates that Chris Roberts have accumulated respect and trust from past endeavors, and this to 

a point where some participants of Star Citizen, only participated based on the fact that it was a Chris 

Roberts game, as one participants ironically commented: “I heard the name "Chris Roberts" and my wallet 

jumped out of my pocket into my hand.” (Appendix 3). This finding correlates with the data gathered 

through my surveys, as Chris Roberts and his previous games such as Wing Commander and Privateer, 

are often occurring in the responses: “I chose to participate in the crowd-funding of Star Citizen, because 

I liked many of Chris Roberts' previous games. Freelancer is one of my favorite PC games in the time I've 

had PCs. I wanted another game like that and wanted to make sure he had the opportunity to make what 

I wanted.”, another wrote: “I played wing commander at my cousin's and remember the fascination. That's 

why I completely trust CR to have the exact vision that would fulfil the dream … And I am convinced, that 
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this is the main reason for the majority of the community as well.” (Appendix 2). There is also evidence 

that point to nostalgic elements, as Chris Roberts earlier video games have created joy in many of the 

participants’ childhood, and have later impacted their life’s: “I loved the original wing commander, it was 

one of the things that made an unfriendly childhood happier.”, another responded “I learned how to build 

and configure computers thanks to the Wing Commander/Privateer series. I entered the Computer Tech 

field and got my CompTIA A+ certification. All inspired by Chris Robert's vision for his computer 

game[s].” (Appendix 2). Trust, respect and happy associated memories with Chris Roberts and his 

previous video games, are thus major factors for the motivation for consumers to participate in the crowd-

funding and co-creation of Star Citizen. 

MOTIVATION LINKED TO INFORMATION SHARING AND SOCIAL INTERACTION 

For the majority of the community participants of Star Citizen, information sharing, informat ion 

transparency, social interaction and recognition should be understood more as an extra benefit follow ing 

their participation grounded in other motivations. They thus utilize the community forums as a channel 

for them to share their general excitement for Star Citizen and to interact with likeminded people.   

However, my data suggests that for a smaller group of participants, information transparency and the 

social interaction between community members and the developers, as well as between other community 

members are indeed motivational factors for them to participate in the crowd-funding and co-creation of 

Star Citizen. (Appendix 2 & 3) 

One respondent viewed taking part of the community as a part of playing Star Citizen, and thus part of 

why he had chosen to participate in the project: “… part of playing the soon to be released game is reading 

on the forums and other community places.” (Appendix 2). Having multiplayer elements have also 

provided participants of Star Citizen with the motivation to participate: “I have a group of friends who 

had already backed before I did it, so it felt lot easier too.”, another wrote: “A family member encouraged 

me (gaming is how we bond).” (Appendix 2). When asked why he participated in the Star Citizen project 

one respondent replied: “Because it had the promise of being just more than a game. It had the potential 

for being a community”, and one respondent even replied that participating in Star Citizen had allowed  

him to bond and spend quality time with his son: “I have a son I play this game with and his interest 

merging with my old interest has been a good bonding experience … My son is a rising teenager and 

getting quality time together has been worth more than I have spent on this game.” (Appendix 2). These 

findings are consistent with them of my netnographic data collection. A community member of the Star 

Citizen forums wrote: “I have several family members (including my wife) that have pledged simply 

because of the teamwork possibilities.” (Appendix 3). 
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Community member Banchou Katuzi, who created the idea compendium previous mentioned, have also 

engaged in the creation of a separate organization called ‘Buccaneer’s Den’, where likeminded people 

can join, and play Star Citizen as well as other games together. When asked why he created the 

organization and what he is trying to achieve with it, he responded: “… there were a handful of people 

which realized that we did not just play thousands of hours together but actually lived thousands of hours 

together. We shared pretty much everything in daily life. We talked, we laughed, we discussed, we argued 

and even cried together. Basically, we were sticking on each other like best friends or even brothers and 

sisters day after day. Now - about 10 years later - we went down the path altogether”. He further 

elaborated on the purpose of the organization: “We primary focus on the actual emotional bonds and treat 

our community as true friends and some even as family. We did not just create an enjoyable online 

presence. We created another home for any member. We´re not just spitting words here . We actual mean 

that with all our conviction and dedication. Some of us actually moved to a different location just to share 

the same dream - Buccaneers Den. And how does that link to my engagement with the Star Citizen project? 

The answer is pretty obvious, at least from my point of view. Put up as much effort as needed to get the 

best result for something you love and even go one step beyond.” (Appendix 3). There is a strong sense 

of community in Star Citizen, and perhaps in the video game community as a whole, one respondent even 

refereed to the Star Citizen community as “cult like” (Appendix 2), and my data is evidence that this 

community and the social interactions it entails to a smaller number of participants are a motivationa l 

factor for participation in the Star Citizen project. This is further demonstrated by another community 

member who have utilized the social interaction enabled by the Star Citizen community to battle his 

illness: “I suffer from chronic depression and much of my life is not exactly what you would call exciting 

or even interesting. Even with medication there are days when I just can't be bothered to care about most 

anything at all. One of the few things that carried me through the last decade, aside from my family, were 

those two communities. I can honestly say I'm a better person for my time there and also that I'm not sure 

I would even still be alive if it weren't for those people. They helped me deal with myself and  for that they 

have my eternal gratitude. I backed this game … [because] I want to see something like that happen 

again. It is my sincere hope that someone with similar circumstances, or even just "normal" people, will 

be helped like I was to one degree or another. That to me is worth any money I can throw at this project.” 

(Appendix 3).  

Looking at the quantitative data we see that an increased activity on the community forums measured in 

the number of posts a member have contributed, indicate a higher degree of forum participation motivated 

by interacting with people who share the same interests. More than 50 percent of participants that strongly 

disagree with the statement that they participate on the forums to interact with people who share the same 
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interest as them, have very few forum post contributions. Furthermore, we see that participants with 

between 200 and 5000 community post contributions are more likely to agree or strongly agree with the  

same statement, as displayed in the graph below (Appendix 1): 

 

 

Though people that have not participated in the Star Citizen crowd-fund cannot write comment or create 

threads on the community forums, the forums play an important role for generating or reinforcing the 

motivation to participate for these potential consumers. As one respondent of my survey responded: “I 

use the forums for information and to correct any misinformation so new people can gain a better more 

informed opinion before they back the project.” (Appendix 2). Thus, the community and the social 

interactions it entails is not only a motivational factor for a smaller number of participants to participate 

in the Star Citizen project, but it is also a self-reinforcing mechanism and important in the co-creation of 

transparency and symmetric information regarding the development of Star Citizen. A transparency that 

in itself is an important motivation to participate for some participants: “I get to feel like I'm a fly on the 

wall as it's being made, and it's just been a wonderful experience.” (Appendix 3). 
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MOTIVATION LINKED TO A DESIRE TO SUPPORT INDEPENDENT VIEO GAME 

DEVELOPMENT OR A DISCONTENT WITH THE PREDOMINANT VIDEO GAME MODEL 

Though the factors of motivation to participate in the Star Citizen project I have analyzed so far, have all 

been directly related to the project itself, this last factor I have identified are related to the video game 

industry overall, are firmly rooted in the empirical data of both my survey as well as netnographic data 

collection, and are one of the most recurring factor of motivation for the participants to participate in the  

Star Citizen project. My data show that one of the most dominant factor of motivation for consumers to 

participate in the Star Citizen project is a desire to support independent video game development. This 

desire is rooted in a strong discontent with the predominant video game model, where the participants of 

Star Citizen expresses that video game publishers with a profit-maximizing and risk-minimizing approach 

to game development, are hampering innovation by not allowing the developers to take risks in designing 

their video games. They argue that this often results in video games reusing models and design choices 

that have been proven to work in the past. (Appendix 2 + 3)  

One of my survey respondents expressed: “A game like that [Star Citizen] would never have happened 

without the community funding and helping developing it”, thus referring to the major scope of Star 

Citizen, and the risks entailing the development of such a project. Another respondent wrote: “I am 

interested in encouraging and supporting efforts to break some of the established norms and limitations 

of game development, funding, and publishing”. Another respondent referred to the crowd-funding and 

co-creational video game development approach as being unleased: “… I see it as a unique opportunity 

to give a talented game dev a chance to make a game that is not hobbled by the requirements of publishers 

or other parties that are motivated primarily by profit. I want to see what a game developer "unleashed" 

is capable of producing.”. Another respondent expressed hope that participation in this project might 

inspire change in the video game industry altogether: “I didn't like the direction that gaming was heading. 

