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Owning Your Games — The Sovereign Gaming Stack

Sub-pillar of the Recreation pillar (Wheel of Recreation). The ownership companion to Games and Interactive Play, and the play layer of The Sovereign Stack. Doctrinal ground in Everything You Were Sold and Open Source and Harmonism.



A game is yours when you hold a copy of it that runs on a machine needing nobody’s permission. Anything short of that is rented, whatever the button said when you paid.

Since October 2024 the checkout has said so. A California law obliged digital stores to stop implying that a download is a purchase, and Steam began telling every buyer at checkout that what they were acquiring was a licence. The line means what it says on the day a store closes, a server goes dark, or a publisher decides a game should no longer exist.

Ranked by what survives the publisher, five ways of having a game run from most held to least:


	A copy you hold, on a machine whose software you can read and change.

	A copy you hold, on a closed machine that still runs it without asking anyone.

	A licence in a store’s library, playable while the store and the account last.

	A subscription catalogue, playable while you pay and while the game stays in it.

	A live service, playable while the publisher keeps the servers running.



Open source rarely makes the games worth keeping. Nearly every great game is proprietary and will stay so. What open source makes is the machine that keeps those games running after the companies that sold them have left, and that is how a licence becomes a possession again.


1. What Survives the Publisher

Only what you hold survives the company that sold it, and two cases from 2024 set the measure.

On 31 March 2024 Ubisoft switched off the servers of The Crew, a racing game sold for ten years at full price, and within weeks removed it from players’ libraries. Owners sued in California that November. Ubisoft’s answer, filed in 2025, was that buyers had acquired a limited licence and never the game itself. On 6 September 2024 Sony took Concord offline two weeks after its launch, refunded every buyer, and the game ceased to exist. Sony at least returned the money. Ubisoft kept it.

Neither company broke a rule. Each did what its terms allowed, and its terms allowed it to end the thing it had sold. Everything You Were Sold names this the sale that never closes: the older enclosure sold you a bounded thing once, and the newer one rents you the thing for as long as the seller pleases, then calls the end of the rent the loss of the thing.

Islamic jurisprudence drew the line the stores now blur. A sale, bayʿ, transfers ownership. A lease, ijāra, sells the use of a thing for a term, and the classical jurists required the term to be known. A purchase the seller can revoke whenever it wishes is a lease of unknown term, the kind of uncertainty, gharar, that voided a contract. Harmonism holds the jurists’ witness as tradition, and holds the conclusion as its own: what can be taken back at the seller’s will was never sold.

Technology Companies — A Ranking by What Binds Them states the rule that governs everything below. A grade given for conduct expires with the conduct, and a grade given for a released artefact lasts as long as someone keeps a copy. Meta’s turn to a closed model in April 2026 did nothing to the Llama weights already on people’s disks. A game works the same way. The copy on your shelf outlives every decision its publisher makes afterwards.



2. Copies You Hold: Discs, DRM-Free Installers, the 2028 Cutoff

A disc or a DRM-free installer is a copy you hold, and on PlayStation the window for buying new games that way closes at the end of 2027.

Sony announced on 1 July 2026 that new games for its consoles will no longer ship on disc from January 2028, its own titles and every other publisher’s alike. On the same day it announced that the PlayStation 3 and Vita stores will close in most countries in July 2027, after closing first in Mexico, Honduras and Nicaragua in August 2026. Games already bought there stay downloadable “for the foreseeable future,” which is a promise. Sony made the same closure plan in 2021 and reversed it after protest; a promise made twice is still a promise.

A PlayStation 5 game released on disc before 2028 can be bought that way while stock lasts, and a disc in a console that can read it plays without a store or a connection. Many discs ship incomplete and ask for an update on first launch. Patch each one once while the console is online and it holds from then on.

On the computer, the held copy is the offline installer. GOG sells games without copy protection: the installer downloads to your own drive and runs whether or not GOG still exists. CD Projekt sold GOG back to its co-founder Michał Kiciński on 29 December 2025 for PLN 90.7 million, and he described its purpose in the terms of ownership. Since November 2024 its Preservation Program has kept older games working on current systems. The binding lives in the file: once the installer sits on your disk, no later owner of the store can recall it.

An installer is held only while it is backed up. Three copies, two kinds of media, one somewhere else, as the practitioner’s disciplines put it. Harmonia keeps its own corpus the same way. The Sovereignty Bundle downloads as one file without signup, so that anyone who wants the writing can hold it rather than visit it.



