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Introduction

In preparation for this document, I spent another week participating in factional warfare. As you might know, I have done a lot of factional warfare before the CSM meeting and got maximum rank with the Amarr in less than a week time. After having accomplished that, I left and returned to mission running, but since I heard there were changes to the factional warfare system, I spent a week playing factional warfare again (Gallente side this time) so I could see what has been altered and get an educated opinion on the questions CCP asked.

This document contains my personal opinion on matters, although this opinion is based on experience and also the discussions I have had with several other random players which participate in factional warfare.

The Fun of Factional Warfare

Since I have never been a PVP player, it might seem that I would have been out of place in factional warfare. Still, I had to try it, but after spending several evenings in PVP gangs, I decided that this is not the type of play I find enjoyable, and most importantly, see not much difference in factional warfare PVP and other types of PVP in Eve. It’s still blob and it’s still gank, with the destruction of the opponents vessels being the only objective, even inside a factional warfare complex. In my opinion, it’s simply extremely boring.

I am still an achiever however, and if there is a reward for accomplishments in game, I will be motivated to work towards these goals. Thus, I am really pleased with the Decorations tab in my character panel, and really looking forward to having medals in there! 

In Eve, there is no benefit in collecting rare items, and you cannot show off with your shiny ship either. (and if you have a rare ship, you can be sure that some people just want to blow it up) These shiny ranks are a permanent something that is on display to the outside world. Not that I'm really someone that wants to brag with these ranks, but it still marks a personal accomplishment, and acquiring tokens of accomplishments satisfies me a lot. I’m very happy that these marks of accomplishment are things that cannot be taken away.

Anyway, it was logical that when factional warfare had nice shiny ranks, Eva would rush in and grind like mad to get them first.

To summarise:

A soldier will fight long and hard for a piece of coloured ribbon - Napoleon Bonaparte

Improvements to Factional Warfare part 1: Criticism

Which brings me to the aspect that needs the most improvement right now, and that would be the MISSIONS (keep in mind that this is based on earlier observation and may be changed right now, I did not run missions the last week). The chance of failing them is very high and the rewards very low, and people lose a lot more standing and ISK from ships than that they gain. The distance to the mission location also is a big problem, people run into gatecamps and all that and never even get to their destination.

Then there is the mission difficulty itself. There is a limit on the ships that can enter the missions, but the NPCs in there have much bigger ships. This will require expensive setups from the players participating, and make it impossible to solo. Since people often lose ships, they cannot afford to bring the required ships to the mission, which results in a vicious circle. Also, because the missions take quite a long time due to the strong opponents, it is easy for enemy players to disrupt the mission. If the missionrunners suffer losses, then it often is impossible for them to get a replacement ship good enough for completing the mission without travelling 20 jumps or more.

Factional warfare missions are in my opinion a disaster and in need of serious tweaking in almost every aspect. I looked at a random casual player's standing history, and it was like: "-0.5%, mission failure, -0.4, mission failure, -0.1 mission offer expired,  +0.2 mission success", I think that says enough.

Secondly, I grinded standing by capturing sites under the old and the new system. The old system really was too fast (as I got the maximum rank in less than a week) but I think the new system is a bit too slow and does not leave much incentive to capture sites anymore. A lot of players are already not interested in these sites anyway, so the reward should encourage a bit more (today it happened 3 times to me that I could capture a site unhindered, while there were several of those filthy Caldari in the same system all along!).

I'm sorry to say, but factional warfare was overall a disappointment to me. Yes it had good things, but in the end, I think the game mechanics are very limited. If I look at it objectively, we got:

* some new special complexes, revealed through scanning and operated by a take-and-hold mechanic, upon completion of which they disappear upon which winning players receive a standing reward and a point for their faction to the system sovereignty

* ability for players to capture a system for their faction

* a set of new missions, fancy feature being that they appear on the overview for all

* a rank system tied directly to your militia standing

* a shiny sign-up menu

* newscoverage in the shiny sign-up menu

Okay. Sorry guys, but if I’m totally honest here, factional warfare seems to be lacking in content a bit. That, and I had a different idea in my head when I heard of factional warfare for the first time, which I'll get to in the next few sections :)

Improvements to Factional Warfare part 2: Ideas

The first thing I think should be added are more ways to gain standing (and loyalty points, even though these are currently useless, LP should be given out outside of missions too), and options for industrialist players to participate in factional warfare as well. Currently the only two ways to gain standing (and the oh so important ranks) is through capturing sites, and running missions which currently is NOT an option in my opinion, which leaves just capturing sites.

