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Goliath - Introductions all around!
Goliath - I'd just like to set the tone with a few questions first, then we can talk more.
Goliath - How do you feel about EVE, do you feel that it's a top quality, polished game.

Sugar - There's a lot of systems that you really need to hunt for information on, some are
great, but some are very complex and need a lot of investigation.

Jayne - It's a high quality product for the causal player, but some of the more intricate systems
are very complex and aren't documented.

Corbexx - Most of it is well explained, but the more complex systems like reactions, for
instance, are terrible.

Sort - I'd agree, another example is the POS system.

Steve - From an actual software position rather than game mechanics, it's pretty damn good,
apart from the launcher.

Sugar - Documentation is just not there. Google is your guide for EVE in a lot of the cases
you're looking for information. This can be confusing for someone who does not know that in

fact they should trust their google searches even if that information is several years old.

Goliath - We actually have an outsourced QA team in Glasgow, who wrote the book on
crimewatch and a few of our other systems.

Goliath - So a rough question, how many individual bug reports do you think we get with
every release?

Sort - 25,000
Mike - 50,000
Jayne - 4,000
Endie - 1,700
Steve - 120

Goliath - We're around 1,500 to 2,000 bugs reports per release, at around 85% efficiency for
resolutions.

Mike - What about the ones that are left?
Goliath - Usually these are bugs that need further investigation.
Sort - Did you have an upsurge in bug reports during the providence war?

Goliath - I'm sure | can find out, but | don't remember offhand.



Mike - Do you pay attention to big player events and activities to see if they cause a surge in
bug reports?

Habakuk - We do pay attention, but big surges don't really correlate with big player events.
Endie - | suppose it would be great if people gave rally solid reproduction steps for bugs?
Goliath - It would, yes. That would be so awesome.

Endie - Do you think that's due to people not knowing how to bug report or not wanting to?

Goliath - A combination of both. Some people really don't want to file bug reports and do
admin for us, that's just the way it is, and that's cool. They just want entertainment.

Goliath shows off the Daybreak public bug reporting space on Jira.

Endie - So wait, | can see all the exploits in their game? Wow...

Goliath - Endie, stop! That's question three!

Goliath explains the public bug reporting system a little.

Goliath - What do you think about this for EVE?

Corbexx - Well, what's to stop people from trolling you with a lot of problematic bug reports?
Goliath - Nothing, but there's nothing to stop that now, and it's trackable.

Falcon - You could put the login behind SSO | guess, so we could track it.

Goliath - That would be preferable.

Sion - What do you guys think would gain from a public facing defect system like this?

Goliath - Transparency, and letting the community look at defects and help us prioritize them
to fix the most critical ones to people's gameplay faster.

Sort - Have you talked to these guys about how their public facing defects are working?
Goliath - Yes, I've reached out to Daybreak about this!

Jayne - My main question is how do you deal with exploits now, and how would this change
it?

Habakuk explains the exploit tracking process a little.
Sort - What kind of turnaround do you guys have on exploits?

Habakuk - Hours, usually. We try to be as fast as possible with it.



Sort - This is kinda a weird question, do you get excited and amused by some of the bugs that
come in?

Goliath - After 12, maybe 13 years in QA these are few and far between, but they happen
sometimes.

Falcon - Backwards Tengus were pretty cool.

Goliath - One thing that this public system would really help is communication, as right now
there's no public notifications for when we update a defect. This would allow it and everyone
would be able to see it.

Goliath - Do you guys play any other games that you use bug reporting in, and how is it?

Jayne - EVE is the only game that | care enough about to do this kind of thing.

Endie - Have you considered maybe adding to the end of filing a petition "Do you consider
this a bug? Do you know how to reproduce it? File a big report here!"

Goliath - That would have been great when we filed tickets from in game, however it's kind of
different now, and is the other way around, where we say "here's the bug reporting system,

but you look like you're trying to get your ship back, here's how to file a support ticket!"

Gorski - Have you considered putting this on the escape menu, so you can file bug reports
from there too? More people know the escape menu than F12.

Habakuk - If you guys have any questions about mass tests and such, we'd be happy to
answer them.

Sugar - Do you feel you have good participation in mass tests?

Habakuk - It's fine, but it could always be better, we try to incentifize people into taking part
with skillpoints on singularity.

Jayne - It's all about advertising really, more notice would mean more people.
Habakuk - We currently advertise a lot for this, but we could do more.
Falcon - We can talk about giving more coverage in advertising.

Steve - Do you get more participation in British Summer Time because of the hour difference?
Most people are getting home at that time during BST and can take part.

Goliath - That's actually a good point, we should check that out.
Jayne - What about incentives such as a time limited SKIN for this

Habakuk - One last question. Were there any major issues during the sov testing on Duality?
We'd really like to improve on testing of this kind.



Manfred - There were a couple. One of the biggest flaws that skewed the results was the fact
that everything was seeded, so the fleet doctrines were crazy and didn't reflect actual
gameplay.

Habakuk - So not defects with the system, but more about how to get on the test server and
ease of accessibility.

Sort - During AT testing, there was a lot of downtime that affected practice.

Goliath - Yep, this is just the nature of having a test server. Falcon and | have been talking
about getting a dedicated tournament test server for practice and stuff.

Sort - If you guys want more people, it would be great to put out a blog about how to connect
to sisi.

Corbexx - Wormhole testing on sisi can be a real pain, getting into wormholes is a nightmare.

