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FYI

Construction of the new M2 office
building is slated to begin on May
6. The new build, which will be
designed and built by Midtown
Bienenstich, will feature a profes-
sional layout and more amenities
than the current office. While
construction of the building is
underway, some services will be
unavailable.
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Web Poll

Go to our website at
www.metaversemessenger.com
to participate in our online poll.

This week’s question:
“Does SL need an in-world resi-
dent law enforcement group to

deal with griefer activity?"
Look for the results from
last week’s poll on Page 4.
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THOUGH NEWLY PUCHASED, the Berkman Center for Internet & Society of Harvard Law School has
already constructed a replica of the famed Austin Hall. - Photo by KATT KONGO.

Berkman Center now has virtual presence

By GABE LIPPMANN
Staff writer

The walls of Second Life became
a little more ivied as the Berkman
Center for Internet & Society of
Harvard Law School purchased its
own private island on April 7.

The Berkman Center is a research
program of faculty, students and
other interested parties who are
working toward understanding the
challenges and opportunities of
emerging virtual environments.

Established in 1996 by Harvard
Law School professor Charles
Nesson and Jonathan Zittrain as the
Center on Law and Technology, the
Berkman Center defines its mission
as being “to explore and understand
cyberspace, its development, dynam-
ics, norms, standards, and need or
lack thereof for laws and sanctions.”

The goals and interests of the
Berkman Center mesh tightly with
the emerging world of Second Life,
as the Center seeks to investigate the
limitations of the Metaverse as it is
bound by open and closed systems of
code, commerce, government, edu-

cation and the relationship of law to
each. A key tenet of the Center’s
operation is to engage fully with the
virtual world.

In essence, their research involves
being active rather than passive, see-
ing the best method of understanding
to be actually building out into the
Metaverse. The social and political
environment of the Internet is seen
by the Center as being constrained
not only by traditional law systems,
but additionally by the “technical
architecture,” or code, that is built
into it.

No one will likely be surprised
that the stated directives of the
Berkman Center would eventually
lead participants to SL and its
immersive virtual environment and
open ended interaction. Pathfinder
Linden has been in touch with the
Center through presentations at
Harvard and at the State of Play con-
ference in New York.

According to Ansible Berkman,
estate manager of Berkman Island,
Pathfinder “facilitated the purchase,
and has offered amazing profession-
al support in ways to best organize

our group and manage the land.”

As part of their overall objectives,
and in preparation for the upcoming
Beyond Broadcast convention in
Cambridge, Massachusetts, the
Center has created Berkman Island
(www.tinyurl.com/s6tv4)  within
Second Life. Berkman Island is a
virtual representation of several
Harvard landmarks, including Austin
Hall and the Ames Courtroom at the
Harvard Law School.

Beyond Broadcast takes place
May 12-13 and is a conference
designed to continue conversations
taking place in public broadcasting,
technology, policy and foundation
communities (www.beyondbroad-
cast.net/blog).

The conference builds further on
themes covered at the first Open
Source Media Developers Summit in
2005 at NYU, and at the annual gath-
ering for public broadcasters in
Seattle, as well as several related
projects including the Public Radio
Exchange, Radio Open Source and
the Digital Media Project.

The objective of the meeting is to

See LAW, Page 17

Grid goes down with yet
another griefer attack

By PHOENIX PSALTERY
Staff writer

This time, it began as a slowdown
in general activity on the Second
Life grid. Things began to gradually
become less and less responsive,
leading to a flood of questions on the
forums. It was Friday evening, and
all of SL was tuning in to the latest
episode of everyone’s favorite
thriller, “Yet Another Grid Attack.”

As usual, it began with self repli-
cating prim objects, this time labeled
as “Herpes Virus,” apparently
belonging to Adohan Zephyr.

SL resident Nolan Nash posted a
forum message shortly after 8pm SL
time saying that the grid was down,
and suggesting the wisdom of
refraining from attempts to log in, in
order to ease the load on the servers.

Mick Linden then posted the fol-
lowing announcement at 8:15 SL
time Friday night: “Hi, Folks. There
is a current heavy load on the data-
base which may cause some slow-
ness in asset-related activities. We’re
aware of the problem and working
on a fix — thanks for your patience.”

At 8:22, an administrative logout
was performed, which logged all res-
idents out of SL. A few minutes later,
Robin Linden announced, “We’re
having a problem with a slow down
on the grid, which may be tied to a
self-replicating object. We’re going
to shut the grid down and clean
things up. It will be 1-2 hours before
it reopens. Please watch here for an
announcement regarding a re-open-
ing.”

Meanwhile, Adohan Zephyr was
busy proclaiming his innocence,
having posted the following mes-
sage: “I am not attacking the grid.
The herpes balls are not mine. | did
not code them. | can barely script. |

have been in IMs with Kenny Linden
for the last 40+ minutes. | have been
reported 20+ times. 1’ve had over 30
people send me IMs, some quite
rude. | have been kicked off grid and
put on hold during an investigation.
The Herpes balls are not mine and
are being dealt with.”

