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If I Could Talk To The anImals... onlIne

With its message of conservation well known in the 
real world, the World Wildlife Fund has brought 

environmental campaigning to Second Life.

By Angelo Sydney

Late last year the World Wildlife Fund (WWF) took its 
first tentative steps in the Virtual World by establishing 
a presence in Second Life.  Always on the look-out for 
ways to spread its conservation message and increase 
environmental awareness, the Swiss-based global 
environment education and campaign group hopes to 
use Second Life to reach new audiences and gain a 
greater understanding of how virtual worlds can support 
conservation work worldwide.  
David Cole heads the WWF’s Online Outreach 
Program.  “Of particular interest is the fact that Second 
Life provides a unique environment that allows us to 
directly interact with individuals”, he said.  “Residents 
can explore a physical space, interact with physical 
objects and talk directly to WWF staff.  In the process 
individuals can gain a real understanding of some of 
the conservation challenges we face and learn about our 
solutions”.
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Ever dreamt of building a new life on a deserted island?  
The WWF’s Conservation Island (WWF 138, 196, 
41) may be what you’re after.  It is a place where an 
orangutan will “sell” you ice-cream and a panda will be 
your friend.  Conservation Island is the latest initiative 
in the WWF’s online campaign to get people to live in 
harmony with nature.

There is a certain 
‘King Kong’ quality to 
the place or something 
that reminds us of 
‘Raiders of the Lost 
Ark’.  

The campaign message is clear, but it is not relentless.  
There is no hard-sell at Conservation Island, but no 
visitor to the sim would ever fail to get the message. 
 
“WWF set up the island as a way to help people 
learn about conservation issues and the need to live 
sustainably,” said David Cole. “We want to be able 
to show people that WWF has solutions to the real 
environmental issues affecting their ‘first life’. 
 
“We hope that Second Life residents will become a 
community that helps us build and develop the island 
and at the same time learn about conservation in a fun, 
engaging and interactive way”.
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Second Life has very 
much been a learning 
experience for the WWF, 
said Cole.  “Before 
coming into SL, we had 
little knowledge of how to 
use virtual worlds.  Whilst 
the number of visitors to 
our island has not been 
huge in comparison to 
some of our other outreach 
projects, it has been a very 
important project for us, as 
we see virtual worlds and 
social networks playing 
an increasingly important 
role in the way people 
access information and 
communicate with one 
another”.

Second Life is only the latest area in which the WWF is 
spreading its conservation message.  The group also has 
a range of other channels including:

Earth Hour 
Earth Hour encourages people and businesses to turn 
off the lights and other electric appliances for one 
hour to deliver a powerful message about the need for 
action on global warming.   This year, 24 global cities 
participated in Earth Hour at 8pm on March 29.  Earth 
Hour (www.earthhour.org ) is the highlight of a major 
campaign to encourage businesses, communities and 
individuals to cut their emissions on an ongoing basis.  
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Google Earth 
200 of WWF’s on-the-ground projects are now 
available on Google Earth, the satellite imagery-based 
mapping tool.  You can zoom in on a sample of WWF 
projects and gain a better understanding of just how big 
the conservation challenge is and some of the things 
WWF is doing to address it.  

Connect2earth (www.connect2earth.org) 
This recently-launched online community is aimed 
chiefly at younger people.  It provides a forum where 
people can have their say on the environment by 
uploading videos, pictures and comments.  Users and 
visitors can write, speak, illustrate and video their 
concerns on subjects important to them, and share 
environmental ideas and solutions.   

YouTube 
WWF now has a YouTube channel (www.youtube.com/
wwf) to view the latest videos by the World Wildlife 
Fund.
Facebook 
You can now become a WWF ‘fan’ on Facebook. 

So... which is more effective – online or offline 
campaigning.  David Cole believes one compliments 
the other.  “In today’s increasingly wired world, an 
organization like WWF can’t afford not to embrace 
new technologies, as they really represent the future 
direction of how people will interact with one another 
and organizations.  So by providing information and 
opportunities for action online we can actually help 
strengthen our offline work and together achieve real 
positive change for the environment. 
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When we see colors, we connect with them instantly. It’s subliminal.  We 
know that a powerful connection exists between consumers and color.   
Multitudes of research can be found demonstrating that very connection.  
It has been proven that color can influence opinions in less time than it 
takes to blink an eye before any text or images have even rendered. 

