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The effects of moderation on the online Starcraft communities

When the stadiums become digital, who will keep the footbal hooligans of the future in check?
As the information technology sector developed at a rapid pace, soon the first video games sprung up, and as they did, so did the unavoidable competition. These competitions stayed local for the time, but as future technologies opened new and new doors, it became global, thanks to the internet. And as with every sport, fanbases and communities appeared at a rapid pace.
In this paper, i give a broad overview of the history of e-sports from the very beginning, and take a look at how different games tried to get rid of players who were ruining the fun for everyone. For this, i use the League of Legends’s Tribunal system as an example of how the games of the future might be moderated.
Int he next chapter, i focus on two communities, that follows the Starcraft II scene. The two site that i examined are: teamliquid.net, which is a strictly moderated forum, where most of the in-depth discussion happens, and the starcraft II subreddit (reddit.com/r/starcraft), which is a much more lightly moderated site, which attracts quick news. I used two methods to examine them: the first one was a quantitative study, in which i took samples twice every day for 5 weeks from both sides, and compared the content that appeared on them. The second one is the case stady of Johan „Naniwa” Lucchesi, who caused a great stir in both communities. I examined the reactions from both sides, and how the general consensus looked during this period
The result of the study is that communities can stay alive with both types of moderation, but they start to vastly diverge in their content and reaction for events. The people on the lightly moderated forum were clearly much more hot-headed, and the site provided less meaningful conversations.
It can clearly be seen that both sites produce functional communities, but they have different audiences, content and structure. But one thing is the same: Even though the combat is only digital, the emotions are real. And that means that the reactions must also be real to deal with them