Needless to say, many residents
took his claims with a grain of salt.
During research for this article, no
further information was available to
indicate whether Zephyr’s claims
had been proven or not.

However, in a related develop-
ment, just as this article was being
completed, there came news of yet
another attack on the grid. There
were reports of a self replicating
object owned by  Horatio
Havercamp, producing 200 to 300
copies of itself per second.

Robin Linden made the announce-
ment at 1:53 SL time that “There is
another attack on the grid, necessitat-
ing that we shut it down to log-ins
and clean things up. We anticipate
this process will take a couple hours,
and will post here when it opens up
again.

“I know this is totally frustrating
— for us too. We’re working with
the authorities to go after the people
responsible for these attacks, as you
know. When | have information to
share I’ll pass it on.”

As might be expected, there has
been a flurry of comments regarding
this, ranging all the way from those
who condemned Linden Lab for per-
mitting these sorts of attacks to con-
tinue, to those who continue to
staunchly defend LL and point out
that the open, interactive nature of
SL that makes it such a creative per-
son’s paradise is the same quality
that causes it to be open to attacks of
this nature.

IN AN INSPIRED MOVE to role model Low Lag No Prim Rules, Juel
Resistance performs naked in the Blarney Stone Irish Bar in the
Dublin Rocks! Grand Opening of the new Dublin in SL sim. Read
more about the new sim on page 8. - Photo by SITEARM MADONNA.
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Nburg founder returns

Ulrika Zugswang is back amid a swirl of controversy

By MEILIN MIRANDA
Staff writer

Three things come immediately to
mind when one thinks of
Neualtenburg, the sim devoted to an
experiment in self-government:
Bavarian architecture, fog, and legal

arguments.
The latter have been in full force
lately ~ with  the return  of

Neualtenburg co-founder Ulrika
Zugzwang to the forums, and even-
tually, the sim. Though no longer a
citizen of Neualtenburg, Zugzwang
remains a near-inescapable presence
on its political scene — with the cur-
rent consequence being some
Neualtenburgers’ furniture left hang-
ing in midair when Zugswang
accused a government member of
pirating her work, and deleted a
number of buildings she still had in
the sim.

The latest skirmishes among
Neualtenburgers began earlier this
month, when Zugswang deleted a
posting in the Neualtenburg Projekt
forum by Sudane Erato, leader of
Neualtenburg’s ~ Artisan  Guild.
Though Zugswang was no longer in
the sim government or even logging
in to SL, she had remained a forum
moderator. Aliasi Stonebender, a
member of Neualtenburg’s Scientific
Council ~ (SC), then  banned
Zugswang from entering the sim. (To
explain the situation in overly simple
terms, the SC is one of the main gov-
ernmental bodies of Neualtenburg,
combining some of the functions of
the executive and judicial branches
of the US government.) Charges and
counter-charges were filed with the
Neualtenburg government, resulting
in a hearing last week to determine
whether  Zugswang, Erato or
Stonebender committed a crime
under Neualtenburg law that could
be then sent to trial.

At that hearing, which Zugswang
did not attend, Stonebender was
exonerated for her actions, which
were found to be within the purview
of the SC. Erato, too was found not
to have committed a crime.
Zugswang, the only non-citizen of

the three, was found to have acted
illegally and was declared ineligible
for  Neualtenburg citizenship,
although she can come and go as she
pleases and attend events within
Neualtenburg for the length of the
term of the current Dean, the head of
the SC.

The findings of the hearing are
now themselves being contested,
albeit only in the forums, since the
SC’s word is apparently final.
Zugswang contends that the hearing
was actually an unconstitutional trial
without jury, since it resulted in a
penalty.

In an interview prior to the hear-
ing, Dean Gwyneth Llewellyn said
the kerfuffle was nothing new. “It’s
cyclic, actually. Every three months
or so Ulrika pops in again in the
forums under some pretext.” She
said that though Zugswang had
founded the sim, she had rarely
logged in since January of 2005 and
had been officially gone for three
months, and yet Neualtenburg
remained.

Zugswang is now charging SC
member Dianne Mechanique with
pirating her intellectual property. On
April 28, Zugswang said she found
six pirated copies of her “Fachwerk”
style of house. “These illegal copies
were distributed to two new citizens
(unaware of their nature) and placed
on city land in preparation for a land
auction,” said Zugswang in an email
interview. “I never transferred this
structure to the city, always being
protective of my single greatest SL
build and textures.” Zugswang says
she intends to pursue action against
Mechanique in Neualtenburg.

Consequently, on April 28,
Zugswang removed all of her
remaining buildings in
Neualtenburg, leaving furniture
hanging in midair.

One of the people left homeless
was new Neualtenburg resident
Salzie Sachertorte, who has put up a
gypsy caravan on her now-empty lot.
“The house on the lot was merely a
placeholder — to be replaced once |
bought the land,” she told the M2.

See NBURG, Page 17
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THE COLLECTIVE, seen above, uses trading cards during a battle game. Created by Grim Hathor and
Matthias Zander, the game is on display at the Game Expo in Arcadia 1 and 2. - Photo by KATT KONGO.

