
Kickstarter is an online crowdfunding platform, an Internet space where entrepreneurs can circumvent the need for traditional investors such as banks or venture capitalists, and instead gather together a group of financial backers from among membersof the public. The project creators fix the amount they want to raise and then set a deadline by which to do this. If the amount is not reached by the deadline, then no funds are collected from backers. The projects themselves tend to be in the creative sphere – technology and design, music and dance, film and theatre, the  arts and publishing. Co-founder, Perry Chen, describes the system as a mixture of ‘patronage and commerce’: that is to say, the supporters of the project may simply benefit from the knowledge that they have backed something worthwhile or they may benefit in some more concrete and commercial way. For example, a project to start a women’s history magazine in Sweden offered funders a range of rewards from a ‘big thank you and shout out on Facebook’ to a full page advertisement in the magazine, depending on the level of their contribution. 

Unlike some other crowdfunding sites, Kickstarter requires no ownership or stake in the project itself; they simply take a five per cent fee on the total amount of money raised. In this way it leaves the creator in control of their own success. The conditions it places on the project owners – that the project is original, genuine and realizable – are largely based on trust, and occasionally the company has been forced to suspend projects which are not honest or viable. But its successes are many. To date, nearly $2 billion has been raised through Kickstarter, and several film and theatre projects have enjoyed critical acclaim. Perhaps as important as the funding that enables the project to get off the ground is the loyal community of followers that each project then takes with them.
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