….  I believe that Star Citizen is a way out.  A chance for a developer to take risks and innovate the way 

an indie developer can, but with the resources of a larger studio.  Ultimately my hope is that the success 

of Star Citizen inspires some of the other triple A studios to start taking risks and make games that can 

capture my heart again”. (Appendix 2) These findings are similar to them of my netnographic data 

collection, as illustrated in the following comment made by a community member: “Star Citizen is as 

much striving to be an incredibly deep and varied gaming experience as it is a statement to publishers 

that if they don't stop reskinning and rereleasing the same old buggy, creatively lacking games and content 

that we as a gaming community will support those who strive to do just that”. The discontent of the 

publisher model, residing with the participants of Star Citizen are with some of them so prominent, that 

it is not the game itself that is important, but rather a desire to support change in the video game industry : 

“I have very low expectations as to this game overall; my enthusiasm is more to help support the 
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crowdfunding development model in concept, rather than support this specific game”, while another 

wrote: ”I will get return on my "investment" even if SC fails to be ‘commercially successful’. 

What they do now will be an injection of new ideas and game play experiments that will have impact on 

the games industry as a whole for years to come”. (Appendix 3) 

When asked to the motivation of participating in the Star Citizen project, one of my survey respondent 

named KiwiPete wrote: “To help change the paradigm of game development. [I am] tired of publishers 

(sometimes too often) dictating release of games that take control away from the developers.” (Appendix 

2). Upon interviewing KiwiPete he elaborated that this change in the paradigm of game development, as 

he referred to it, relates to the new video game development approach of crow-funding and co-creation as 

a result of: “… open[ing] new possibilities for the application of the technology. This becomes a symbiotic 

relationship instead of a dependency based relationship where cooperation and continuous improvement 

of technology and products are designed with the end user involvement at the outset resulting in a better 

experience” he further expressed that: “the effective use of funds has provided far more value to the game 

due to the change in the business model – no advertising budget – marketing and such like costs. The 

funds are used to create the game, not to create a market for the game”. KiwiPete thus argues that not 

only does this new approach to video game development fundamentally change the relationship between 

developer and consumer, but also to some degree obviates the need for advertisements and marketing.  

KiwiPete also expressed: “CIG [Cloud Imperium Games] have indeed in my view changed the way games 

should be made. The reality is that the big game publishers are stuck in their current model of doing 

business – trapped to some extent – having investors and boards to satisfy with traditional business 

expectations – meeting quarterly income targets, deadlines that inhibit not only the quality of a game 

release thanks to insufficient time to bug hunt effectively, but much worse  in my view is the limitations 

this puts on innovation and risk taking. CIG have made the first successful step forward in taking back 

game development as a craft and a hobby from the businesses that have monopolized the gaming industry 

for the last 20 years or so.”. KiwiPete further argues that this first successful step towards taking back the 

game development as a craft, may well be why Star Citizen’s crowd-funding was meat with such extensive 

financial support from the consumers, even though – as he argues - it might have happened serendipitous : 

“I feel CIG’s success is almost accidental – Serendipitous if you will. It’s accidental, but very welcome 

by both CIG and the community“. (Appendix 3) 

The notion of changing the way games should be made as a motivation to participate, are clearly present 

in my data. Some of my survey respondents even referred to the Star Citizen project as a revolution within 

the video game industry: “I want to see/take part in this potential revolution within the gaming industry,  

and be a person that can cheer people who dream big on, instead of stepping on them or trying to put 
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them down” while another wrote: “[Star Citizen] has the potential to be ‘the new religion’ of video-games” 

(Appendix 2). These findings on the notion of a revolution within the video game community are 

corresponding to my netnographic data, as represented in the following responses to why they have 

participated in the Star Citizen project: ”I saw a moment in gaming history had arrived and wanted to be 

part of that. I won’t be playing much due to philosophical differences in design and policy, but the dream 

is monumentally important to the gaming industry. I wanted to be a part of the process, and still do ”. 

Another community participant commented that his motivation was linked to modern video game 

development being mainly focused towards the closed multisided platforms of home videogame consoles, 

and that he wanted to bring back the PC platform: “With the rise of the modern consoles in the late 90's 

and early 00's, PC gaming entered a dark age of sorts. Prior to this, PC games had a certain something 

- let's call it a soul - and that soul was largely expunged with the cookie cutter, simplistic, derivative 

"console port" that began to eat up all the development dollars… This IS PC gaming born-again, and I 

don't think even those of us with the highest confidence fully understand how big this is going to be in the 

gaming history books years from now. If PC gaming has a " Woodstock moment' - this is it :)”, another 

community member wrote: ”I can only imagine what will happen in two years and everyone in the industry 

is trying their best to cash in on this audience” And: “… this game will be a revolution. Not just because 

of the crowd-funding, but because it's just going to be a really good game. I want to be part of it, and look 

back at in when I'm in my 50's and think of how awesome it was. It's going to be a great experience”. 

(Appendix 3) 

Looking at a final aspect of this possible revolution within the video game industry – the money the 

participants have invested in Star Citizen, one survey respondent wrote: “I kept on buying packages and 

supporting with my money to support the goal of creating an extremely ambitious game. essentially two 

AAA games. without the rules and compromises that publishers have on game creation ” (Appendix 2). 

My quantitative data provides some insight as to why this motivation to revolutionize the video game 

industry though the financial support of Star Citizen, have reached over 130 million dollars in total. As 

shown in graph 5 below, my data indicates that the age distribution of the participants in Star Citizen 

which was previously proven to be weighted more to the mature part of the population, are indeed a 

relevant factor to consider as to why the participants have been motivated to invest so much money in the 

Star Citizen project, simply because they are able to. My data show that 47,89 percent of the participants 

that are age 30 and older have pledged more than $1500 to the Star Citizen project. In comparison, only 

22,07 percent of the participants that are age 29 and younger, have pledged more than $1500 to the project.  

(Appendix 1) 
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As one of my survey respondents wrote: “They [Robert Space Industries] aren’t asking for much money 

initially, but they allow you to spend a lot, and I have spent a lot, not because I must, but because I can” 

(Appendix 2). 