The Collective: It’s in the cards

By KATIER REITVELD
Staff writer

When one thinks of card games,
what generally comes to mind is
bridge, poker, or similar classic table
top games. The Collective, however,
is the sixth in our series on the games
featured in the Linden Lab run con-
test in Arcadia 1 and 2.

Grim Hathor created the game
with the help of Matthias Zander.
Hathor describes it as being the game
“with trading cards that you can bat-
tle.”

Hathor explained that develop-
ment of the game was “really a col-
laboration between us, bouncing
ideas off one another until we got it
where it is. But | approached
[Zander] with the original idea.” The
main arena is set up with a central
‘collective’ area, with “fighting’ are-
nas running off it much like the
spokes of a wheel.

Each arena is based on a different
elemental force, representin in turn
wind, earth, ice, fire, dark, light,
water, and energy. Hathor said, “In
each area there are [non player char-
acter] opponents you can start fights

- "
- ’;

with.”

He added, “The main feature is
the card game; you get a hip pack
and a few cards, and then you can
start fighting with other players or
computer opponents.” He continued,
“To start, you join the battle, as do
your opponents and allies. There can
be up to four players in a battle. Then
you decide which minions you are
going to use (you can have up to
three in a fight) and rez the cards for
them, and of course you can only use
minions you have collected from
booster packs.”

The concept of collecting cards is
where the game gets its name. The
mixture of collecting cards and using
them to create minions to fight with
naturally draws comparisons to the
first life card game and cartoon Yu-
Gi-Oh.

Hathor said, “[The Collective]
was meant to be a trading card game,
which [is what] the show is about,
but my personal background in trad-
ing card games is from Magic: The
Gathering. Any [re]semblance to Yu-
Gi-Oh is coincidental.”

Continuing with his explanation
of the game, Hathor said, “After

Gt s

everyone has their cards rezzed and
has joined the battle, [they] touch
[their] cards to spawn the minions.
You can spawn full prim minions, or
a simple two prim placeholder.”

Hathor explained that the areas
have a twofold purpose, the first
being levels of difficulty, and the
second being that the elements give a
tactical consideration. For example,
while playing in the ice-based arena,
fighting with ice-based minions
wouldn’t work too well; however,
fight with fire-based minions, and
you have the ideal weapon.

Fighting isn’t the only thing that
people enjoy about this game. Sera
Cela was the first person to collect a
full set of cards. David Tapioca said
that he enjoys The Collective due to
it being a card game, and he’s a big
card game fan.

As such, Hathor said that Tapioca
is currently trying to collect a full set
of Shiny Cards. Each collection of
cards has different degrees of diffi-
culty, from the easier collections up
to the hardest, extremely rare ones,
such as Shiny, where you have only
a one in 500 chance of successfully
getting a card.
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Observations on Second Life

By Phoenix Psaltery

and its denizens

Dreaming Of A Virtual Messiah

We need a man that is simple per-
fection; there’s nothing that’s harder
to find.

Someone to lead us, protect us, and
feed us, and help us to make up our
minds.

We need a man that’s sophisticat-
ed, quiet and strong and well educat-
ed,

Where to go? What to do? Could
it be somebody super like you?

We need a man that can stand as
a symbol, and symbols have got to be
tall

Someone with taste and the tiniest
waist, with his help would not life be
a ball?
If we had fun, he would not restrain
us; if we got caught, he would just
explain us.

Where to go? What to do? Could
it be somebody super like you?

We pledge allegiance to his grace-
fulness and charming manners

With a voice that’s both sides’
choice, he’ll bring us to our knees in
admiration.

He is king of all who see and hear
his perfect pitch,

And more surprises, when his
time is come, a stallion rises...

— “Somebody Super Like You,”

from The Phantom Of The

Paradise

In recent weeks, as | have read the
overflow of angry comments and
unhappy posts on the Second Life
forums, it has made me think about

what possibilities there are for us as
residents of SL to be able to over-
come all of the issues that we are
dealing with as a people. | mean,
think of it this way — we are the
population of a small nation, scat-
tered around the globe, citizens of a
virtual country.

Looking at world population sta-
tistics, SL has a larger population
than more than two dozen countries;
as | write this, we are at just over
200,000, falling ahead of French
Guiana and behind Vanuatu in popu-
lation. At the present rate of growth,
by summer’s end we will have sur-
passed Iceland, Maldives, and
Belize. By the end of 2007, it is like-
ly that the population of Second Life
will exceed those of Uruguay,
Panama, or Liberia.

And yet the angry posts persist. So
what is to be done about it? The only
thing I can come up with is this:

Second Life is looking for a
Messiah.

No, I’m serious. You probably
think I’ve flipped my lid, but hear
me out.

| am not saying that we actually
need someone to save us, nor am |
promoting anyone in that role; but
it’s true, nonetheless, that down
through history, when things have
gone badly in human society, we
have always looked for a hero. A
Moses, a Christ, or a Superman.

I need a hero, I’'m holding out for
a hero ‘til the end of the night,

See BIRD’S, Page 20

But...
you'll get
banned!

Dude!

