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Abstract

Virtual worlds contain systems of resource allocation, production, and consumption, often called virtual economies. A virtual world operator has an incentive to monitor the economy, and users and outside observers benefit from temporal and cross-economy comparisons. Standard methodology of computing macroeconomic aggregates would allow this analysis, but such methodology is currently unavailable. I fill this gap by employing the concepts of national accounting. I focus on virtual economies where the production of new virtual goods takes place as the users expend inputs to produce predetermined outputs along predetermined production paths. Previous attempts on measuring the aggregate production of a virtual economy have been based on non-standard method and externally collected data. In virtual economies the operator can collect extensive data automatically, a characteristic feature that should be reflected in any standard accounting scheme. Macroeconomic aggregates for a national economy are computed using the System of National Accounts, which is intended for measuring a national economy vis-à-vis the rest of the world. In a virtual economy context, by contrast, I make the distinction between production by the users and the creation of goods by the virtual world code. These principles result in an aggregate measure called the Gross User Product, which measures the aggregate output of production activities by the users. I measure GUP for the virtual economy of EVE Online, based on extensive log data collected by the operator. The demonstrated method is generalizable for quantifying virtual economies on the macro level.
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