6.1.1 PARTIAL CONCLUSION 

In this subchapter I analyzed the data collected from the participants of the Star Citizen project, and found 

that the rooted motivations to participate in the crowd-funding and co-creation of the game, can be 

understood through five different segmentations. First, I found that elements related to the vison of Star 

Citizen such as: scope, gameplay, game controls, physics emulation, genre, offered level of immersion, 

visual and artistic direction, open world setting as well as the game being both multi and single player, 

are all rooted motivations of the community participants in Star Citizen, to participate in the crowd-

funding and co-creation of the game. I furthermore discovered that this motivation is also rooted in 

nostalgic feelings primarily residing in an older population of the video game community, to recapture 

childhood dreams of space discovery and flying amongst the stars. Second, I found that to a lesser extend 

the desire to be part of and participate in the development of Star Citizen through co-creation, in itself are 

a motivation for participants to engage in the crowd-funding and co-creation of the video game, however 

this motivation seems to be related more to a desire in wanting to help achieve the overall vison of the 

video game, rather than co-creation for the sake of fun. Third, I found that trust, respect and happy 
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associated memories with Chris Roberts - the director of Star Citizen - and his previous video games, are 

major factors of motivation for participation in the crowd-funding and co-creation of Star Citizen. Fourth, 

I found that to a smaller number of participants , the community of Star Citizen and the social interactions 

it entails, are a motivational factor for participation in the project. Furthermore, I found that the community 

in itself are a self-reinforcing mechanism, and thus important in the co-creation of transparency and 

symmetric information. An information transparency that for a smaller number of participants are an 

important factor of motivation to participate in the project. Fifth and last, I found that perhaps the most 

dominant factor of motivation for participants to participate in the Star Citizen project is a desire to support 

independent video game development. I found that this desire is deeply rooted in a strong discontent with 

the predominant video game model, where the participants of Star Citizen expresses that video game 

publishers with a profit-maximizing and risk-minimizing approach to game development, are hampering 

the innovation of the video game developers by not allowing them to take risks in designing their video 

games. I further identified the notion of a revolution within the video game industry, and the participants 

of Star Citizen felt strongly and proudly that their participation in the project, was changing the video 

game industry and affecting the way games should be made in the future. 
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6.2 CASE: SUBNAUTICTA 

My data show that the rooted motivations of the community participants in the Subnautica project, to 

participate in the crowd-funding and co-creation of the game, can be understood through the same five 

segmentations as used previously, thought the overall findings within these segmentations in some areas 

differs from them of the Star Citizen community. Looking at the demographic distribution of the 

participants in the Subnautica community, we see that the community consists of 94 percent male, and 6 

percent female. The mode of the age distribution are 14-17 years old, with 26 percent of the participants 

included in this age range. A total of 48 percent of the participants are between 14 and 21 years old, where 

only 18 percent are 34 years old or older. Furthermore, my data show that the participants of the 

Subnautica community have primarily supported the project by purchasing the video game through the 

Steam platform, with 91 percent of the respondents having purchased Subnautica through Steam’s early 

access initiative. Four percent responded that they had purchased Subnautica through Xbox Live’s 

Preview initiative, two percent had purchased Subnautica on both the Xbox Live and Steam platform, and 

two percent had not purchased the game at all, and are only participating in the community. (Appendix 1)        

MOTIVATION LINKED TO THE VISON OF SUBNAUTICA 

The archival and elicited data, my fieldnote reflections as well as the data gathered through the open 

question of my web-survey elucidates that elements related to the vison of Subnautica, are all rooted 

motivations of the community participants of Subnautica, to participate in the crowd-funding and co-

creation of the game. These elements include the video game’s unique underwater setting, its immersive 

gameplay, its blend of sci-fi and survival genre, its non-violence policy, its atmosphere, as well as its 

visual and auditory direction. (Appendix 2 & 3) 

Furthermore, my data illustrates that the early access of Subnautica, being offered on the Steam and Xbox 

One platforms, are viewed by many of the participants more as a traditional video game purchase, rather 

than as a way to fund the videogame, and thus ensure its completion. This is apparent in the follow ing 

quotes from my netnographic data collection: “I feel like I have gotten my money’s worth out of it already 

(just hit 24 hours of played time) and the game isn't even close to finished.”, another wrote: “… after 90 

hours [playtime] so far Subnautica was worth the $20 to me.”. One community participant even expressed 

that he invested in the video game based more on its current state, and less on the vison promised by the 

developers: “I got into Subnautica now because I like the game how it is now, if it evolves great, if it 

doesn’t well I had a lot of fun.”. (Appendix 3) 

 

 



 

 

                    

 

 Copenhagen Business School, Copenhagen, Denmark • January 16th, 2017                                                                                    The ‘Early Access’ Phenomenon 

Page 52 of 71 

MOTIVATION LINKED TO A DESIRE TO CO-CREATE SUBNAUTICA 

My data indicates that much like with the community of Star Citizen, the rooted motivation for community 

participants of Subnautica to engage in the co-creation of content, must be understood from two different 

perspectives – 1) the participants that engage in co-creation as a mean to improve the video game, and 2) 

for a much smaller group, for whom the possibility to engage in the co-creation of Subnautica plays a 

motivational factor for their participation. The majority of the community participants that engage in co-

creation, do so as a way to impact the development of the video game, thus trying to improve the video 

game either by voicing opinions, providing feedback, co-creating ideas and reporting bugs. As one of the 

survey respondents wrote: “by voicing my opinions, there is a bigger chance for the game to end up like 

I want it to.”, another wrote: “the quality of the game has risen by input as well as the collective location 

of bugs, problems, and solutions.” (Appendix 2). These findings correlate with them of my netnographic 

data collection, as the developer Unknown Worlds Entertainment, have enabled their community 

participants to submit this information on multiple forum channels. Subnautica offers both a feature voting 

system for the community to vote on which features the developers should prioritize, a separate ‘ideas 

and suggestions’ forum with more than 2100 threads, as well as a separate forum for reporting bugs, that 

have more than 2800 threads created by the community reporting various bug they have found in the video 

game. (Appendix 3) Looking at my quantitative data we see the same results, as 60,8 percent either agrees 

or strongly agrees with the statement that they participate to influence the development of Subnautica, 

with the mode being ‘Agree’ with 44,3 percent (Appendix 1). 
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Graph 6: Relative frequency distribution of participation to influence the development of Subnautica 

(Appendix 1)  
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60.2 percent uttered that they either often or very often posts ideas and suggestions to the developers of 

Subnautica, with the mode being ‘Often’ with 34,1 percent (Appendix 1), thus facilitating that for the 

majority of the community participants, their engagement in the co-creation of Subnautica, must be 

understood more at as way for them to wanting to improve the video game, rather than the option for 

engaging in co-creation impacting their overall motivation for participating in the project.   

 

 

Furthermore, my data suggests that the large percentage of the community participants that engage in the 

co-creation of Subnautica, do so because they feel like the developers listen to them, thus implying that 

community-developer communication as well as development transparency are important factors for them 

to want to engage in the co-creation process. As one of the survey respondents wrote: “Posting ideas, 

suggestions, feedback and bug reporting feels meaningful, since the developers seem to be taking them 

well into account and respond to bugs pretty fast.”, while another wrote: “I contribute under the 

assumption that [the] developers take user input into account to improve the game as they develop it .” 

(Appendix 2). 

My data do however indicate, that for a smaller group of participates the possibility for them to engage in 

the co-creation of Subnautica are a motivational factor in itself. One user by the name ‘Bugzapper’ have 

engaged in the co-creation of Subnautica through the creation of fan-fiction stories, set in the universe of 

the video game. His two stories have reached almost 300 pages combined, and he estimates that he has 

spent around 960 hours in creating them so far. Upon interviewing him on as to his motivation to undertake 
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Graph 7: Relative frequency distribution of participants that post ideas for Subnautica on the ‘Ideas 

and Suggestions’ forum (Appendix 1)  
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such a project, he revealed that it was in fact at combination of a lack of back-story in Subnautica (which 

have since been implemented), as well as for the joy and satisfaction he had co-creating these narratives: 

“I found that the game needed some sort of back -story to explain why and how Aurora was shot down. At 

the time I started writing Aurora, there wasn't any appreciable story-line to the game, so I decided to 

create my own version … I can't make any money from these stories, although I still have the satisfaction 

of having written them … In the final analysis, I did it for fun.”. He further adds to the conception my data 

have illustrated, that it is important that the developers acknowledge the co-created content, in order for 

the participants’ work to feel meaningful: “Unfortunately, the developers haven't commented on anything 

I've written so far. That's pretty disheartening at one level, although they haven't interfered with either of 

the stories yet.”. (Appendix 3) 

MOTIVATION LINKED TO DEVELOPERS AND PERSONALITIES OF SUBNAUTICA 

My data show that the majority of the community participants displays an overall fondness of the 

developers of Subnautica – Unknown Worlds Entertainment, and that this fondness is crucial for their 

motivation to participate in the project. Furthermore, my data suggests that this positive consumer-

business relationship is rooted in two different elements: development transparency as well as a bond of 

loyalty based on past experiences. As one of my survey respondents wrote: “I support the development 

because the developers have been great and are very transparent. “, another wrote: “Unknown Worlds 

has proven they can release early access games (Natural Selection 2). They are also the most 

open/transparent developers I have ever seen .  … Being this open and friendly with their development 

really motivates me and makes me feel like a part of the team.” (Appendix 2). 