So what!? | can

get another account
with Paypal ;)

Do you think it is wrong or immoral to live a Gorean lifestyle in SL?

Answers Percent 100
1. 8 Yes. 21% 90
2, B No. 64% 80
'3, @ Undecided/No 14% i
opinion. (=]
50.
40|

Week of 04-25-2006 30 I
20
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e lzne between our two lives
by NORINN RICHARD

Disconnected

At this point, | have been writing
The Line and Sim of The Week for
about five months. Almost half a
year of my meandering ramblings
have graced these PDF pages. | am
the first to admit that this still sur-
prises me a bit. | expected to run out
of ideas by now. When | first started
The Line | figured | would be done
with it in about two months.

Ideas for The Line come to me in
spurts. A few weeks ago | had a
devil of a time thinking of something
to write about. The piece on educa-
tion ended up leaking out of my
brain, but it wasn’t my best work, by
a long shot. Other times, | have so
many ideas it’s hard to sort them out.
When that happens, | hammer out a
quick one- or two-line “stub” article
to capture the idea. | then come back
later and sift through the stubs to
pick my piece for a given week.

This week was an extremely
inspiring one. | chat with [M2 pub-
lisher] Katt Kongo through non-SL
instant message tools during my
work day a lot. Many of my The
Line ideas come from those chats.
So many, this week, that it became a
running joke. “Yak-yak-yak inter-
esting point. Hey, that would make a
good Line. Nuts. I’'m never gonna
get all this written!” A grand total of
ten new stubs piled up in my ideas
folder. So I thought | would have no
trouble writing this week’s article.
As is often the case, | was wrong —
and the thing that made me wrong
was The Line itself.

In Reality | work as a consultant.
This means two things; first, | live
from my laptop computer. Hidden
in this humble Dell Inspiron are
three Unix servers, six Windows
servers, a full network alarm system,
two full trouble ticketing systems, all
of my personal and work e-mail
communications, my full contact list,
six games, SL (which is NOT a
game), and everything | have writ-
ten, both for work and for the M2. |
think all that data has actually made
the machine heavier. The second
thing it means is that | travel con-
stantly. I have flown from my home
in Ohio to my current customer in
New Jersey every week since
October of last year. So | see a lot of
airports and airplanes. That is where

I normally write The Line. These
words are being typed at several
thousand feet, through very, very
bumpy air. Now my editor knows
where all the typos come from.

When the stewardess told us we
could turn on our electronic devices
today, | fired up Word and started
sorting through my stubs. | couldn’t
find a single one I could work on.
The Line 33 - Religion in SL.
Hmm? | still need to go through
Find and see how many religious
things | can find. The Line 35 - Why
buy an island? The results of that
straw poll | did are still on a note
card.

The Line 36 - Inspiration vs.
Copying. That Smoozers thread
inspired this one, and I still need to
talk to the two club owners involved.
The Line 37 - Real reporter chats
with virtual reporter. | haven’t man-
aged to track down that guy for
Business Week in-world yet. The
Line 39 - Looking at the FIC. | need
to do a search of the forums to get
some more background for that one.

Stub after stub, | hit the same
problem. In order to finish the ideas
| had started, | needed to be in-world
or connected to the web. It goes
without saying that this is more then
a little difficult at ten thousand feet.
While disconnected from the
Internet, the normally porous and
thin Line becomes an impenetrable
wall.

What most struck me as | sat there
trying to think of what to do was how
I had gotten myself into the predica-
ment. In a way, | had forgotten that
The Line was there. | had taken for
granted that | would be able to
access any of the information | need-
ed that was in-world. Mental things,
emotions, thoughts, and information,
are what flows back and forth
between SL and RL the easiest. That
is part of why | had made my mis-
take. Despite this, | didn’t miss the
irony that the guy who studies The
Line weekly forgot it to a point
where he could trip over it.

Where have you forgotten The
Line exists? And were the results as
humorous as in my case?

Read more from Norinn Richard
on his blog, located at http://norin-
nrichard.blogspot.com/.
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Editor’s Note: The following let-
ter is on the subject of the Gorean
lifestyle. If you find this lifestyle to be
offensive, you may want to avoid
reading the following letter.

There are a variety of problems
with the ethics and culture presented
in the series of Gor science fiction
novels written by John Norman. But
one problem stands out head and
shoulders above the rest, and it’s
what makes Gor not just disturbing
to read, but potentially dangerous to
the life, welfare and mental health of
some people.

There are two primary concepts
commonly accepted in Gorean cul-
ture that most make it different than
Earth culture:

First concept: It is ethically accept-
able to remove the life and/or liberty
of a person who has been physically
overpowered.

Second concept: It is ethically
acceptable to remove the life and/or
liberty of someone who engages (or
expresses a desire to engage, or even
an interest) in the activities common-
ly associated with a slave.