3. The Machine: Console, PC, Linux

The machine decides whether a held copy stays playable, and each kind of machine holds it differently.

A console is a closed machine that serves the offline player well. It runs held discs for as long as its hardware lasts, needs no account to do so, and changes only when an update is accepted. A PlayStation 5 set as its owner’s primary console also plays that owner’s digital games without a connection. Its limits arrive from outside: online play requires a paid subscription, every system update can close a door the owner was using, and the company can decline to repair the machine at the end of its life.

A personal computer is an open machine whose openness depends on the operating system. On Windows, the games run and the system watches. On Linux, most of the Windows library now runs through Proton, the compatibility layer Valve released in 2018 and built on Wine and DXVK, all of it open source. Valve’s Steam Deck made Linux an ordinary place to play, and its Steam Machine took the same system into the living room in 2026. On Steam’s own survey Linux passed five per cent of users in March 2026 and stood at 3.69 per cent in June, the largest share of it on Valve’s SteamOS.

One wall stands between Linux and the whole of gaming, and it is anti-cheat. Competitive shooters increasingly run their cheat detection inside the operating system’s kernel, which Proton does not provide. Battlefield 6 requires its Javelin system and Secure Boot, and refuses to start on Linux or the Steam Deck. The open machine plays nearly everything alone and much less of what is played against strangers.

A Mac plays through a bridge. Apple’s Game Porting Toolkit is built for developers, and players reach Windows games on macOS through CodeWeavers’ CrossOver, which runs many single-player titles well. Apple’s control reaches further than gamers notice. Lodestone’s desktop app is notarized through Apple’s Developer Program at ninety-nine dollars a year, because a Mac otherwise warns its own owner against opening software Apple has not checked.



4. Emulation: When the Store Closes

An emulator re-creates a dead console in open code, and that is how the commons keeps a library alive after its seller has shut the door.

Emulation stands on settled ground in the United States. In Sony v. Connectix in 2000, the Ninth Circuit held that reverse engineering a PlayStation to write an emulator was fair use. What the law contests is the material fed to an emulator: the console’s firmware and the games themselves, which are lawfully used when dumped from hardware and discs their owner holds.

RPCS3, the open-source PlayStation 3 emulator, listed 75.33 per cent of the 3,559 PS3 games it tracks as playable in July 2026. Its developers announced the figure weeks after Sony announced the closing of the PS3 store. One company was retiring a library while a volunteer team was making it run on any capable computer. PCSX2 does the same for the PlayStation 2 and Dolphin for the GameCube and Wii, both open source and maintained for over twenty years.

Pressure lands where the console is still on sale. In March 2024 the developers of Yuzu, a Nintendo Switch emulator, agreed to pay Nintendo $2.4 million and shut the project down; in October 2024 the lead developer of Ryujinx, a second Switch emulator, ended his work after Nintendo contacted him. Emulators for consoles no longer on sale have been left largely alone.

Institutions have refused the work emulators do. In October 2024 the US Copyright Office denied libraries and archives permission to give researchers remote access to preserved games, its fourth refusal since 2015, over the opposition of the Entertainment Software Association, which said it would support such access under no conditions. A 2023 study by the Video Game History Foundation and the Software Preservation Network found that 87 per cent of American games released before 2010 were out of print. Preservation is happening anyway, in open code, by people the law does not thank.



5. Jailbreaking and Copying: What They Buy and What They Cost

Harmonism holds that the owner of a console may open it and that a copy takes nothing from anyone, and it also holds that the owner pays the costs of doing so in full.

The console you bought is yours by the plainest standard there is: you paid for it and it sits in your house. What he cannot open he does not own, in the words of Everything You Were Sold. Jailbreaking removes the manufacturer’s lock so that the machine runs what its owner chooses, homebrew software and backups of the owner’s own discs among it. The corpus already counsels the same act elsewhere. The Sovereign Stack names the open-source jailbreak for the iPhone and the tools that strip copy protection from ebooks a reader has bought.

Copying follows the same doctrine. When a player downloads a cracked PC game, or a jailbroken PS5 runs a game copied from elsewhere, nothing leaves the studio: its files are intact, its other buyers still own their copies, and the game is still on sale. Everything You Were Sold holds that the copy is multiplication rather than subtraction and that the word piracy was dragged across it to summon a crime that did not occur. Harmonism does not call the copy theft.