Coherent findings are present in my netnographic data, where one community member wrote: “look at 

what they [Unknown World Entertainment] achieved with Natural Selection 2. Look at the complexity 

and uniqueness of that game and how well it all comes together; something that is unrivaled in gaming 

industry. I believe if there is a dev out there that can make this concept work, it is UWE!”, while another 

wrote: “I wasn't lucky enough to be able to play Natural Selection 1, but got into Natural Selection 2 and 

loved the attention the developers gave to it. It was obvious how much they cared about the game and the 

experience players had with it. When I saw that they were planning a new game and saw the first concept 

art (things like twisty bridges and the lava lizards) I couldn't help but get involved .”. One community 

member even created a thread on the forum titled ‘Unknown Worlds – I hope you all become millionaires’ 

writing: “You guys have made something incredible and I hope you all become millionaires for your hard 

work.”, where another community member further added: “If I were a millionaire, I would support you 

with millions”. In another forum thread a community member posted a picture of the three founders of 

Unknown Worlds Entertainment, holding their first community raised money for their first video game, 
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to which another community member replied: “It's been quite a journey since then for sure! … I really 

get the feeling though that Subnautica is going to be a real monster … I just feel it is going to be a AAA 

sales level game”. This may be evidence of some level of community pride, in that the community have 

enabled Unknown World Entertainment to stay independent from the commercial mainstream, and are 

now reaching a larger audience (Appendix 3). 

When asked why they have chosen to purchase Subnautica, a community member by the name 

‘MaxAmus’ wrote: “[I] supported Unknown Worlds from the Natural Selection 1 days 14 years ago, so 

when Natural Selection 2 was being developed, I got it, saw that Subnautica was being developed, bought 

it on Early Access release when the game had pretty much nothing apart from a few tools and fish.” Upon 

further interviewing this community member, he revealed that his participation was not as much directed 

at the game itself, but more at supporting the developers: “It’s not so much the game itself at this point I 

am supporting, it is UWE, I know they can and will deliver given the correct support. … What I love most 

about UWE, is that they always try and keep their promise, always try and deliver, and try to be 

transparent in the process, letting its customers know what they are working on, and when to expect it.  

Overall I wouldn't be around 14 years later if I didn't support or agree with UWE.”. Thus the consumer-

business relationship between Unknown Worlds Entertainment and the participants, based on transparent 

and symmetric information as well as bonds of loyalty from previous projects, must be considered rotted 

motivation for the community participants of Subnautica to participate in the crowd-funding and co-

creation of the project. 

MOTIVATION LINKED TO INFORMATION SHARING AND SOCIAL INTERACTION 

I have already uncovered how transparency between the developers Unknown Worlds Entertainment and 

the community participants have facilitated user participation, as the transparency of project development 

have a positive effect on the consumer-business relationship, as well as making the effort participants put 

into co-creating content, feel more meaningful and rewarding for the them, and thus encouraging further 

co-creation. My data further indicates that development transparency and symmetric information between 

the developers and the participants , in itself are motivational factors for the community participants to 

engage in the crowd-funding and co-creation of Subnautica. Furthermore, my data illustrates that 

development transparency and symmetric information is also being created jointly by the community, and 

thus are evidence of the community being a self-reinforcing mechanism (Appendix 3). 

My netnographic data collection show that developers Unknown Worlds Entertainment have gone to great 

length to maximize development transparency and symmetric information, as they have frequent 

development updates via the front page of their website. Furthermore, they are utilizing multiple tools to 

increase development transparency and symmetric information, such as the development tracker tool 
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‘Trello’, and a public development chatroom, where participants can freely chat with the developers. My 

netnographic data also depicts that the developers are very active on the forums, by interacting with their 

community, as well as correcting incorrect information. (Appendix 3) This is also evident in my data 

gathered through the web-survey, where one respondent wrote: “[Subnautica is] the first Early Access 

game that I've been able to directly and easily talk and collaborate with the developers through things 

like the public forum.”, while another wrote: “[I] was completely astounded as to how interactive this 

development team seemed to be. They work so transparently.” (Appendix 2). My archival netnographic  

data are coherent with this finding, as one community member wrote: “Of all the early release games I've 

played the developers for Subnautica listen to their fan base the most … they are really community 

oriented and have a great relationship with its early access community”, while another community 

member further points to development transparency and symmetric information, as rooted motivationa l 

factors of participation: “Had I known about Trello and the like, my faith in this project would've been 

acquired even sooner.” (Appendix 3). Furthermore, some of my survey respondents expressed that the 

opportunity for them to observer the development of the game as it progresses, in itself, are motivationa l 

factors for them to participate in the project: “I participated in the Subnautica early access in order to 

observe the development of the game as it progresses”, while another respondent wrote: “It's interesting 

to see the development process behind games, especially how they grow and evolve over time.” (Appendix 

2).   

An important factor for community participation on the forums, are to interact, help and share informat ion 

with likeminded people, and even create new friends (Appendix 3). One survey respondent wrote: “I 

started posting on the forums the day I started playing the game. At first it was just to introduce myself, 

but then it quickly morphed into asking questions to answering them. Helping out the other survivors with 

tips”, another wrote: “The reason why I use the forums is primarily to be part of the community while 

playing the game. I do appreciate being able to find help for a given issue and to help others in return.” 

(Appendix 2). This is also evident in my quantitative data, where 56,8 percent either agree or strongly 

agree with the statement that they participate on the community forums to interact with people who share 

the same interests, with the mode being ‘Agree’ by 37,5 percent as depicted below (Appendix 1). 
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A final element of information sharing and social interaction as rooted motivations for participation in the 

Subnautica project are what could be referred to as ‘word of mouth 2.0’. My data indicate that not only 

does the community participants themselves jointly create and share information, thus creating 

transparency and in turn serves as a self-reinforcing mechanism as previously argued. The video game 

community as a hole also impacts the motivation for participants to engage in the crowd-funding and co-

creation of Subnautica. A large amount of community participants uttered that their participation in the 

Subnautica project, is related to them witnessing other people play the video game online. This ‘let's play’ 

phenomenon, where people watch other people play video games, either episodic through video services 

such as YouTube.com, or live through live streaming services such as Twitch.tv, have been a motivationa l 

factor for many of the community participants of Subnautica to engage in the crowd-funding and co-

creation of the product. This is evident in the following quotes from my survey data: “I originally bought 

the game in early access because someone was playing it on Twitch and it looked interesting and very 

well done.”, while another wrote: “I saw a YouTuber playing the game, and it looked really good, so I 

looked it up on Steam and purchased it.” (Appendix 2). Similar findings are present in my netnographic 

data, where one community member wrote: “I saw some big YouTubers play it and foolishly decided to 

buy the game back when I had a really poor computer … I bought this new gaming laptop solely for 

Subnautica”, while another wrote: “Watched some of my favorite YouTubers play it and really wanted to 

buy it” (Appendix 3). 
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Graph 8: Relative frequency distribution of forum participating to interact with people who share the 

same interests (Appendix 1). 
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MOTIVATION LINKED TO A DESIRE TO SUPPORT INDEPENDENT VIEO GAME 

DEVELOPMENT OR A DISCONTENT WITH THE PREDOMINANT VIDEO GAME MODEL 

My netnographic as well as survey data illustrates that a desire to support independent video game 

developers, that are rooted in both wanting to support innovation within the video game industry, as well 

as in a discontent with the predominant video game model, are both factors of motivations for participants 

to engage in the crowd-funding and co-creation of Subnautica, though to a much lesser extent than what 

was evident for the community of Star Citizen. 