The first concept, which leads (in
the books) to raiding parties attack-
ing homes and caravans, and killing
all the men, and enslaving all the
desirable women, is justified by say-
ing it supports “naturalistic” evolu-
tion. According to this concept,
physical prowess is the most impor-
tant trait of a human being, and it fol-
lows that physically weak guys and
ugly women are supposed to be
killed for the betterment of the
species — no matter how beneficial
they may be in non-physical ways
(such as being skilled surgeons or
great musicians). Naturalists say that
only allowing the strong men (and
the attractive, submissive women) to
survive and reproduce is the way of
nature. But successful species do not
do that. Wolves don’t do it. Nor do
ravens. Nor do tigers. Nor other
major species. It’s simply not natu-

ral.

Members of wolf packs may kill
intruders into their territory, but they
don’t raid other territories or steal
members of other packs. Nor are
only the strongest members allowed
to survive. Wolves work as a team,
with the mental skills valued along-
side the physical ones. In one docu-
mented case, a wolf pack continued
to provide food and protection to an
elderly female even after she had
broken her jaw and was unable to
fend for herself. Why? Because she
was a very good tracker and was
highly skilled at locating herds of
prey. Omega wolves, the lowest and
most submissive members of a wolf
pack, have been shown to be valued
because of their ability to instigate
play into wolf culture.

What does wolf behavior have to
do with the success of the human
species? Possibly everything. To
quote animal behaviorist Temple
Grandin in her book, Animals in
Translation, “[A] study by Robert K.
Wayne and his colleagues at UCLA
of DNA variability in dogs found
that dogs had to have diverged from
wolves as a separate population
135,000 years ago. ... [W]olves and
people were together at the point
when homo sapiens had just barely
evolved from homo erectus. When
wolves and humans first joined
together, people only had a few
rough tools to their name, and they
lived in very small nomadic bands
that probably weren’t any more
socially complicated than a band of
chimpanzees. Some researchers
think these early humans may not
even have had language.

“Going over all the evidence, a
group of Australian anthropologists
believes that during all those years
when early humans were associating
with wolves, they learned to act and
think like wolves. Wolves hunted in
groups; humans didn’t. Wolves had
complex social structures; humans

didn’t. Wolves had loyal same-sex
and nonkin friendships; humans
probably didn’t, judging by the lack
of same-sex and nonkin friendships
in every other primate species today.
(The main relationship for chim-
panzees is parent-child). Wolves
were highly territorial; humans prob-
ably weren’t — again, judging by
how no territorial all other primates
are today. By the time these early
people became truly modern, they
had learned to do all these wolfie
things. When you think about how
different we are from other primates,
you see how doglike we are. A lot of
the things we do that other primates
don’t are dog things. The Aborigines
have a saying: ‘Dogs make us
human.” Now we know that’s proba-
bly literally true. People wouldn’t
have become who we are today if we
hadn’t co-evolved with dogs.”

Therefore, despite naturalists who
say mankind is most successful
when people follow their primate
instincts, the fact is that we’re suc-
cessful as a species because we
diverged from the other primates and
adopted lupine (non-primate) behav-
iors.

Some naturalists say that mankind
used to be based on the idea that only
the strongest men and most desirable
submissive women should survive.
Really? When? Maybe the Mongol
hordes did it — but can anybody say
that mankind grew to become one of
the most powerfully influential
species on Earth because of the
actions of Genghis Khan? Or did we
become so powerful because of the
peaceful ways of the Greek and
Roman empires? Or maybe from the
scientific and philosophical break-
throughs of the Renaissance? Let’s
see — when Great Britain ruled
more than a quarter of the Earth
about 150 years ago, were they
killing all the weak men and turning

See LETTER, Page 23
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Name: Ham Rambler
Occupation in SL: Proprietor of
Dublin In SL

Date joined SL: April 11, 2005

What is your favorite thing
about being a resident of SL?
Meeting people. It’s what we
Irish enjoy most, preferably with a
pint of Guinness in hand.

What is the one thing in your
inventory that you would be the
most devastated to lose?

My notecard collection. | have had
so many nice notes from friends
about the Dublin project and the
Blarney Stone bar before that.

What is your favorite location in
SL?

Grafton Street in Dublin. In RL,
we say you can never go down
Grafton Street without meeting
someone you know. Grafton Street
in SL is becoming the same.

What would you like the outside
world to know about SL?

NALA GALATEA AND TRINITY Serpentine host a popular radio show every Saturday night in Midnight

City. As the new owners of RadioRadio, they have big plans for the station.

- COURTESY PHOTO

Gaga for RadioRadio

Nala Galatea and Trinity Serpentine prepare to take SL’s most popular radio station to the next level

By JAZZ LOMAX
Staff writer

As a recent arrival in November
of 2003 to the relatively new virtual
world Second Life, Nala Galatea had
come from another game, where
streaming radio played a big part in
the social scene. Seeing a noticeable
absence in anything similar, she put
forward an ambitious plan with a
couple of her new friends - to start a
radio station, and entertain people
with her tunes, wit and charm. A few
months later, with its popularity
growing, Trinity Serpentine joined
the team, bringing with her great tal-
ent and personality.

Hosting several innovative events
only served to cement their popular-
ity:

- Jade Lily's SL Library benefit,
which was the first multi-sim broad-
cast, heard through 13 sims - in total
400-450 listeners over the course of
the evening;

- The famous 'Last DJ Standing'
New Years event - originally intend-
ed as a 24 hour marathon, ending up
at over 100 hours, with multiple DJs
taking turns.