It’s not just “ivory tower” research, either. Real world actions prove the 
link. Companies have learned that even a slight change in color scheme or 
addition of a different hue can result in big sales increases.

“When designers at Berni Corp. changed the background 
hue on Barrelhead Sugar-Free Root Beer cans to beige from 
blue, people swore it tasted more like old–fashioned root 
beer served in frosty mugs. No matter that the beverage 
itself remained exactly the same. Similarly, consumers 
ascribe a sweeter taste to orange drinks the darker the 
orange shade of the can or bottle. 
It’s difficult to correlate color with product sales. But Berni 
claims that when it changed Canada Dry’s sugar–free ginger 
ale can to green and white from red, sales shot up more 
than 25 percent. The red can had sent a misleading cola 
message to consumers.” 
—The Wall Street Journal On Marketing / Ronald Alsop, Bill 
Abrams, p143. (Homewood, Ill. : Dow Jones–Irwin, c1986.)

Knowing this, great care should be taken in choosing the colors for 
your company’s identity.  To do this, it is important to understand the 
psychology behind color choices. A good color selection can actually 
boost your company perception, while a poor color selection can actually 
damage your company’s image in the eyes of the public. 

Colors affect people in many ways, depending upon age, gender, ethnic 
background or local climate, so your target audience should be a 
consideration when you plan your design of any promotional materials. 
For example, Yellow is sacred to the Chinese, but signifies sadness in 
Greece and jealousy in France. 

COLOR PSYCHOLOGY
In North American mainstream culture, some colors are associated with 
certain qualities or emotions: Red colors can stimulate warmth, hunger, 
and excitement. Cooler colors such as green and blues enhance calm and 
content feelings. Dark colors make objects seem heavier, while light colors 
make them seem lighter. 

Psychologically, and on its own, white is the color of cleanliness and 
purity, truthfulness, youth, simplicity and innocence. White has become 
a very popular background color because it offers the best readability 
onscreen, and as a “non-color,” just about any palette works well against 
it.

Certain colors or groups of colors tend to evoke a similar reaction from 
most people - the overall difference being in the shade or tones used. 
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Red: Red is a color of intensity.  It can be stimulating, even to the point 
that it can stimulate the appetite by increasing metabolism.  It can 
represent love, excitement, speed, heat, leadership, masculinity, power, 
passion, and strength.  Too much could be perceived as aggressive.  It can 
also symbolize danger, fire, blood, war, violence, financial loss, radicalism, 
aggression, stop, anger, and revolution.  Remember to consider color-
blind users - red/green color blindness is the most common.

Blue: Blue is a color of harmony.  It’s a safe color to use in design.  It 
symbolizes peace, unity, ice, winter tranquility, calmness, coolness, trust, 
confidence, water, sky, loyalty, conservatism, dependability, cleanliness, 
technology, and therapeutic qualities.   It can also represent sadness, 
cold, depression, tackiness, idealism, and obscenity.  It suppresses the 
appetite.

GReen: Green is a color of nature.  It signifies spring, life, growth, 
religion, good luck, vigor, generosity, go, grass, wealth, money, fertility, 
youth, and the environment.  It also symbolizes aggression, inexperience, 
illness, greed, jealousy, envy and misfortune.  Remember to consider 
color-blind users - red/green color blindnessis the most common.  It is 
considered a bad choice for use as packaging.

PuRPle: Purple is a color of royalty.   It also symbolizes spirituality, 
nobility, enlightenment, sensuality, creativity, wealth, passion, ceremony, 
mystery, and wisdom.  It can also symbolize cruelty, arrogance, mourning, 
gaudiness, profanity, exaggeration, confusion, and flamboyance.

Yellow: Yellow is the color of happiness.   It represents joy, optimism, 
idealism, gold, summer, hope, air, sunshine, and newness.  It can also 
reflect betrayal, deceit, hazards, dishonesty, weakness, cowardice, and 
illness.

oRanGe: orange is a color of energy.   It has been a very vogue color.  
It is perceived as vibrancy, warmth, coziness, playfulness, balance, heat, 
fire, enthusiasm, and autumnal.  It can also demonstrate attention-
seeking, overemotional, warning, danger, fire, aggression, arrogance, 
flamboyance, and gaudiness.