There should be need for miners, and there should be reward for handing in minerals. Remove that godforsaken “Materials for War Preparation” from the storyline mission pile, EVERYONE HATES THIS MISSION (because the reward is borked), and add it to factional warfare, everyone will like it! Here are some very basic ideas for factional warfare and industrialists which I quickly come up with on top of my head:

Idea 1

Spawn exclusive ore (like the mining mission ores, with no market value or refining properties), which only spawns in either the faction warfare region's belts or in special sites unveiled through scanning. Handing in X units of this ore to certain agents grants a standing increase and some loyalty points.
Advantages

* No impact on economy as ore is technically unusable

Disadvantages

* Rich players may buy standing by buying ore through the contracting system

Idea 2
Materials for war are needed! Players can now donate minerals to their respective factions at certain stations or facilities in return for standing gains and loyalty points. But wait, there is more! These minerals do not go into a bottomless pit, no, they are actually needed. The NPCs defending the faction's sites will increase in strength and number, based on the quantity of minerals handed in by the players. If the enemy captures sites, the strength and number will reduce again until more minerals are donated. This system can also be used in combination with the worthless-ore system above instead of real minerals.

Advantages

* Direct impact of players on the war effort, consequence to player action on larger scale

* Mineral-sink

* Pirates and enemies might want to attack and loot mineral shipments, finally some good loot in lowsec!
Disadvantages

* Might feel as a buy-your-standing, however offset by the fact that buying ore off the market and shipping it is riskier and much more vulnerable to attack then mining it yourself.

Idea 3

More sites!

Mining: Instead of a timer for capturing a strategic site, there are also mining sites, where the amount of ore mined by each faction is the victory condition. An NPC industrial (which acts as a container) for each faction, where the ore must be deposited in can be included on the scene, otherwise haul it to station or something.

Mining/hauling: Make some room by mining away the asteroids in the pocket, then haul 5x 2000m3 of construction materials to the site to set up a forward command post.
Advantages

* Variation in factional warfare objectives

* Allows other professions to participate in factional warfare (one of my campaign points was to make factional warfare interesting for EACH AND EVERY TYPE OF PLAYER, remember)
Disadvantages

* No efficient ways to escort and protect these weak ships except maybe through ECM

* Frustration if only mining sites are available in a system or only combat sites if ships/gangs are fit in a different fashion.

Idea 4

Bulk orders.

The militia has need for certain ship modules, and lets agents hand out bulk orders to industrialist players so they get awarded for the manufacturing of specific modules. For example, a player is requested to produce 50 medium shield boosters, for which he will be awarded with standing and loyalty points.

Advantages

* Allows more professions to participate in factional warfare

* Opportunities for new players to produce basic goods and contribute to faction warfare, while making profits

* Increased demand for T1 player produced goods, positive for the economy

* Shipments might prove profitable targets.

* Mineral sink

Disadvantages

* Players might perceive this as pay-for-standing, as most modules can be bought off the market by rich players. This will still reward new players that produce the modules, though.

* People will quickly reserve all manufacturing slots in the faction warfare space and hold a significant advantage over the players that come in later and have to ship the goods in.

Second, most people just seem to join factional warfare for the kills. While I understand the reasons for not giving standing/loyalty points for kills because it is easily abused, I do think that there should be a reward for players that contribute to their faction by scoring kills. To counter most alt abuse, players could get reward based on the value of the destroyed ship and the rank of the pilot it belonged to. Right now, this type of factional warfare only costs the players a lot of isk (ship loss, new clones, etc), it's about time that some reward is added for the direct PVP playstyle!

Third, it would be very nice to see some changes in the political landscape of Eve based on Factional Warfare. It was great to release that document of 'the day after' and the various factions of Eve, but it would really make the world alive when a huge event like the outbreak of the war directly affects the various faction's relationships.

It is mentioned in the document that the Intaki are somewhat more positive to the Gallente now, well, why not just reflect that in the standings? On the other hand I think the Minmatar and Caldari relations with the Sisters of Eve might have taken a slight hit due to the humanitarian catastrophies they have caused with their aggressive approach, while Amarrian standings with the Sisterhood might have improved, as I'm sure . Thukker and Minmatar relations might also be in need of a boost as the joint operations against the Amarr should have brought them closer together.

I think it would improve the player connections with the Eve background, and be a boon to roleplayers if the standings between the factions is finally subject to change. Also, it would cause players to pick their loyalties more carefully, and keep future consequences in mind.

Fourth, we need to add some benefits to capturing systems ASAP! Right now pilots do not even gain standing for blowing up a control bunker, huh? A lot of players rightly ask the question what the point is. Especially in a sandbox game like Eve, "because CCP intends you to" isn't going to motivate players to capture systems if there isn't much in it for them and no tangible effect is reflected in the game world.

Last, add shiny medals for me to collect! ;)

Obviously, when coming up with criteria for medal awards, keep in mind the type of player that will have a chance to obtain it. If a medal is awarded each week to the player that gathered the most points, you can bet on it that only a basement-kid will ever win it, because those players can and will play 15 hours a day grinding points, and even a more skilled player cannot compete with them because they would only spend 6 hours a day max.

That is why I think it is very good that Eve does not have competitive rank decay, unlike World of Warcraft. In WoW, you had to be in the weekly top 10 for three full months on a row to get the highest 3 ranks, otherwise another basement-kid would score more points and you would lose rank. I’ve been through that ride, and the last few weeks I skipped school and only slept 3 hours a day, and in the end I got rank 12 out of 14 because there was only one rank 14 and two rank 13 people at a time per server.

