
GoldfarmingFromWikipedia,thefreeencyclopediaGoldfarmingisplayingamassivelymultiplayeronlinegametoacquirein:gamecurrency,e.g.gold.[1]Thisisthenusuallysold,againstthewishesofthegame'soperator,[2][3]tootherplayers.[1][3][4][5]PeopleinChina[3][5][6][7]andinotherdevelopingnations[8][9]haveheldfull:timeemploymentasgoldfarmers.Whilegameoperatorsexpresslybanthepracticeofsellingin:gamecurrencyforreal:worldcash,[2][3]goldfarmingislucrativebecauseittakesadvantageofeconomicinequalityandthefactthatmuchtimeisneededtoearnin:gamecurrency.[5][7][10][11]Rich,developedcountryplayers,wishingtosavemanyhoursofplayingtime,maybewillingtopaywhatamountstosubstantialsumstothedevelopingcountrygoldfarmers.[12]Contents1History2Figures3Rulesandenforcement4Law,regulationandtaxation4.1Australia4.2China4.3Japan4.4Korea4.5US4.6Lawsuits5Inthemedia6Seealso7References8ExternallinksHistoryWhatbeganasacottageindustryinthelate:ninetieswithplayersusingeBayandPayPaltoselleachotheritemsandgoldfromUltimaOnline[13]andLineage,[14]thesaleofin:gamecurrencyhasbecomeincreasinglymorecommercializedwiththegrowingpopularityofmassivelymultiplayeronlinegames.[2]Today'sgoldfarmingmayhaveitsoriginsinKorea,spreadingfromtheretoChina.2001reportsdescribeKoreanPCbangs,orcybercafes,beingconvertedintogoldfarmingoperationstoservedomesticdemand.[14]Thismodel,withfull:timegoldfarmersworkinglonghoursincybercafes,[4][7][12]soonspreadtoChinaandexperiencedswiftgrowthcirca2004.[14]AcademicstudiesofGoldFarmingrevealthatthesocialnetworksofGoldFarmersaresimilartothoseofdrugdealers.[15]FiguresWhilereliablefiguresforgoldfarmingarehardtocomeby,[4]asisthecasewithmostillicitactivities,therearesomeestimatesofthemarketforin:gamecurrency.



In2005TheNewYorkTimesstatedthattherewereover100,000professional,full:timegoldfarmersinChinaalone.[12]Andin2006salesofsuchvirtualgoodswerethoughttoamounttosomewherebetween200[11]and900millionUSD.[5]Anotherestimate,drawnfrom2005/2006data,valuedthemarketatnotlessthanUSD200millionperyear[16]andsuggestedthatover150,000peoplewereemployedasgoldfarmerswithaveragemonthlyearningsofUSD145.[16]Thissamereportestimatedthat80%ofallgoldfarmerswerefromChina,[4]afactwhichhasledtoprejudicetowardsChineseplayers.[17]2008figuresfromtheChineseStatevaluedtheChinesetradeinvirtualcurrencyatoverseveralbillionyuan,ornearlyUSD300million.[18]RulesandenforcementInvirtuallyallonlinegamesgoldfarmingisspecificallyprohibitedbythegame'sEULAortermsofserviceandisgroundsforaban.[2][19]Law,regulationandtaxationAwakeningtotheideathatvirtualgoodscanhaverealvalue,somegovernmentshavetakenactioninthisarea.AustraliaIn2006aspokespersonfortheAustralianGovernmentstatednormalearnedincomerulesalsoapplytoincomefromthesaleofvirtualgoods.[20]ChinaTheChineseStatebannedusingvirtualcurrencytobuyreal:worlditemsin2009butnotthereverse.[21]JapanInresponsetoincreasesingoldfarming,in2006theJapaneseGovernmenturgedtheindustrytoself:regulateaswellasvowingtoinvestigatethisspeciesoffraud.[22]KoreaAKoreanhighcourt's2010rulingmeansthatexchangingvirtualcurrencyforrealmoneyislegalinthecountry,althoughsubjecttotaxation.[23][24]USAUSCongressionalcommitteeinvestigatedtaxationofvirtualassetsandincomesin2006,[25][26]andtheIRShas,initsNationalTaxpayerAdvocate's2008AnnualReporttoCongress,expressedconcernthatvirtualworldsareagrowingsourceoftaxnoncompliance.[27]LawsuitsZynga,themakersofFarmVille,successfullysuedtostoponlinesalesofitsin:gamecurrency.[28]InthemediaCoyDoctorow's2010novelForTheWinisbasedaroundgoldfarmingandthegrowthofunionisationamongworkersindevelopingcountryeconomies.
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