The desire to support independent video game development, are closely retarded to the desire to support 

innovation within the video game industry. As one of the survey respondents wrote: “Indie developers 

have chosen a hard route to get their game out there. Often these kinds of people are trying to create non-

mainstream media which I enjoy. I like to both enjoy the game experience and offer encouragement and 

support to these people.”, while another wrote: “I have chosen to participate in the Subnautica early 

access because I wish to support the degree of innovation that Subnautica brings” (Appendix 2). These 

findings are also evident in my netnographic data collection where one community member wrote: “Also 

there is a reason why there aren't many games like Natural Selection 2, but luckily enough that didn't stop 

Unknown World Entertainment either. I prefer they work on a big fail that brings something new then 

going the save way and bring something we all know.” (Appendix 3). However, innovating video game 

design may be more suitable for smaller video game studios, as they perhaps have less to lose, than large 

developer studios with hundreds of employees, as one of Subnautica’s developers ‘SteveRock’ wrote on 

the forums: “That is what small studios do best - take risks” (Appendix 3). 

Furthermore, I uncovered evidence that a discontent with the predominant video game model, also resides 

in some of the participants of Subnautica, though to a much lesser extend then with the community of Star 

Citizen, and this discontent serves as a motivation to participate in the crowd-funding and co-creation of 

Subnautica. As one community member wrote: “I've turned my back on big budget gaming some years 

ago … I'm also put off by the way AAA games are sold these days, with store -exclusives and in game 

purchases … Comparatively, indie Early Access is a deal with less risk of feeling cheated.” (Appendix 3).  

6.2.1 PARTIAL CONCLUSION 

In this subchapter I analyzed the data collected from the participants of the Subnautica project, and found 

that the rooted motivations to participate in the crowd-funding and co-creation of the game, can be 

understood through the same five different segmentations as found with Star Citizen. I found that elements 

related to the vison of Subnautica such as: its unique underwater setting, its immersive gameplay, its blend 

of sci-fi and survival genre, its non-violence policy, its atmosphere, as well as its visual and auditory 

direction, are all rooted motivations of the community participants of Subnautica, to participate in the 
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crowd-funding and co-creation of the game. Furthermore, I found that the participation in Subnautica, by 

many participants, are view more as a traditional video game purchase, rather than as a way to fund the 

project, which may be a result of Subnautica being available for purchase through traditional digital 

distribution platforms such as Steam and Xbox Live. I also found that for the majority of the community , 

the engagement in co-creating the video game must be understood more as a way for them to want to help 

improve the video game, however for a smaller group of participants, the possibility for engaging in the 

co-creation of the video game, also serves as a motivation factor in itself. I further discovered evidence 

that co-creation is best facilitated by community-developer communication as well as development 

transparency, in that the developers must acknowledge the co-created content, in order for the participants’ 

work to feel meaningful. I further discovered that the majority of the community participants displays an 

overall fondness of the developers Unknown Worlds Entertainment, that are based both on then having 

high development transparency as well as a bond of loyalty from past experiences, and this fondness is 

crucial for their motivation to participate in the project. I further found that development transparency and 

symmetric information between the developers and the participants, are both in itself motivational factors 

for the community participants to engage in the crowd-funding and co-creation of Subnautica, and pointed 

to my data suggesting that this transparency and symmetric information is also being created jointly by 

the community itself, thus creating a self-reinforcing mechanism within the community. I further 

uncovered evidence of a ‘word of mouth 2.0’ being a rooted motivation to participate in the project, as 

motivation to participate in the project have been created not only internally by the community itself, but 

also by the larger video game community through the so-called ‘let’s play’ phenomenon. Finally, I 

discovered that to a lesser extend a desire to support independent video game developers - rooted in both 

wanting to support innovation within the video game industry, as well as in a discontent with the 

predominant video game model, are both factors of motivations for participants to engage in the crowd-

funding and co-creation of Subnautica. 
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CHAPTER 7: DISCUSSION 

In this chapter I will be discussing the findings presented in Chapter 6: Analysis in relation to my 

theoretical framework in order to answer my research questions, as to understand the rooted motivat ions 

and expectations for community participation in the projects, how the participants have engaged in the 

crowd-funding and co-creation of the projects, as well as similarities between the findings in both projects.  

My data gives notion to the discussion of a paradigm shift in economic theory, where the market in a 

digital context can no longer be fully understood as an aggregation of consumers, and as the locus of 

exchange between firms and consumers, but instead have become “a forum for conversation and 

interactions between consumers, consumer communities, and the firms” (Prahalad & Ramaswamy, 2004), 

as my data indicates that informed, connected, active and empowered consumers are both able and willing 

to exert their influence in every part of the business system, co-creating value through interaction with the 

firm and each other. My data illustrates that the rooted motivation of the community participants in early 

access video games Star Citizen and Subnautica, to participate in the crowd-funding and co-creation of 

the projects, can be understood through five difference segmentations: 1) the vison of the video game, 2) 

a desire to co-create the project, 3) positive consumer-business relationships with the developers or with 

specific persons related to the project, 4) a desire to share and/or obtain information, as well as a desire 

for social interaction with likeminded people, and 5) a desire to support innovation within independent 

video game development, often rooted in a discontent with predominant video game development model.  

7.1 VISON 

It comes with little surprise that the vison and overall scope of the projects are factors of motivation for 

the community participants in both projects, to participate in the crowd-funding and co-creation of the 

projects. Vison and project scope as motivational factors are coherent with what Hammon & Hippner 

(2012) have identified as extrinsic motives, as the participants participate as a means to reach the promised 

and envisioned scope of the video games. In the case of Star Citizen, these extrinsic motives are also 

rooted in feelings of nostalgic and a desire to bring back a genre of video games, that for many years have 

been ignored. Participants of the Star Citizen and Subnautica projects, whose motivations to engage in the 

crowd-funding of the projects are linked exclusively to the vison and overall scope of the projects, are 

satisfied with being rewarded for their participation in the crowd-funding of the project, by receiving a 

completed copy of the video game. However, the majority of the participates in both projects follows what 

Mollick (2014) identifies as the reward-based crowd-funding model, where the participants fund with the 

expectation of receiving rewards for backing the projects, such as unique content in the video game, being 

credited, having creative influence on the project while its being developed, as well as in the case of Star 

Citizen, meeting some of the creators of the project, if the crowd-funded amount is substantial enough. 



 

 

                    

 

 Copenhagen Business School, Copenhagen, Denmark • January 16th, 2017                                                                                    The ‘Early Access’ Phenomenon 

Page 61 of 71 

Furthermore, my data indicate that the platform on which the crowd-funding are being orchestrated, may 

impact how the participants perceive the risk involved with participating in the project. The participants 

of Subnautica did to a far lesser extend perceive their participation in the project as a risk, compared to  

the participants of the Star Citizen project. This may be a result of Subnautica being offered through 

established two-sided markets such as ‘Steam’ and ‘Xbox Live’, which have labeled their crowd-funding 

initiatives ‘Early Access’ and ‘Xbox Preview’, where Star Citizen beside from their initial crowd-funding 

ignition on the platform ‘Kickstarter’, have been running the crowd-funding of their project through their 

own website. However, this difference in perceived risk may also be related to the community participants 

of Star Citizen on average having invested considerable more money in their project, compared to the 

participants of the Subnautica project. A larger monetary contribution made possible by the inherent 

function of price discrimination within crowd-funding, as argued by Belleflamme et al. (2014), as well as 

multiple and different video game package offerings, both which Subnautica have yet to utilize.    

7.2 CO-CREATION 

My data in both cases indicates that for the majority of participants in the communities, the engagement 

in co-creating the video games must be understood more as a way for them to want to help reach the 

promised vison of the video game. However, for a smaller group of participants in both projects, the desire 

to be part of and participate in the development of the projects through co-creation, in itself are a 

motivation for them to engage in the crowd-funding and co-creation of the video games.  