BRown: Brown is a color of neutrality.  It evokes feelings of is earthy, 
outdoors, warmth, richness, stability, heaviness, tradition, calm, depth, 
natural organisms, and nature.  It can also represent dirt, dullness, filth, 
poverty, and roughness.  

Black:  Black is a color of power.  It can be associated with elegance, 
magic, mystery, night, sophistication, and solidness.   It can also symbolize 
death (in Western cultures), witches (black magic), fear, evil, anonymity, 
unhappiness, sadness, remorse, anger, and mourning.

white: white is a color of peace.  It conveys innocence, cleanliness, 
simplicity, security, humility, winter, reverence, goodness, and purity.   It 
can also represent death (in Eastern cultures), clinical, sterile.

You can see how important the colors you choose can be and what they 
can represent.  Try to choose colors that make the statement you wish to 
portray.  Don’t choose too many.  Use a background color and text color 
that contrast, but work in harmony.  The best way to protect yourself 
is to consult and retain the services of a professional graphic designer.  
Selecting the best colors for your business is an expertise.  Even choosing 
color is a professional skill in the graphic design business since the colors 
chosen will immediately stimulate the mind of your viewers before 
anything else even has the chance to resonate with them.
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SADIE ON THE SPOT:
AN INTErvIEw wITH ISHwISH PlANNEr

Reaching Out Through Music In A Virtual World
by Sadie Pippita

Ishwish Planer is not just your average avatar here 
in Second Life.  He is associated with several real 
life artists such as Quincy Jones, Paul Simon, Isao 
Tomita, Kitaro, Stanley Clark, Allan Holdsworth and 
Stevie Wonder, to name a few. Using the Synclavier, 
which is a very sophisticated digital synthesis 
computer, Ishwish helped contribute to Michael 
Jackson’s multi-platinum album “Bad”. Mr. Planer is 
no rookie to music as he plays several instruments 
himself. I was so intrigued by this man that I had to 
sit down and ask him some questions about working 
with all of these artists and how he is using his 
musical talent in the virtual world better known as 
Second Life. 

Sadie Pippita: Hi Ishwish, thank you so much for allowing me to 
sit down and basically write an article about all of the amazing 
things that you have accomplished in your first life and the 
things you are working towards now and Second Life. With that 
said, I have a few questions that I would love to ask you :-)

SP: How old were you when you began playing musical 
instruments? 
Ishwish Planer: About 15 years old I think.  That’s when I 
started playing professionally anyway.  I was playing around on 
instruments before that though. 
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SP: Who or what inspired you the most? 
IP: I was influenced musically by guitar players... that is my main 
instrument.  Jimi Hendrix, Cream, Led Zepplin, Jeff Beck, etc...  
My main guitar influence of all time is John Mclaughlin.  The 
most influence musically was Ravi Shankar.  Amazing musician.  
Amazing.  The other one was Albert Einstein.  I was reading his 
theory of Relativity when I was in the 4th  grade.  My ambition 
was to help people through music.  It always has been like 
that.  I played in lots of bands when I was young.  Finally made 
the trip from Michigan to LA and became a studio musician 
and composer.  I worked with a lot of people.  That’s when 
I got really interested in electronic music.  Actually, I have 
always been interested in it, but it was the first time I got a 
synthesizer.  I was one of the first to use a supercomputer for 
music called the Synclavier.  It was a $500,000 computer for 
making music.  The most advanced in the world.  That’s when I 
started producing other artists.  
SP: Who was the first famous musician you worked with in your 
career? 
IP: Let’s see, I don’t tell too many people this, but I played with 
a group in the 60’s called Question Mark and the Mysterians.  
We had a huge hit called “96 tears”. 
SP: Wow, that is amazing. 
IP: Not really.  Silly music, but fun at the time. 

