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Online games provide a networked media environment in which players have the
opportunity to reshape, recontextualize, and remediate a game's message at the
levels of narrative, gameplay and/or cultural space. Players take up the challenge of
creating both permanent and ephemeral artefacts in games and game systems—
artefacts that are not explicitly part of, and often subvert, initial game design(s).
These artefacts include meta-gaming collectives, recombinant events, player-to-
player design tools, and game modifications.

This paper examines this issue of secondary authorship in the context of anti-war
and anti-violence protest artefacts in online games/game communities. Aside from
its relevancy to current events, this genre offers two distinctive player artefacts for
analysis: Tiny Signs of Hope, a tool for creating peace posters in the Sims; and
Velvet-Strike, a collection of anti-violence tags for the Counter-Strike graffiti patch.
Fantasy-Theme Analysis?, an epistemic rhetorical methodology, is used to examine
how symbolic convergence creates a shared social reality conducive to secondary
authorship in both Velvet-Strike and Tiny Signs. The analysis reveals the intersection
of rhetorical visions between these artefacts and demonstrates shared themes
concerning opposition/extension, meta-gaming, tactics in public space and the
secondary agency of the artefact. These themes are shown to both reflect and
reinforce the agency of the secondary author.

While a minority of players participate in game modification, their contribution to the
overall game community ensures a constant, vibrant flow of new game content into
the play arena. Current interest in both player-created content (from a positive
perspective) and player subversion (from a negative perspective) calls for a deeper
exploration of player agency, both in the game experience and the wider game
community. This paper attempts to reveal some of the underlying cultural currents
that feed the player-creator phenomenon, in the context of current peace-themed
game artefacts.
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