Fast-forward to 2006. Having
moved to RadioRadio, the brainchild
of Madame Maracas, Galatea and
Serpentine have grown into full-
fledged 'Slebrities,” hosting a very

popular Saturday night show (The
Trinala show) from Midnight City.
Their chemistry is undeniable - when
not spinning tunes, they keep their
rabidly loyal fans laughing all
through the night.

RadioRadio has established itself
as one of the premier Second Life
radio stations - one of its greatest
achievements was serving as the
official radio for the 2005 SL Relay
For Life - DJs covered the whole
event from start to end, and helped
raise money for the cause.

Most recently, the Trinala show has
adapted its content in new ways,

See RADIO, Page 19

The potential. It’s only by coming
into [the] game that people realize
the creative potential of Second
Life. Everyone | have introduced
to it has been blown away by the
possibilities.

What one thing about SL would
you change, if you could?

The introduction new residents get.
I meet a lot of new residents in
Dublin whose initial experience
has been marred by the seedier side
of SL. Many don’t stay, which is a
shame.

Do you have an SL partner? If
so, tell us a little about him/her.

| don’t have a partner, but many
close and dear friends in SL.

What do you hope to see in
future SL upgrades?

An ability to edit and manage
inventory offline would be a great
feature.

See ROTW, Page 20

UPCOMING EVENTS

B DJ Nethermind Bliss at the
Open at the Latte Coffee Shop in
Mill Pond (109, 229) on May 4
from 7 to 8:30pm SLT. The host is
Micala Lumiere. It's Artist
Showcase time again friends, so
come to Mill Pond for another
great evening with great music
from Nethermind.

B Pixel Sumo Matches #4 on
May 4 from 8 to 9pm SLT in
Wasp (3,243). The host is
Ebenezer Pixel. Test your skills at
"Pixel Sumo" Wrestling. Match
champion will receive L$200,
runner-up L$100. To attend, tele-
port to the Pixel Cinema & Pixel
Sumo and use the teleporter to
go up to the dohyo for the event.
Official match rules are available
at the dohyo or contact Ebenezer
Pixel.

B Weekly Volunteer Gathering
on May 5 from 12 to 1:30pm SLT
in Pooley (248,23). The host is
Tateru Nino. Unofficial weekly
gathering of volunteers to distrib-
ute information and discuss
issues. IM Tateru Nino to have
something put on the agenda.

Send your event info
to the M2!

URSAMANCER, PART 5
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RESIDENTS GATHER ON O'CONNELL Bridge for the Dublin
Rocks ! Grand Opening Grand Finale listening and partying to a two
hour broadcast of the U2 Dublin Homecoming Concert held last
year and attended by Ham Rambler live himself. See more photos
on page 23. - ALL PHOTOS COURTESY OF SITEARM MADONNA.

Dublin celebrates grand opening
with day long live music concerts

By KATT KONGO
Staff writer

The sim Dublin, known in Second
Life as “The meeting place of the
world,” officially opened April 29
with a 14-hour festival celebrating
live music from thirteen artists over
fourteen hours and in seven various
locations throughout the scenic sim.

The day long event started with
Paradise Popinijay at 6am SLT, fol-
lowed by Nez Sleeper, Mel Cheeky,
Russell  Eponym, Jeff  Tully,
Cylindrian Rutabaga, Flaming Moe,
foxyflwr Cure, Kourosh Eusebio,
JueL Resistance and Frogg Marlowe.

Topping off the event was a street
party with a two hour broadcast of
the U2 Dublin Homecoming Concert

WIN L$1,000 in the M2'S Eagle Eye Photo ID Contest! If you think you know where this picture was
taken, e-mail your answer to mm@metaversemessenger.com along with your avatar’s name. The dead-

line for this week’s contest is May 8. Carl Metropolitan correctly identified last week’s photo as the NCI
Plaza in Kuula.

and a performance by Bono from the
tribute band U2 in SL. A display of
fireworks on O’Connell Bridge fin-
ished up the day.

The first concerts brought 30 res-
idents to the sim, which swelled to
50 people during the mid morning
concerts. Later events brought 60
visitors to the sim, and 70 showed up
for the grand finale.

Organizers of the event, Sitearm
Madonna and Boliver Oddfellow,
implemented low lag rules, and resi-
dents were gracious for the most part -

M Etaverse Messenge;:

“JueL Resistance played nekkies
THE BEST USE OF YOUR SECOND LIFE ADVERTISING DOLLAR

FeRMULA FoR SucCcESs:
YouR Blz +mZ= L

as a role model for Total Prim
Removal,” laughed Madonna.

See DUBLIN, Page 21

around!

SLBOUTIQUE.COM

Visit us at www.SLBoutique.com
today! We have over (0,000 items
by Second Life's best creators; join
us to buy or selll We feature the
easiest, most efficient web based
interface written just for Second
Life commerce, with real-time in
world payouts and delivery,
and the friendliest team

e e e e

Always open @ www.SLBoutique.com!
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RENEGADEZ MALL, NEWLY OPENED, stands like a Mayan pyramid over the open ocean that makes up Amydria. At right, the Toreador vampires maintain a floating airstrip that
hovers 750 meters in the sky.. - Photos by PHOENIX PSALTERY.