 
SP: How was it working with Michael Jackson to help him create 
the multi-platinum album “Bad”? 
IP: The word got out about what I could do with the Synclavier 
and one day Michael Jackson called me.  He had a Synclavier 
too, but had no clue how to operate it.  He wanted me to teach 
him.  I went to his house one Sunday morning and taught him for 
about three hours. He asked if I could come back the next day 
for a session.  I said sure and I was with him every day after 
that for 3 1/2 years.  It was never a dull moment.  Everyday 
was different.  Michael introduced me to MANY people.  After 
that, we went out on tour for nearly two years.  Quincy Jones 
was producing at the time so that was an interesting experience 
working with him as well.  While playing on tour...we went to 
Japan.  I fell in love with Japan and I knew my future was going 
to be there. 
SP: You spend a lot of time in Japan these days, don’t you? 
IP: I produced a LOT of artists in Japan.  In fact, I just there 
for two months.  I performed a concert of improvised music 
for an international peace festival at Mount Fuji.  That was a 
very special event.  The best people I ever played for.  Last 
December, I did a series of concerts over a month period in 
Tokyo. It was the debt of my project called ishwish. 

SP: Are there any projects you are currently working on that 
you can talk about? 
IP: ishwish, it is my mission here on this planet… to use music 
to raise the level of vibration on the earth.  You see, everything 
is a vibration.  Everything.  We can treat reality in a similar way 
that music works with harmony.  It’s a complicated subject, but 
very easy to experience.  That is what is so wonderful about 
music.  Last December, I released the first ishwish CD.  It is 
called “Remember”.  It is on the Magnatune label.  It is good to 
know where you came from to help one with knowing where he is 
going.  Anyway, the next CD will be released in December.  I am 
starting it now.  Then, I will go back to Japan to do some more 
performances.
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SP: Will you sell it or market it in Second Life? 
IP: Yes, Magnatune has a strong presence in SL.  What I am 
doing in SL is creating a place where cutting edge, creative, 
and positive music and art can come together to help create a 
higher awareness.  My hobby is computer graphics and animation 
so I really like the creative possibilities in SL.  I used to give 
advanced lectures on virtual worlds as long ago as 20 years.  I 
also created an advanced 3-D audio system called Virtual Audio.  
It is very high definition audio that is completely real to the 
listener.  I am excited about getting my sim going.  I am so busy 
that it seems like it is taking a long time.  I am trying to break 
new ground in SL by pushing the limits of what’s possible.  The 
art center will be an art gallery, there will be a small club for 
listening to music, and a lecture hall for guest speakers.  It 
is mostly advanced cosmic type of art and music with the goal 
to uplift people, and inspire them to do their dreams.  We live 
in an age where people need to start relating to the universe 
instead of just the earth.  People are much too fixed on their 
own ego here.  They think that the earth is everything.  It is 
very small thinking which manifests problems, like greed, war, 
etc.  If people can come together as one, as mutual inhabitants 
of the universe, things become a lot different looking.  Things 
that occupy people’s time, like SURVIVING, become mute when 
one sees the infinite possibilities of the universe!  I am trying 
to merge the earth and the universe with music, art, meditation 
science etc.  You see, ishwish is not about religion, politics, race, 
etc., none of those things.  They are illusions.  The only thing 
that is real is that this reality and everything in it is a vibration 
which can be harmonized with the power of music and positive 
thinking. 

SP: Do you perform your music in Second Life? 
IP: Not yet.  I am building my place to do that.  I want to 
create a very special environment for my music. I will perform 
for the first time in SL at the grand opening of my sim 
sometime in August, I hope.  
SP: Well I hope to get an invite to that! 
IP: Of course!  It will get more and more sophisticated as we 
go along.  I am not here on SL to make money.  I am here to give 
back what I have learned and to help others.  You see, ishwish 
never charges any money for concerts.  They are always free. 
SP: Do you have any advice for those reading this that are 
wishing to become musically involved in Second Life? 
IP: I think they should do whatever their heart wants. The 
creative potential for virtual worlds is wonderful and does not 
have some of the limitations as real life.  Technology is getting 
better and better.  Now there is a new internet technology that 
is coming out.  It is in use already that is, get this, ten thousand 
times faster than the current fastest internet speed.  That 
means virtual worlds will become much more real and in 3-D. It 
is completely another level that the human spirit can operate 
on.  The technology is there as a learning tool in the bigger 
picture, a much bigger picture.  It is a guide and a teaching tool. 