Worst of it all, if you ever was unable to play for a day, you’d lose rank due to the rank decay because you could not get your weekly quota anymore. This is an infuriating game mechanic, and I do not think we want to see anything like this in Eve. Daily best okay, but do not come up with something that people have to spend months of no-life on!

On the other hand we have Guild Wars, which is more of a casual game, which has a title system to show achievements in game. There are a lot of different titles in this game, for all types of activities, such as killing monsters, completing dungeons or difficult missions, exploring the world, eating lots of candy, playing games, competing in PVP matches, etc etc. People get automatically rewarded no matter what playstyle they choose, although some titles take more effort than others.

This reward-for-play is really the way games should be designed in my opinion. In Ultima Online, for example, it did not matter how you played, you would always get better at it, and your character developed based on the way you played. If you mined a lot, your mining skill would go up and you’d find better ore eventually. If you fought with maces, your skill with maces got better and you’d do more damage with them and hit more often. If you healed other people, you’d heal for more hitpoints. And so on. Just let people play, and reward them for it, instead of forcing players to perform a silly rat-race with a predefined course like WoW does.

Reward people for PVP, reward people for capturing sites, hell, reward people for mining! Let some staff reward the people that do not get rewarded by the system. For example, there was a certain guy that donated HUNDREDS of ships to the Amarr militia people. This guy should get a medal, so either make a system that allows people to get credit for this sort of activity or get your staff to give him one!

An Utopic Vision of Factional Warfare

The overall best aspect of faction warfare to me is the concept of gaining standing outside of static missions. I think that missions have held the monopoly on standing gain too long, and it is nice to get some fresh air. I sincerely hope that we will see more dynamic ways of gaining standing with other corporations in high-security space, that CCP is aware that faction warfare can used as a test ground for high-sec just as much as it is for 0.0 combat!

Which brings me to the final part, how I would see faction warfare in a perfect world. *evil grin* I like this. Brace yourself for another long wall of text!

I mentioned earlier that I had a different idea in mind when I heard about factional warfare. Imagine...

The NPC empires being shaped through player action. Players will have to contribute resources to their chosen faction, and will see the consequences and effects of their actions slowly take shape around them. Inter-faction story and standing changes based on player activity. If players aligned with Khanid attack Amarr systems or raid their convoys, the Amarr surely will like the Khanid Kingdom a somewhat less afterwards. On the other hand, new alliances can be forged, with the Gallente players sending essential supplies to the Amarr Empire to fend off the Khanid attackers (so they can take a few systems from Khanid while they are occupied with the increased strength of the Amarr fleet, no doubt).

If a faction has been building up in a system for a long time, it will be much harder to smoke them out, and allows them to spread their noticeable influence (Faction Navy patrols, establishment of new bases) into adjacent systems. On the other hand, if convoys are regularly ambushed and facilities destroyed, the system will be poorly defended. Having a well-defended system will have meaning to the players, as new and agents and facilities will establish themselves in these system.

This will allow for dynamic missions which are based on the actual ingame state, instead of the current static ones.

There would be a lot of objectives in factional warfare, a lot of them stemming from emergent gameplay, where players set their own goals while using the game mechanics provided in a new way. It is possible for players to go undercover with fake IFF tags (either displays a random NPC corp tag instead, or the opponents factional warfare corp for a limited time) to smuggle illicit goods to factional warfare outposts in enemy territory, or steal technological secrets and attempt to smuggle them back to friendly space. Players take on the role of customs for their respective factions, and scan ships for any such illegal cargo. They get a licence-to-kill if they detect any illegal activity, plus a reward if they succeed in destroying the criminal vessel.

Players can contribute to their factions by producing goods or mining resources and handing them in. This affects the amount of friendly structures in space. And by handing in consumer goods, the amount and quality of related agents at stations will improve. The factions will set up structures in space and have convoys running between them. Enemies can ambush these convoys, which will contribute points to the system contest counter, and drop some loot as well. On the other hand, players can sign up to defend these convoys and receive standing and loyalty points as reward if the ships make it to their destination in one piece.

Scientists are also in high demand to contribute to the war effort by coming up with new technologies to use against the enemy. Players can decide to contribute their research points to the war pool instead of their personal pool (from which datacores are purchased), which results in getting special missions being granted. These mostly non-combat missions rewards the players (again most likely standing and loyalty points). Objectives could be the standard hauling or mining ones, but also new ones, such as locating a mission-specific anomaly with the ships scanners.

Conclusion
In my opinion, factional warfare has it’s foundation done right, but is currently lacking in content. It also has some rough edges, most notably the factional warfare missions.

CCP should direct resources in making the game universe more dynamic, so that the players see the universe change based on their actions. NPCs should be influenced by the current state of their environment, and interact with players in different ways based on the achievements of the player and the current situation around them.
The current incarnation of factional warfare focuses only on the combat part of the playerbase. CCP should also undertake effort to make factional warfare interesting to other types of players, which includes miners, manufacturers, scientists, haulers, traders and so on, and have reward systems in place for these specific playstyles.

In the long run, factional warfare is full of potential, which can and should grow to be the crown jewel of Eve Online.
