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Proper Citation

Kickstarter (RRID:SCR_004246)

Resource Information

URL: http://www.kickstarter.com/

Proper Citation: Kickstarter (RRID:SCR_004246)

Description: Kickstarter is the world''s largest funding platform for creative projects. Every
week, tens of thousands of amazing people pledge millions of dollars to projects from the
worlds of music, film, art, technology, design, food, publishing and other creative fields. A
new form of commerce and patronage. This is not about investment or lending. Project
creators keep 100% ownership and control over their work. Instead, they offer products
and experiences that are unique to each project. All or nothing funding. On Kickstarter, a
project must reach its funding goal before time runs out or no money changes hands.
Why? It protects everyone involved. Creators aren''t expected to develop their project
without necessary funds, and it allows anyone to test concepts without risk. Each and
every project is the independent creation of someone like you. Projects are big and small,
serious and whimsical, traditional and experimental. They''re inspiring, entertaining and
unbelievably diverse. We hope you agree... Welcome to Kickstarter!

Abbreviations: Kickstarter

Resource Type: service resource, funding resource

Resource Name: Kickstarter

Resource ID: SCR_004246

Alternate IDs: nlx_143647

Record Creation Time: 20220129T080223+0000

Record Last Update: 20260810T040404+0000

Ratings and Alerts

https://rrid.site
https://rrid.site/data/record/nlx_144509-1/RRID:SCR_004246/resolver
http://www.kickstarter.com/


No rating or validation information has been found for Kickstarter.

No alerts have been found for Kickstarter.

Data and Source Information

Source: SciCrunch Registry

Usage and Citation Metrics

We found 19 mentions in open access literature.

Listed below are recent publications. The full list is available at RRID .
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