SP: It has been a pleasure talking to you and “picking your 
brain” about all of your amazing accomplishments, goals and 
projects not only in Second Life, but in real life as well. Thank 
you for allowing me this opportunity. Is there anything else that 
you would like to share with the SL community before we finish? 
IP: Life is a wonderful event and everyone needs to shift 
their point of view on this. There are some on this planet that 
would like to keep people suppressed and in fear so they are 
powerless, but the only power those types of people have over 
you is the power you give them.  We should all forget those 
people and just flourish and prosper.  Infinite possibilities, 
infinite joy, infinite gratitude. Thank you.
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Real education, ViRtual locationS 
More Universities Establish Virtual Presence in Second Life
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Virtual Education
by Angelico Babii

           
A recent Internet phenomenon has taken many by storm and 
educational institutions weren’t long to follow.  Many universities 
and colleges have been entering the virtual world of Second 
Life at a phenomenal rate claiming it is the best new platform for 
education.
Fans of education in Second Life say it engages distance learners 
in a way that email, instant messaging and chat rooms do not 
quite manage.  Academics are also finding Second Life can help 
research. With the right command, anything can be built, from a 
molecular structure to an extensive experiment to a virtual hospital 
equipped with a working nursing simulation.
Harvard law school, quick to realize that cyberspace was less 
intimidating than real life, has built a court room in Second Life for 
students to practice their advocacy skills.  They also offer distance 
learning classes such as CyberOne: Law in the Court of Public 
Opinion.  There “students interact with each other and there’s 
a regular sense of classroom interaction. It feels like a college 
campus,” says Rebecca Nesson, who leads a class in Second 
Life that is jointly offered by Harvard Law School and Harvard 
Extension School.   William James, an Extension School student 
working toward a citation in legal studies, says that “of course there 
are obvious differences [between a course in Second Life and real 
life], which can detract from or add to the experience. Some people 
don’t have the confidence to interact in a classroom, especially with 
one of the world’s greatest law professors, but can do so in Second 
Life.”



52 AUGUST 2008CASTLE KEEP MAGAZINE 53AUGUST 2008 CASTLE KEEP MAGAZINE

Princeton University has also been experimenting with Second Life as a 
platform for education.  It has found that “Second Life provides a unique 
environment in which students and instructors can collaborate, create 
simulations and explore new media in a safe yet public environment.”   
Princeton has recently opened a new hall intended as a social gathering place 
for Princeton University student groups and organizations and had a student 
run an experiment conducted on its campus.  The Princeton virtual campus 
is not just known for educational purposes, but also for its artistic ones.  Not 
only does The Princeton University Sim offer a beautiful reconstruction of 
the original, real-life campus, and an art museum, but on the Princeton North 
island, you will also find FlowerBall, a playful interactive show and a brilliant 
architectural piece.

Scottish Glasgow Caledonian University is also venturing into the world of 
virtual reality by creating a replica campus online to help promote its work and 
allow students to attend tutorials over the internet.  It has built a 3D recreation 
of its buildings and other landmarks in Glasgow which will allow prospective 
students from other countries to experience life on campus before setting 
foot in Scotland.  Its creators have teamed up with Glasgow City Marketing 
Bureau to use the island, which features a detailed version of the Glasgow 
City Chambers, Nelson Mandela Place and Buchanan Street, to help promote 
the city.  Undergraduates will be encouraged to set up “virtual” businesses to 
showcase their products and it is hoped the university’s Second Life island 
will tap into the £767,000 of real money which is spent worldwide in Second 
Life every day. Lecturers will also be encouraged to use the online facility 
as a teaching resource. One course, an MA in International Film Business 
which will begin later this year, is being designed to be taught largely 
through Second Life, with only four meetings on campus every year 
Ferdinand Francino, project manager of the university’s Second 
Life (Web 3D) Presence, said the university can use the virtual 
world as a teaching tool as we can do things in Second Life that we 
can’t in the real world.  “It makes a lot of things more accessible, 
for instance showing students a 3D vision of a molecular structure.  
We can have fashion students designing clothes and interior 
design students designing the inside of a shop. It can be used as a 
showcase.”
Australia’s University of Queensland is running online tuition and 
plans to offer degree courses in Second Life.  Queensland Uni 
is also one of the collaborating universities in the creation of the 
Hallucinations House in Second Life, a sim that recreates the sights 
and sounds of Schizophrenia to help psychology and psychiatry 
students better understand the conditions.  