Through my data collection I found that the content that is co-created by the participants takes on many 

forms, from ideas, concept drawings, pictures and videos to fan-fiction narratives. This is coherent with 

the  argument put forth by Prahalad & Ramaswamy (2004), that businesses cannot control how individua ls 

go about co-creating their experiences with the company, and thus only have partial control over the 

experience environment as well as the networks that facilitates the co-creation experiences. These 

community members can be identified as having intrinsic motives, a motive in which Hammon & Hippner 

(2012) argues that participants contribute for their own sake, for fun or willingness to help. A contribut ion 

Poetz and Schreier (2012) argues, score significantly higher in terms of novelty and customer benefit, but 

somewhat lower in terms of feasibility compared to the professionals. This is further coherent with the 

argument brought forth by Meijer (2012) that co-creation in a digital context must be understood as less 

serious and more social and playful than in an offline context, as my data indicate that the co-created 

content including the fan-fiction stories by the user ‘Bugzapper’ was created both as a way for him to 

provide (at the time) lacking backstory to the Subnautica community and himself, as well as a personal 

source of enjoyment. The arguments put forth by Christodoulides et al. (2012) that engagement in the co-

creation of a project is both risk reductive, generative of social benefits within the community, as well as 
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a channel of self-concept, may provide further evidence as to why participation in the development of the 

projects of Star Citizen and Subnautica through co-creation, in itself plays a motivational factor for some 

to engage in the crowd-funding and co-creation of the video games. 

Furthermore, my findings reveal that particular for the Subnautica community, co-creation is best 

facilitated through community-developer communication and development transparency, as 

acknowledgement of co-created content is an essential factor for the contributors work to feel meaningful.  

This is coherent with the findings put forth by Prahalad & Ramaswamy (2014), that co-creation 

emphasizes consumer-company interaction as the locus of value creation, and that this frame of value 

creation can only be utilized with the proper infrastructure, functional and governance capabilit ies 

centered in high-quality consumer-company interactions.   

7.3 CONSUMER-BUSINESS RELATIONSHIP 

Data streams from both my cases illustrates that consumer-business relationships impact motivations for 

community participation in the projects. My data from Star Citizen illustrates how trust, respect and happy 

associated memories with the director of Star Citizen -Chris Roberts - and his previous video games plays 

a key role in motivating participants to participate in the crowd-funding and co-creation of the project.  

My data further illustrates, that for Subnautica an overall fondness of the developers Unknown Worlds 

Entertainment, that are based both on development transparency as well as a bond of loyalty from past 

experiences, plays a key role in motivating the participants to participate. 

These findings are coherent with research put forth by Boons et al. (2015), that suggests feelings of pride 

and respect play a central role in the motivation of members to contribute in crowd-sourcing 

environments, and these feelings can be further increased by engaging in communication practices with 

the community members. These findings are furthermore coherent with findings by Kraut and Resnick 

(2012), who argues that the underlying commitment of members’ willingness to participate in the 

community, are strongly associated with the level of commitment to the organization that facilitates it. As 

participants who are more committed to a project-organization, are more satisfied, less likely to look for 

alternative offerings, and more likely to perform better and contribute more. 

My data gathered from the community of Subnautica further illustrates that developer activity and 

transparency on the community forums also plays a key role for the motivation of the participants to 

participate in the project. These findings correlate with research by Payne, Storbacka & Frow (2007) as 

well as Lusch & Vargo (2006), arguing that developing a customer-supplier relationship through 

interaction and dialog are not only beneficial in making the participants contribute more and perform 

better, but also promotes a better understanding of the customers, their points of view as well as their 
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wants and needs. My data are furthermore coherent with Culnan, McHugh, & Zubillaga’s (2010) notion 

of ‘company champions’, in that my data show that participants of the Subnautica project, who have 

successfully engage with the developers Unknown Worlds Entertainment on a regular basis – co-creating 

content and sharing power, seems more loyal to their products offerings.   

7.4 INFORMATION AND SOCIAL INTERATION 

Both my cases provide empirical data suggesting that information sharing, symmetric information as well 

as development transparency are all rooted motivation for the participants to engage in the crowd-funding 

and co-creation of the projects, however the data gathered from the two cases also varies in some areas. 

The data gathered from the community of Star Citizen suggests that for a smaller number of participants 

the social interactions enabled by the community format, symmetric information as well as development 

transparency are all factors of motivation for participation in the project. While the participates of the 

Subnautica community expresses joy of their community, it is not the community itself that serves as 

motivational factor for them, but rather the symmetric information and development transparency that is 

jointly created within the community. In both cases my data provides empirical evidence of the 

communities acting as self-reinforcing mechanisms, in that the social interaction, symmetric informat ion 

as well as development transparency that are co-created by the community, in itself are motivations for 

others to participate in the communities as well as the projects. My data further suggests that the 

communities of Subnautica and Star Citizen can be categorized by Kozinets’ (2010) notion of ‘Building 

Communities’, as they have a strong sense of community as well as a unified interest in the 

consumption/production activity. However, for some of the participants, particularly in the Star Citizen 

community, the community may be better understood as a ‘Geeking community’, in that they have a 

shared and unified focused on the consumption/production activity, but do not have particularly strong 

social relationships between then participants. Likewise, the community members of both communit ies 

can be categorized as either ‘Devotees’ or ‘Insiders’, in that my data indicate that the interest in the 

consumption/production activity for the participants are always high, however the strength of the social 

ties within the community vary from member to member.             

The small group of participants, particularly in the Star Citizen community, which participation is 

motivated by social interactions with other community members, are theorized by Ordanini et al. (2011) 

who argues that both external, as well as internal social capital as a crucial key for attracting other 

participants, and thus igniting this self-reinforcing mechanism. My findings are further coherent with 

findings from Christodoulides et al. (2012) who argue that one of the reasons participants participate in 

crowd-sourcing is to seek community - including knowledge-sharing, advocacy, social connections, a 

desire to interact and collaborate as well as social networking in general. Furthermore, my data indicates 
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that this community may be much larger than the individual communities, in that my data from the 

Subnautica community are evidence of a ‘word of mouth 2.0’, spanning the video game community as a 

whole through the so-called ‘let’s play’ phenomenon, being a motivational factor to participate in the 

Subnautica project.     

7.5 INDEPENDENT VIDEO GAME DEVELOPMENT 

My data indicates that the most dominant factor of motivation for participants to participate in the Star 

Citizen project, is a desire to support independent video game development, rooted in a strong discontent 

with the predominant video game model. My findings are coherent with them of Gerber and Hui (2013)  

as well as Ordanini et al. (2011), who find that participants share a strong sense of identification with the 

project they crowd-fund, and are motivated by supporting a cause in which they believe in. Theories put 

forth by Kozinets (2010) may provide further insight to my findings, as he argues that the more central 

the consumption/production activity is to a participant’s sense of identity, and the more they believe that 

its pursuit and development is central to their self-image and self-concept, then the more probable their 

participation in it will be. In fact, my data suggested that for some participants in the Star Citizen project 

it was not the video game itself that had motivated them to participate, but rather what I identified as a 

kind of revolution within the video game industry, where some of the participants felt strongly that video 

game publishers with a profit-maximizing and risk-minimizing approach to game development, are 

hampering the innovation of the video game developers by not allowing them to take risks in designing 

their video games. This finding is coherent with what Mollick (2014) have identified as the ‘Patronage 

Model’, where crowd-funders expect no direct return for their contribution, but rather in the case of Star 

Citizen seek to affect and move the video game industry in a new direction. 