Sim of the Week: Practical use of a view

By NORINN RICHARD and PEACHY SASSOON
Staff writers

This week, our rambling travels take us to Amydria. Amydria is a water sim situated along
the western edge of the northern mainland. While many water sims are “void sims” and total-
ly devoid of residents, Amydria is fully populated. While the sim in general makes a cove on
the coastline, it feels more like an archipelago. Most of the locals have built islands to place
their homes and shops on, leaving the seafloor itself pretty much untouched.

One of these artificial islands is the complex of Renegadez hide out. Originally designed
to be the home for MeShell Jezebel and her husband bad Plasma, they have since expanded it
to also include a mall. Jezebel started out building a place for her to sell her new t-shirt
designs as well as her husband’s jewelry and t-shirts. The two of them recent migrated from
There, where the cost of developing content drove Plasma’s successful buggy design business
under. They are both relishing the fact that SL gives them many more options in expressing
their creativity. Once they settled on building a business, they quickly decided to make it a
mall. It’s their way of helping others release their content, as well.

The other major land holder on the sim is Tamlin Bentham, a returning player who is
“Taking a second look at Second Life,” as her profile says. She has land in both Amydria and

Manduca, the sim directly to the east. In Manduca, she has built an excellent castle that she
originally intended to run as a club. However, it has ended up simply being her home. The
Amydria portion of her holdings are primarily owned to preserve a good view from the castle;
however, that does not mean the land is merely standing empty.

Gio Snickerdoodle is the leader of the vampire clan Toreador, of which Bentham is a mem-
ber. She has allowed him to build as he likes on her Amydria land, so long as her view is pre-
served. So, far above the plot, Snickerdoodle has constructed a massive, floating airfield,
which acts as a headquarters for Clan Toreador, as well as a place to house his considerable
fleet of vehicles. Snickerdoodle took great pride in showing me helicopters, planes, and even
cars of every description. One area Snickerdoodle seemed to take particular pride in was the
air traffic control tower, which he built completely himself.

The actual building consisted of several floors of sitting areas, including two separate con-
ference rooms for Clan meetings. A massive image of a red rose, the symbol of the Toreador,
ran along the stairwell moving between levels. Black lighting shock banners were also promi-
nent throughout the place. The most recent edition to the area was the nearly complete Crystal
Tower. As the entire complex is airborne, this tower extends down instead of up, and provides

See SOTW, Page 20
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Fashiton

FASHION GDITORIAL: INYEATORY Woes

By NALA GALATEA
Special correspondent

. . ) f
My inventory is a mess. It's true. M CTFANALACTT LTINKLIED 31K 3T (V0

I’m not afraid to admit it. My
inventory is full of every single
type of folder thrown into one giant
mess that most of my friends are
amazed that | can even find some-
thing to wear each day. Anytime |
go shopping | dread trying to find

£l [Create Sort
hrch

+ il *AFK OVERRIDE HEADPHONES
* 8 *B-Dazzled Somebunny Loves U
* J *CS* Betty Dress - Avacado

* 8 *CS* Charmed Skin 40 ~ Evening

8 *CS* Charmed Skin 40 ~ Sea

ily, and the mishmash of ways used
today isn’t cutting it.

Many designers | shop at use tags
to denote folders as made by them.
This has been the best method for
me of even attempting to weed
through my inventory to locate any-
thing | buy. If I know 1 just bought
a few things from PixelDolls, being
able to search my inventory for that
name is a godsend for finding

101
real life

pages!

the things I just bought. How many [ [RESEEIENLERITLRIE IBERRELE things I've bought. For those
times have you bought something, [ RISl IE= R TN e BER:EA RSN designers that do this, | applaud
been distracted, only to find _that + 8 *C5* Charmed Skin Red Pack ~ Toi ok )
purchase a month later going, PmarDRtcland However, some designers seem
“Where did this come from?” i “DA* Claudette Set to throw their creations in a box,
Part of this has to do with the dif- | _[WILERLEREGEERITELIEEINEG] give it a name, and sell it. While this
ferent ways clothing is sold. Some [3 Rl rdl INUIEEEIERTENIE G may be great and easy for you to do,
people choose to sell through ven- |§ 8 *Del's* - Tuxedo's - COLORABLE M it’s a nightmare for the customer
dors. Other choose to sell from var: post sale. Be proud of the name of

ious web-based stores. Still others JRaalMCEMEELRRIRERESWELEEE] o 1 siness. Put it on your folder

decide to sell their clothing through [__JRUIERSAERGERNERIEMENESLET] and object names, so customers can

boxes. Even though it is great to
have so many options on different
ways of selling, the important thing,
to me as a consumer, is to be able to
find what I bought quickly and eas-