55AUGUST 2008 CASTLE KEEP MAGAZINE

Louisiana State University has also established a virtual campus in 
Second Life.  Stephen Beck, director of the Center for Computation 
and Technology Lab for Creative Arts & Technology and the head of 
the CCT’s Cultural Computing focus area said, “The first objective 
was to get it up and running,” Beck said.  “Now we’re trying to 
expand it for research, education and outreach.”  The campus 
mainly consists of the Quad, Greek Amphitheater and Memorial 
Tower areas. However, there is an absence of activity on the 
campus.  “Not a lot is going on right now,” Beck said. “Content is 
one of the things we don’t have.”  Beck said that should change 
by the beginning of the fall semester.   “In a couple of weeks 
we will broadcast ‘Hot Summer Nights and Cool Jazz’ from the 
Amphitheater on the virtual campus,” he said.   “Hot Summer Nights 
and Cool Jazz” is a week-long series of concerts sponsored by the 
School of Music.  In addition, “We’ve talked to faculty, and we want 
to have classes in Dodson Auditorium.”  Beck said CCT also has 
plans to create an area in Atkinson Hall on campus where students 
can explore the Second Life world.
Second Life, the industry leader of the virtual world, was 
established in 2003 and has around 13 million residents, called 
avatars. Over 300 colleges, universities, and education institutions 
have a location there.  In addition, companies such as IBM and 
Toyota all have a presence on the virtual world.  The pioneer virtual 
world recently marked its 5th anniversary.
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A Comprehensive Guide 
to 3D Modeling Software 

(Compatible with Second Life)
by Reed Steamroller

What is the best software for creating sculpted prims?  In order to come up with 
a good, helpful response, some context must be taken into account.  What works 
for someone with previous experience in the field, may be way over the heads of 
others new to 3D modeling.  On the other hand, some of the software available, 
while suitable for those who are just getting their feet wet in the 3rd dimension, 
may not be the best choice for somebody who has done 3D work, or even game 
art, before.  So, in an effort to help out the entire spectrum of artists, both those 
new to maybe just Second Life and those new to 3D work in general, I’ve decided 
to share my experiences with the various tools and software suites that have found 
their way into my work flow at some point or another. 
 

Autodesk MAyA:
Maya is the king of them all, in my honest opinion.  It is one of the most diverse 
software suites I’ve come across, period.  What most people miss about this 
software suite is just that, Maya is a software suite.  Not a single program, but a 
suite of smaller, individual components.  It is the Swiss Army knife of Swiss Army 
knives of the 3D modeling and animation world.  Sculpted prim functionality is 
the smallest of microcosms, compared to the enormous macrocosm of Maya in 
its totality.  The possibilities are limited only to the imagination of the user when it 
comes to Autodesk Maya.
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This is the primary software I personally happen to use when it comes to 3D 
stuff, so maybe I’m a bit partial, but honestly there aren’t many comparisons.  I’m 
running Maya Complete 2008, and I love it.  I learn something new about Maya 
and its use pretty much every day.  Outside of the myriad of modeling tools within, 
Maya features a distinct advantage over much of the competition with its rendering 
capabilities.  Baked surface textures can give your work a definite edge over any 
comparison, especially when properly implementing Mental Ray (a photo-realistic 
professional-grade rendering engine that comes with Maya).

Maya’s integrated scripting system (Maya Embedded Language, or Python), 
along with its C++ API allow for functionality to be extended wherever needed.                     

In addition, you don’t need to extend the functionality yourself.  Qarl Linden and a 
few other residents hacked out a MEL script, which happens to be freely available 
and facilitates the exportation of sculpted prim textures generated from geometry 
within Maya.  Also, SimImage, a Japanese company, put together a complete 
Second Life Tool Kit (SLTk Pro) plug-in (available in pretty-good English), which 
not only allows you to export sculpted prims, but recreates the Second Life prim-
building environment as well.  With SLTk Pro, you can build and edit creations 
off-line, and effectively export and upload entire buildings, towns or whatever to 
Second Life, whenever convenient.