My data further indicates that this motivation to participate rooted in a discontent with the predomina nt 

video model is also present in the community of Subnautica, though to a much lesser extent than the Star 

Citizen community. More so, the participants of Subnautica are motivated by a desire to support 

independent video game development, mostly rooted in a desire to support innovation within the video 

game industry, and thus not in a discontent with the predominant video game model. These two 

perspective may seem closely related, but as illustrated by Payne et al. (2008), one follows the traits of 

being ‘Information-processing’, that emphasizes a goal-directed behavior regarding whether or not to 

participate. Where the other follows the traits of being ‘Experiential consumption’, which emphasizes 

being led by emotions and contextual, non-utilitarian and symbolic aspects of consumption.    
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CHAPTER 8: CONCLUSION 

My findings in this thesis are coherent with a growing stream of literature, arguing that the market must 

be understood as a forum for conversation and interactions between firms, consumers and consumer - 

communities. The triangulation of my quantitative and qualitative data, have provided evidence 

suggesting that the rooted motivations of the community participants in early access video games ‘Star 

Citizen’ and ‘Subnautica’, to participate in the crowd-funding and co-creation of the projects, can be 

conceptualized from five different motivational parameters, which I have named: 1) Vison of the video 

game, 2) Co-creation the product, 3) Personalities on the developer team, 4) Information sharing and 

social interaction and 5) Independent development and discontent with publishers. 

Motivation to participate based on elements of the overall vison or scope of the video games, such as 

gameplay, genre, visual, artistic and auditory direction, quality of graphics, as well as atmosphere are 

consistent in both cases, and illustrates the behavior of extrinsic motives amount the participants, extrinsic 

motives that was further identified for the participants of Star Citizen, to also being strongly rooted in 

feelings of nostalgic and a desire to bring back a genre of video games, that for many years have been 

ignored. The desire to engage in the co-creation of Star Citizen and Subnautica are for a smaller group of 

participants in both projects, in itself a motivation for them to engage in the crowd-funding and co-creation 

of the video games, thus illustrating the behavior of intrinsic motives. It is further evident that the online 

communities of Star Citizen and Subnautica exhibit a power-law distribution of contribution, in that a 

small minority are responsible for contributing a large portion of the content. Furthermore, my data 

contributes to the discussion that co-created content can takes on many forms, from ideas, concept 

drawings, pictures and videos to fan-fiction narratives, and it is thus hard for businesses to control how 

individuals go about co-creating their experiences with the company, and the businesses might therefore  

only have partial control over the experience environment. My findings further reveal that co-creation is 

best facilitated through an infrastructure that supports it, as well as community-developer communicat ion 

and development transparency, as participants expect some kind of acknowledgement in return for their 

co-creating affords, for them to feel meaningful.  

Data streams from both my cases further reveals, that this consumer-business relationship impact 

motivation for community participation in both projects, and furthermore is based in trust, respect and 

happy associated memories of key persons of the developer teams, development transparency as well as 

a bond of loyalty from past consumer-company experiences. Furthermore, information sharing, 

symmetric information as well as development transparency are all rooted motivation for the participants 

to engage in the crowd-funding and co-creation of the projects. I further uncovered evidence of a ‘word 

of mouth 2.0’, spanning the video game community as a whole through the so-called ‘let’s play’ 



 

 

                    

 

 Copenhagen Business School, Copenhagen, Denmark • January 16th, 2017                                                                                    The ‘Early Access’ Phenomenon 

Page 66 of 71 

phenomenon, being a motivational factor to participate in the Subnautica project. In both cases my data 

provides empirical evidence of the communities acting as self-reinforcing mechanisms, in that the social 

interaction, symmetric information as well as development transparency that are co-created by the 

community, in itself are motivations for others to participate in the communities as well as the projects.  

Finally, my data indicates that the most dominant factor of motivation for participants to participate in the 

Star Citizen project, is a desire to support independent video game development, rooted in a strong 

discontent with the predominant video game model. My data suggests that for some participants in the 

Star Citizen project it was not the video game itself that have motivated them to participate, but what I 

identified as a kind of revolution within the video game industry, where some of the participants felt 

strongly that video game publishers with a profit-maximizing and risk-minimizing approach to game 

development, are hampering the innovation of the video game developers by not allowing them to take 

risks in designing their video games, thus identifying strongly with the ‘Patronage Model’ of crowd-

funding. My data further indicates that this motivation to participate rooted in a discontent with the 

predominant video model is also present in the community of Subnautica, though to a much lesser extent 

than the Star Citizen community. More so, the participants of Subnautica are motivated by a desire to 

support independent video game development mostly rooted in wanting to support innovation within the 

video game industry, and thus not in a discontent with the predominant video game model. This may 

illustrate the community of Subnautica as being more ‘Information-processing’ and the community of 

Star Citizen being more ‘Experiential consumption’. 

 

  



 

 

                    

 

 Copenhagen Business School, Copenhagen, Denmark • January 16th, 2017                                                                                    The ‘Early Access’ Phenomenon 

Page 67 of 71 

CHAPTER 9: BIBLIOGRAPHY 

Amit, R., & Zott, C. (2001). Value creation in e-business. Strategic Management Journal, 22(6–7), 

493–520. 

Ballantyne, D. (2004). Dialogue and its role in the development of relationship specific knowledge. 

Journal of Business & Industrial Marketing, 19(2), 114–123. 

http://doi.org/10.1108/08858620410523990 

Belleflamme, P., Lambert, T., & Schwienbacher, A. (2014). Crowdfunding: Tapping the right 

crowd. Journal of Business Venturing, 29(5), 585–609. 

http://doi.org/10.1016/j.jbusvent.2013.07.003 

Boons, M., Stam, D., & Barkema, H. G. (2015). Feelings of Pride and Respect as Drivers of 

Ongoing Member Activity on Crowdsourcing Platforms. Journal of Management Studies, 

52(6), 717–741. http://doi.org/10.1111/joms.12140 

Bruton, G., Khavul, S., Siegel, D., & Wright, M. (2015). New Financial Alternatives in Seeding 

Entrepreneurship: Microfinance, Crowdfunding, and Peer-to-Peer Innovations. 

Entrepreneurship: Theory and Practice, 9–27. http://doi.org/10.1111/etap.12143 

Bryman, A. (2008). Social Research Methods. Social Research (Vol. 3rd). 

http://doi.org/10.4135/9781849209939 

Christodoulides, G., Jevons, C., & Bonhomme, J. (2012). Memo to marketers: Quantitative 

evidence for change - how user-generated content really affects brands. Journal of Advertising 

Research, 52(1), 53–64. http://doi.org/10.2501/JAR-52-1-053-064 

Colombo, M. G., Franzoni, C., & Rossi-Lamastra, C. (2014). Internal social capital and the 

attraction of early contributions in crowdfunding. Entrepreneurship: Theory and Practice, 75–

101. http://doi.org/10.1111/etap.12118 

Cook, S. (2008). Letting Volunteers Build Your Business 60. Harvard Business Review, (October), 

60–69. 

Culnan, M. J., McHugh, P. J., & Zubillaga, J. I. (2010). How Large U.S. Companies Can Use 

Twitter and Other Social Media to Gain Business Value. MIS Quarterly Executive, 9(4), 243–

259. http://doi.org/10.1108/07378830510636300 

Eisenmann, T., Parker, G., & Van Alstyne, M. W. (2006, October). Strategies for two-sided 



 

 

                    

 

 Copenhagen Business School, Copenhagen, Denmark • January 16th, 2017                                                                                    The ‘Early Access’ Phenomenon 

Page 68 of 71 

markets. Harvard Business Review. http://doi.org/10.1007/s00199-006-0114-6 

El-Nasr, M. S., Drachen, A., & Canossa, A. (2013). Game Analytics: Maximizing the Value of 

Player Data. http://doi.org/10.1007/978-1-4471-4769-5 

Gawer, A. (2009). Platforms, markets and innovation. Edward Elgar Publishing. Retrieved from 

http://www.elgaronline.com/view/9781848440708.xml 

Gerber, E. M., & Hui, J. (2013). Crowdfunding : Motivations and Deterrents for Participation. ACM 

Transactions on Computer-Human Interaction, 20(6), 32. 

http://doi.org/http://dx.doi.org/10.1145/2530540 

Hagiu, A. (2014). Strategic Decisions for Multisided Platforms. MIT Sloan Management Review, 

55(2), 71–80. Retrieved from http://sloanreview.mit.edu/article/strategic-decisions-for-

multisided-platforms/ 

Hammon, L., & Hippner, H. (2012). Crowdsourcing. Business & Information Systems Engineering, 

4(3), 163–166. http://doi.org/10.1007/s12599-012-0215-7 

Introducing Early Access. (2016). Retrieved September 1, 2016, from 

http://store.steampowered.com/earlyaccessfaq/ 

Juul, S., & Pedersen, K. B. (2012). Samfundsvidenskabernes videnskabsteori - en indføring (1th 

ed.). Copenhagen: Hans Reitzels Forlag. 