* i *NCI Welcome Pack

* 8 *NUIMONO-¥A* Downjackets
* 8 *RW* Dragonset 1

= i *RW* Dragonset 2

easily find you later. | know several
times I’'m asked to model various
clothing from certain designers for
friends and people curious to buy

See WOES, Page 12

SANTANA LUMIERE AND PSYPHER Overdrive take Best Dressed Awards for Female and Male
Contemporary Dress at Emerald Gardens this week. Dances featuring different themes are held
Tuesdays, Thursdays and Saturdays to give dress-conscious SL residents a place to see and be seen.
Events are open to new and experienced designers, their customers and of course all SL residents. For
information contact Emerald Spice. - Photo by SITEARM MADONNA

CUTE COUPLE ANGIE AND Marcus Holiday take first prizes for Best Dressed Female and Best
Dressed Male at the Emerald Gardens Fashion Dance held Tuesday. The new dance series features
Contemporary on Tuesdays, Casual on Thursdays, and Formal on Saturdays, and is sponsored by
owner Emerald Spice. - Photo by SITEARM MADONNA.

ry

askion
Acedia’s

the FIRST
REAL BOOK

designed by an

avatar....the first
book showcasing
avatar fashion

e 101 full color pages
e more than 50 avatars
e 85”x11”

order online at

or in-world
Bolinas 180,150
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RESIDENTS GATHER to dunk Second Life’s volunteers during
the Community Fair at the Dreams sim. Below, Tateru Nino pre-
pares to get dunked. - COURTESY PHOTOS.

copies themselves. It’s a lot easier
when | can look at the folder and tell
them exactly who they are.

Another practice coming into wide
use is the inclusion of landmarks to
main stores and the original ad art.
For those of you not doing this yet, |
cannot encourage enough that this be
done. For browsing my various arti-
cles with so many different names it
makes my head spin. Type the work
“Pink” into my inventory and hun-
dreds of clothing pops up. Having
those pictures lets me know what I'm
wearing before | put it on. | don't
think I'd want to show up to a pink
gown event and end up wearing a
pink babydoll.

Landmarks are also useful, even
though most people tend to overlook

them. Finding things at a satellite
store is good, but always putting a
landmark to your main store will
help. If" I'm looking for something
new to buy, and I've liked your
things before, chances are I'm going
to look through my inventory for a
landmark.

At the same time, it's much easi-
er to hand someone a landmark if
they like an outfit I'm wearing than
to say, “Well, 1 went to find and
typed in “Japanese” then went to the
13th down on the list and there was a
teleport box under a potted plant and
then...”....You get the idea. Please
keep your landmarks updated as
well. There is nothing more frustrat-
ing than going to a store you haven't
been to only to find that you're look-

ing at a blank lot with For Sale signs
all over.

Clothing designers are some of
the hardest working people in
Second Life these days, and I'm
more than happy personally to
reward good work when | see it. But
as a customer, | want to be able to
find what | bought easily, look at
what the outfit is before | wear it,
and be able to come looking for more
clothes later or even direct others to
the store. Right now some stores are
doing this, but many of the lesser
known stores are not. Please take just
a small amount of time to make
things so that I can find what | buy
from you easily. My inventory (and
my Lindens) will thank you for it
later.

XYL® FURNI

PETGIRL BERGMAN HAS delightfully cute handbags at her store Exakt in (228, 32). They retail from
L$75 to L$150. - Photo by KATT KONGO.

L (%)

FURNI

* Sofas, beds, tables, chairs,
carpets, paintings, and more...

e Custom work undertaken
* Hagen 76, 187

FURNITURE by XYL®

High St |eLOWPR,M

FURNITURE
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ROCKCHIC

Take centre stage on avalon.
at the RockChic exhibition
all proceeds to charity

1 May - 30 June
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Model: Heidi Klum by Rankin
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USC ANNENBERG ISLAND takes shape for the May 8 Reinventing
Public Diplomacy Through Games Awards Ceremony. Visible are
Annenberg Amphitheatre at top and USC Public Diplomacy and
Virtual Worlds Center at bottom. The ceremony will be simulcast from
Los Angeles including live audio and video on an in-world display
screen. "Our vision is that this island be an international virtual worlds
portal for public diplomacy," says Joshua Fouts, Executive Director for
the USC Center on Public Diplomacy. A Sim Open House will be held
all day for residents, featuring free t-shirts, live Dj, and greeters tour-
ing visitors through the center. - Photos by SITEARM MADONNA

International Virtual Worlds portal to open May 8

By SITEARM MADONNA
Staff writer

Can a game like Second Life help
the world be a better place, or is it
just for fun and profit? “Why not all
of the above?!” laughs Harmony
Harbinger, project manager for the
Reinventing  Public  Diplomacy
Through Games initiative of the
University of Southern California.
Harbinger works for the Center On
Public Diplomacy, which has recent-
ly begun to establish an ongoing
presence in Second Life.

For several months, USC has
maintained a Public Diplomacy and
Virtual Worlds Center in the Suzhou
sim. Its purpose is to communicate to
residents in Second Life, and to proj-
ect sponsors in real life, the goals of
the project to explore “how virtual
worlds can be used as effective tools
to bridge cu