Sugar - Could you create way more wormholes on sisi in Thera or some place that it would be
easy for players to find and use for their testing needs?

Goliath - We really don't want to change the test environment too much away from what's on
Tranquility as it affects testing.

CCP Goliath then discussed a possible concept for a single area of space on sisi that has
easy access to particular things to allow for ease of testing certain features on a mass level.
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Quant - So the main topic | want to cover is the economy. We can make a lot of cool graphs
for this.



Quant shows graphs for imports and exports per region in EVE plus a breakdown by ISK
value.

Sion - Do you track in m3 so that we could see what the flow of volume would be?
Endie - That would be interesting to see what efficiency is like.
Corbexx - It would be cool to see how freighters are moving and how much cargo is moving.

Sort - Could you also do an m3 map to show how many people are willing to mnaufacture in
their own areas, and how many people just import?

Quant - Trying to track a path will be very difficult.
Jayne - Do these graphs show just gate jumps or cynos too?
Quant - This is everything, every movement of stuff.

Sion - There's a really interesting talk among our finance guys that m3 actually means more as
an economic indicator due to the time and effort involved.

Quant - That's a very good point. The graphs use the same code so we could do that.
Quant - | want to make this available every month. A report for how the economy is doing.
Mike - Available to who?

Quant - Everyone.

Mike - Oh wow, cool...

Corbexx - Once you have it for every month, could you combine it over time to show longer
periods?

Steve - Could we also get the raw data for analysis.

Sort - It will be cool to see the changes over time.

Quant shows a graph on ISK sinks and faucets for June 2015.

Sion - How do you account for Loyalty Points?

Quant - It doesn't generate ISK. It's classed as an ISK sink.

Sion - | more mean how do you track it?

Quant - We track when they're generated and spent.

Sort - It would be interesting to see the information on PLEX, how many are bought and sold.

Corbexx - And how many times they change hands before they're sold.



Endie - What about ISK sinks in players who leave the game, is there a SINK for that?
Quant - Sure, but if they come back it goes back into the economy.

Cagali - When you put people into the negative for RMT, does it show as a sink?
Quant - Yep!

Quant - I'll revisit this graph, and add in character sinks too.

Quant shows velocity of money graph.

Quant - Questions?

Corbexx - How long does it take to make a graph like this?

Quant - It can vary quite a lot depending on the graph we're making.

Quant does crazy graphs in real time.

THE MEETING MINUTES FOR THIS SESSION ARE RELATIVELY BASIC AS THE BASICS OF
A NEW MONTHLY REPORT WERE DISCUSSED WITHOUT FINALIZED DETAILS.

MORE INFORMATION ON THIS WILL BE REVEALED AT EVE VEGAS, AS ANNOUNCED ON
THE o7 SHOW, AND THE FIRST REPORT WILL SOON FOLLOW.
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Chimichanga - Introductions all around!
Snorlax - Any questions about download on demand and the launcher?

Steve - For some people the launcher breaks, for some it's fine. I've never had problems with
it myself. The only issue with download on demand I've had is the size of the res cache and
the time it takes.

Steve - There's also a permissions problem with windows 10 and the launcher.

Snorlax - We've not been able to reproduce the windows 10 issue unless we go in a remove
specific folders.

Steve - This seems to be related to people using microsoft accounts on windows mainly.
Falcon - Yep, | had to resolve this issue too.

Jayne - Download on demand gets very complicated when using shared cache for TQ,
Singularity, Duality, etc. It was most apparent during the duality wargames.

Snorlax - Well, the shared cache is supposed to be shared.
CCP Snorlax demonstrates the "EVE Bootstrapper"

Snorlax - The hope with this is that you'll never need more than one install from EVE. You can
log all your accounts in from here and store global client settings.

Sion - What about two factor authentication?

Foxfour - Right now we don't want to force it on people because some people bypass the
launcher to log in. Once we're happy with this, we'll start using it and enable it. We can then
look at removing the old in-client login method once we hate the bootstrapper in a good
enough state.

Mike - What's the timeline on releasing the bootstrapper?
Snorlax - We're hoping to have this as a pre-release very soon.
Sugar - Will this download patches in the background so we can just connect whenever?

Snorlax - Yes. The intention is that you can run this in the background on your PC at all times,
and it will keep your machine updated automatically.

Sugar - Is there a way to turn this off?
Snorlax - Just close the launcher. This is designed to keep every install up to date.
Sort - What's the load like on it?

Snorlax shows the Bootstrapper in Windows task manager using 124mb of RAM.



Sort - What's the max amount of clients you've seen launching on this?
Foxfour - I've launched seven from it.

Snorlax - The only real limitation for the number of clients will be making sure the ui supports
it.

Snorlax - This also has shared cache management in it, so you can clean up and maintain
your cache.

Sugar - All the other stuff the launcher does, news, ads, etc. Will those be in?

Snorlax - Yep, we're waiting on getting it all updated with news and stuff.

Falcon - I'm hoping we can get an MOTD and a few news feeds and stuff for community utility.
Thoric - Will this work on mac.

Snorlax - It did in earlier builds, but doesn't now. It will when it goes public though! This also
runs alongside the existing launcher, so you can test it for now.

Steve - What happens if you pin it to the taskbar. Will it break like the current launcher?
Snorlax - | have no idea, I'll check!

sort - I

Snorlax -