Kickstarter Basics. (2016). Retrieved September 21, 2016, from 

https://www.kickstarter.com/help/faq/kickstarter+basics?ref=footer 

Kozinets, R. V. (2010). Netnography: Doing Ethnographic Research Online. London: SAGE 

Publications Ltd. 

Kraut, R. E., & Resnick, P. (2012). Building Successful Online Communities: Evidence-Based 

Social Design. The MIT Press, 328. http://doi.org/10.1002/pssb.201300062 

Lusch, R. F., & Vargo, S. L. (2006). The Service-dominant Logic of Markeing: Dialog, Debate, and 

Directions. The Servicedominant Logic of Markeing Dialog Debate and Directions. Retrieved 

from 

http://books.google.com/books?hl=en&lr=&id=Sdn3ZK5PUoEC&oi=fnd&pg=PA286&dq=va

rgo+evolving+to+a+new+dominant+logic+for+marketing&ots=8d4i8n6rcw&sig=rsm3AYAg



 

 

                    

 

 Copenhagen Business School, Copenhagen, Denmark • January 16th, 2017                                                                                    The ‘Early Access’ Phenomenon 

Page 69 of 71 

xf_wCOITQ0U5d-yNyiY 

Manovich, L. (2001). What is New Media? In The Language of New Media (pp. 43–74). 

Cambridge, Massachusetts: MIT Press. 

Meijer, A. (2012). Co-production in an Information Age: Individual and Community Engagement 

Supported by New Media. Voluntas, 23(4), 1156–1172. http://doi.org/10.1007/s11266-012-

9311-z 

Mollick, E. (2014). The dynamics of crowdfunding: An exploratory study. Journal of Business 

Venturing, 29(1), 1–16. http://doi.org/10.1016/j.jbusvent.2013.06.005 

Monthly Studio Report - August 2016. (2016). Retrieved September 1, 2016, from 

https://robertsspaceindustries.com/comm-link/transmission/15506-Monthly-Studio-Report 

O’Reilly, T. (2005). What Is Web 2.0. Retrieved September 10, 2016, from 

http://www.oreilly.com/pub/a/web2/archive/what-is-web-20.html 

Olsen, P. B., & Fuglsang, L. (2009). Videnskabsteori i samfundsvidenskaberne. Roskilde 

Universitetsforlag. 

Ordanini, A., Miceli, L., Pizzetti, M., & Parasuraman, A. (2011). Crowd‐funding: transforming 

customers into investors through innovative service platforms. Journal of Service 

Management, 22(4), 443–470. http://doi.org/10.1108/09564231111155079 

Payne, A. F., Storbacka, K., & Frow, P. (2008). Managing the co-creation of value. Journal of the 

Academy of Marketing Science, 36(1), 83–96. http://doi.org/10.1007/s11747-007-0070-0 

PCGamer. (2015). PC Gamer - Has the open world survival genre run its course? Retrieved October 

8, 2016, from http://www.pcgamer.com/face-off-has-the-open-world-survival-genre-run- its-

course/ 

Poetz, M. K., & Schreier, M. (2012). The value of crowdsourcing: Can users really compete with 

professionals in generating new product ideas? Journal of Product Innovation Management, 

29(2), 245–256. http://doi.org/10.1111/j.1540-5885.2011.00893.x 

Prahalad, C. K., & Ramaswamy, V. (2004). Co-creation experiences: The next practice in value 

creation. Journal of Interactive Marketing, 18(3), 5–14. http://doi.org/10.1002/dir.20015 

Saunders, M., Lewis, P., & Thornhill, A. (2008). Research Methods for Business Students. 



 

 

                    

 

 Copenhagen Business School, Copenhagen, Denmark • January 16th, 2017                                                                                    The ‘Early Access’ Phenomenon 

Page 70 of 71 

Research methods for business students. http://doi.org/10.1007/s13398-014-0173-7.2 

Shepherd, H. (2012). Crowdsourcing. Contexts, 11(2), 10–11. 

http://doi.org/10.1177/1536504212446453 

Star Citizen: CitizenCon Presentation. (2016). Retrieved October 8, 2016, from 

https://www.youtube.com/watch?v=XuDj5v81Nd0 

Star Citizen by Cloud Imperium Games - Kickstarter. (2016). Retrieved October 8, 2016, from 

https://www.kickstarter.com/projects/cig/star-citizen 

Star Citizen Kickstarter video. (2016). Retrieved October 8, 2016, from https://ksr-

video.imgix.net/projects/365324/video-171354-h264_high.mp4 

Statista. (2015a). Distribution of games market revenue worldwide from 2015 to 2019, by segment 

and screen. Retrieved August 7, 2016, from http://www.statista.com.esc-

web.lib.cbs.dk/statistics/298403/global-video-games-revenue-segment/ 

Statista. (2015b). Revenue of the largest computer and video game publishers worldwide in 2015 

(in billion euros). Retrieved August 7, 2016, from http://www.statista.com.esc-

web.lib.cbs.dk/statistics/273838/revenue-of-the-largest-video-game-publishers-worldwide/ 

Statista. (2015c). Value of the global video games market from 2011 to 2020 (in billion U.S. 

dollars). Retrieved August 7, 2016, from http://www.statista.com.esc-

web.lib.cbs.dk/statistics/246888/value-of-the-global-video-game-market/ 

Steam: Game and Player Statistics. (2016). Retrieved July 2, 2016, from 

http://store.steampowered.com/stats/? 

Steam - Welcome to Steam. (2016). Retrieved July 2, 2016, from 

http://store.steampowered.com/about/ 

Stretch Goals - Roberts Space Industries. (2016). Retrieved July 3, 2016, from 

https://robertsspaceindustries.com/funding-goals 

Vickery, G., & Wunsch-Vincent, S. (2007). Participative Web and User-Created Content. Policy. 

http://doi.org/10.1787/9789264037472-en 

Vohs, K. D., Mead, N. L., & Goode, M. R. (2008). Merely Activating the Concept of Money 

Changes Personal and Interpersonal Behavior. Current Directions in Psychological Science, 



 

 

                    

 

 Copenhagen Business School, Copenhagen, Denmark • January 16th, 2017                                                                                    The ‘Early Access’ Phenomenon 

Page 71 of 71 

17(3), 208–212. 

Xbox One Preview Program. (2016). Retrieved September 1, 2016, from 

http://support.xbox.com/en-US/xbox-one/console/xbox-update-preview-faq 

Xbox Support. (2016). Retrieved September 21, 2016, from http://support.xbox.com/en-

US/?icid=furl_support 

CHAPTER 10: APPENDIX  

All appendixes for this thesis are found on the attached USB-key, under the following names: 

10.1 APPENDIX 1 – QUANTITATIVE DATA FROM SURVEYS  

10.2 APPENDIX 2 – QUALITATIVE DATA FROM SURVEYS (OPEN QUESTIONS ) 

10.3 APPENDIX 3 – NETNOGRAPIC DATA COLLECTION 

 

  