When using Maya for sculpted prims, you’re somewhat bound to creating them 
out of NURBS surfaces, instead of polygons.  NURBS surfaces are fairly simple 
to figure out, and they lend themselves to organic shapes.  You are also able 
to create models out of polygons, if you chose too.  SLTk Pro has a “Convert to 
Sculpted Prim” function; as well Qarl Linden has released a shrink-wrap tool you 
can use to fit a NURBS surface to the arbitrary mesh you’ve already created.     
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However, Maya is not for the faint of heart.  Those not experienced in 3D work will 
have a tough time wrapping their heads around what is going on.   New-comers 
may liken firing Maya up for the first time to jumping into the cockpit of a Boeing 
757 and expecting to fly to Argentina, or something equally as complicated and 
user un-friendly.  However, those of you out there already experienced on other 
professional 3D modeling platforms may find that switching to Maya will basically 
require you only to learn a new UI, along with a few behind-the-scenes nuances 
such as the dependency graph and Maya’s node based methodology.

If you want to start using Maya, I hope you have deep pockets. Maya Complete 
(all you really need for Second Life) will cost you around $2,000 USD, and Maya 
Unlimited runs at around $5,000 USD.  On top of that, the SLTk Pro plug-in will 
cost you around another $800 USD.  There is a free version of Maya, Maya PLE 
(Personal Learning Edition).  However, Maya PLE watermarks all renders and is 
unsuitable for use with Second Life.  

Maya has a step-brother going by the name of Autodesk 3D Studio Max (3ds max 
for short).  I’ve never really used 3ds max myself (and I’m not so sure about its 
use with sculpted prims or Second Life), but it is worth mentioning because, from 
what I understand, it offers around the same level of quality and is considered a bit 
more user friendly than Maya.  Prices start at around $3,500 USD for 3ds max.

softiMAge Xsi:
Another software suite vying for the title of “industry standard” is Softimage XSI.  
As far as I understand, XSI is a complete and well-rounded content creation 
tool, as in-depth and as comprehensive as Softimage could make it.  XSI was 
built around mental ray, and features a scripting system that supports multiple 
languages (including, but not limited to, Jscript, VBScript and Python).  While I 
have never used any of the pay-versions of XSI, I have dabbled a little in the use 
of their free Mod Tool.

I have used the XSI mod-tool for stuff outside of Second Life.  Basically, I was 
using the tool as a catalyst go-between for the stuff I had made in Maya and 
wanted to get into Valve’s Source Engine (export from Maya, import into XSI mod-
tool, export to Source), as Valve hasn’t come up with any Source tools supporting 
anything past Maya 7.  In my use, I realized that they had pretty much released 
one of the most powerful free versions of pay-software I have seen.  It is a 
complete modeling tool, and will allow you the use of mental ray for baking lighting 
into your surface textures, and the XSI Mod-Tool doesn’t watermark textures.  

Ok, that was the good, now for the bad.  The built in mental ray render engine 
will only support use with their surface texture systems, so you can’t render out 
a pretty picture of your nice, new whatever.  Also, surface textures are limited 
in resolution to 512x512 pixels.   Aside from this, the only other real pertinent 
restriction is the limit on mesh density to 64,000 triangles.  As the mesh density of 
sculpted prims is limited to 1,024 vertices, I don’t really see this as being much of 
a problem.
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As I said, XSI Mod Tool is a completely free version of completely expensive 
software.  XSI Essentials starts at around $3,000 USD, and XSI Advances will run 
you around $5,000 USD.

PiXologic Zbrush:
I love Pixologic Zbrush.  Zbrush is truly one of my favorite applications.  For 
Maya users, Zbrush is everything you ever wanted Maya’s Artisan tool to be.  In 
effect, Zbrush is the equivalent of holding your sculpted prim in the palm of your 
hand and simply painting on it with a brush.  You’ll want a pen-tablet (like those 
manufactured by Wacom) for Zbrush.  I suppose you could use a mouse, but, by 
doing so, you wouldn’t be realizing Zbrush for its full potential.

While I haven’t seen anything out there to get sculpted prim textures out of Zbrush 
directly, I do know that Zbrush will output .OBJ files which can be converted to 
sculpted prim textures.  Zbrush also provides some really good materials and 
rendering software to bake surface textures with.  