The same manifesto holds the second half with equal force. The maker is owed, and paying the maker completes the copy. A player who keeps returning to a game he never paid for has received something real from people who made it, and the honest act is to send the return: buy it outright, buy it on GOG where the studio sees more of the money, or pay a small studio directly. Sacred Commerce is that return, made freely after the value has been received. The fence is illegitimate. The makers behind it are still owed.

Four costs come with the freedom, and none of them is moral.

A jailbreak works only on consoles kept on older system software, and a jailbroken PS5 cannot reach the PlayStation Network. New games demand newer system software than the exploit allows, so the jailbroken console falls further behind the catalogue every year. It suits an offline console with a fixed library, and it never suits the console used for online play.

The law of the fence still has guards. In the United States, Section 1201 of the Digital Millennium Copyright Act makes breaking a console’s lock unlawful in itself, with no exemption for consoles. Gary Bowser of Team Xecuter, who sold devices that unlocked the Nintendo Switch, was sentenced in February 2022 to forty months in prison and owes Nintendo a ten-million-dollar civil judgment. Downloading copyrighted games is infringement in most countries. Harmonism holds that these laws enforce a category error. They are enforced anyway, and the one who ignores them carries the risk himself.

Cracked games are a favoured carrier of malware. In June 2021 Avast traced a program it named Crackonosh, hidden inside cracked copies of GTA V, The Sims 4 and Fallout 4, which had infected over 222,000 computers, disabled their antivirus and mined about two million dollars in Monero for its authors. A file from a stranger runs with all the permissions its owner grants it.

Online, a copied game or an opened console invites a ban. Sovereignty over the machine ends where another company’s server begins.



6. Rented Play: Subscriptions, Cloud, Live Service

Some play can only be rented, and the sovereign response is to rent it knowingly and to hold it lightly.

Subscription catalogues lend games and take them back. A game played through the PlayStation Plus or Game Pass catalogue leaves when its licence lapses, whatever the player was in the middle of. Cloud play holds even less: the game runs in a data centre and reaches the player as a video stream, so nothing at all sits in the house. Live-service games hold the least, because the game is the server. Concord lasted two weeks.

Law will not close the gap soon. Ross Scott’s Stop Killing Games campaign gathered 1,294,188 valid signatures for a European Citizens’ Initiative asking that games remain playable after their publishers stop supporting them. On 16 June 2026 the European Commission declined to propose legislation, pointed to existing consumer law, and offered to explore a voluntary code with the industry.

Harmonia has paid the cost of rented access in its own work. Lodestone’s production companion ran on a model rented by the token until its migration in October 2026, and a companion built on rented access stops the day the account does. The same holds for an online game. Play it hard while the population and the servers last, and expect it to end.

Rented games also carry most of the compulsion machinery Games and Interactive Play diagnoses: the battle pass, the daily login reward, the season that expires while you are at work. A finite game held on your own disk asks nothing of tomorrow. A live service is designed to.



7. Assembling the Stack

A sovereign gaming stack is assembled in order, starting with the games worth keeping and ending with the makers owed.

Decide first which games you mean to keep for twenty years, because only those need to be held. Buy them as discs while discs are sold, which on PlayStation means before January 2028, or as offline installers from a DRM-free store. Back every installer up three times, on two kinds of media, one copy away from the house.

Play the computer library on Linux where it runs, with Proton beneath it, and keep Windows only for what anti-cheat walls off. Dump your own discs and your own console’s firmware before the hardware fails, so that an emulator can take over when it does.

Keep online play on its own console or account, rented and expected to end. If you open a console, open the offline one, and accept that it will stay on the library it has. If you copy, pay the makers whose work you return to. The copy completes itself in the return.

Johan Huizinga wrote in Homo Ludens, in 1938, that play happens inside a consecrated space marked off from ordinary life, a magic circle with its own rules. A circle drawn on someone else’s server can be erased in the middle of the game. Recreation in the Wheel of Harmony restores the one who plays only when the play is entered freely and left freely, and a game held on your own machine can be finished, set down and returned to in ten years without anyone’s leave. The copy you hold serves Presence by making no claim on it. The substrate is for the cultivation, and play is one of the cultivations the substrate is for.



See also: Games and Interactive Play, The Sovereign Stack, Everything You Were Sold, Open Source and Harmonism, Technology Companies — A Ranking by What Binds Them, Technology and Tools, Wheel of Recreation, Harmonism and Chess.
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