The only downside I’ve ever come across in Zbrush was the initial process of 
getting used to its unique UI.  However, as Zbrush is completely unique software, 
the UI that comes with it is completely acceptable.  Also, you may want to export 
what you’ve made in Zbrush and bring it into another platform for rendering 
surface textures.  I don’t want to say that you’re really limited, in as far as solely 
using Zbrush’s rendering system, but bringing what you’ve created in Zbrush to 
another platform will open a few doors for you. 
Pixologic offers a fully functional, 30 day, free trial, and Zbrush will cost you about 
$600 USD.
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Autodesk MudboX:
Mudbox is Autodesk’s response to Pixologic’s Zbrush, without the texturing/
rendering capabilities.  However, what it lacks in functionality it makes up for in 
ease of use.  It took me all of 2 seconds to figure out how to start sculpting away 
with Mudbox.  

Unfortunately, because of sculpted prim mesh density being limited to well below 
that of what mudbox is really meant for, and the fact that you are going to have to 
export what you’ve made and bring it into some other software to get a sculpted 
prim and/or surface texture out of it, I can’t really recommend using it for Second 
Life.  There are cheaper (free) alternatives available, and if you already own one of 
the other 3D modeling suites out there, as far as Second Life is concerned, there 
really isn’t much of a point in getting this one.  Mudbox runs between $300 for the 
basic version and $650 for the professional version.  Also, like Zbrush, you’ll need 
a tablet and pen setup to get the most out of this software.

blender:
The Blender Foundation is probably one of the coolest software development 
groups out there in the 3D world.  They’ve put together a totally powerful 3D 
modeling solution, competitive with even the most expensive and extensive 
software suites on the market and the best part is that it comes at no cost to the 
user and is open source.

Blender will do most, if not all, of the things that its bigger, more expensive cousins 
will do, and sometimes it will do them faster and more efficiently.  I started using 
blender a while ago for its UV unwrapping utilities, which far surpassed those 
found in Maya.  You can create sculpted prims with blender as well, as there is a 
good base of user support for doing so.  With the inclusion of the free-ware YafRay 
rendering engine, baked surface textures are also possible with Blender.  All 
around, it has everything you need for sculpted prims in Second Life.  Still, there 
are a few problems with Blender.  
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The first thing most users of other 3D software may notice about Blender is the 
user interface.  Blender’s UI is, well... different.  Actually, I suppose you could say 
that it is radically different.  While the concepts behind what you’ll be doing are 
about the same in Blender as you would find elsewhere, exactly how you’ll perform 
these operations is a bit different from most other software suites out there, and 
something you’ll have to get used to.  However, if you haven’t used any other 
3D modeling programs before and are not partial to any of their particular user 
interfaces, getting used to Blender for the first time will be about as difficult as 
learning any of the others. Fortunately for us all, CTRL-Z is still the Undo binding.

Other problems Blender users may run into may stem from the project’s 
documentation, or lack thereof.  A large user community and on-line 
documentation wiki are in place to help alleviate these issues, and are growing by 
the day.  Also, as much of Blender’s feature set is up to par with (or surpasses) the 
rest of what is out there, some areas of the software suite tend to trail behind the 
pack, especially if there isn’t a voice crying loud enough within the open source 
community for whichever aspect needs work.

I’m aware that there are other 3D software guides to Second Life available, but I 
thought I would throw in my two cents about what I have actually used in the past, 
or that I am using now.  Aside from these options there are more than a few others 
that the Second Life community has provided support for in our digital world.  
The only way to answer the question of which software solution is the best is to 
try these options out and see for yourself which one you find you feel the most 
comfortable with.  The only person who can really answer the question of which is 
the best for you is, well... you.

You can find information about Maya, 3D Studio Max, and Mudbox at:
http://www.autodesk.com

Information on SLTk Pro can be found at:
http://www.simtools.jp/sltk/en/index.php

Information on Zbrush can be found at:
http://www.pixologic.com/home.php

Information on Blender can be found at: 
http://www.blender.org/download/get-blender/





Experience it all...Experience it all...Experience it all...Experience it all...Experience it all...Experience it all...
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