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LeTTer FroM The eDiTor
This month we also have something 
new that i hope you will enjoy.  reed 
Steamroller has written a tutorial to 
help you create your own sculpted 
pumpkins!  The pumpkins we gave 
away last year were so popular that 
i was really glad to see him do an-
other one this year (both versions are 
available on our sim - Cousins Pau 
87/117/23) and i was thrilled to be 
able to offer our readers a chance to 
create their own.  hopefully those 
of you who are just beginning to use 
Maya will find this helpful, and those 
who are more familiar will still enjoy 
it as well.  

This month we have some great features
for you.  Sadie Pippita brought us a story 
discussing the debate of whether virtual
worlds, particularly Second Life in this 
case, are “just a game” and Anjula 
Basevi presents us with the results of a 
survey that report more than half of 
Second Life users would be willing to 
trade their real lives and become part of 
the code.  Stunning.  Both present sides 
of Second Life that i was not expecting.  
i look forward to reading the comments 
from these articles as well as any other 
topics you feel like sending as well.  

Next month you can look for a new addi-
tional section to the magazine that came 
from requests and suggestions from you!  
So keep them coming!
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SaDie oN The SPoT:
is Second Life Just a Game?

by Sadie Pippita
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When it comes to a virtual world i am sure many people who have never been a member 
or “resident” of one would consider it to be nothing more then a game. The animated 
appearance of these worlds may be similar to that of a game, but behind all of the colorful 
graphics there are real people making things happen in this virtual setting.  i decided to 
see just how the residents of Second Life respond when asked, “Do you consider Second 
Life to be just a game and why?” 

My first teleport landed me at a place called Sweethearts Jazz. This place had quite a few 
avatars lurking about so I decided to ask the closest person to me, Dilbert Dilweg, who 
just happened to be the owner of the romantic dancing location.

Dilbert Dilweg: No I do not view Second Life as just a game. Although, it started as 
that with me in the beginning of my ventures, but as I grew more into business in 
SL, I realized that this is and will be the future of the internet…  Instead of visiting 
a webpage, it will soon be everyone visiting a virtual world, a 3D place with hands 
on interactivity.   The Open Sim project and IBM will take it to that step and are 
currently working hard to opening those doors.

Next, I dropped by the JCNY sim hoping to find another “resident” to answer my 
question.  rochelle randt volunteered.

Rochelle Randt: Second Life is not a game…  It could be considered a place to 
live out fantasies… to live a dream beyond the constraints of a normal RL. The 
interaction between the residents requires in most cases that you act according to 
social norms. Relationships are developed. Emotions are evoked... We are cloaked 
in anonymity, so it allows us to do more than we could do in RL. However in my 
opinion, because there is a live person at the other end of the wire, it is important 
that we treat it not as a game, but an extension of ourselves represented in a cyber 
world that we coexist with or in. 

About the same time I was finishing up with Rochelle another avatar came walking past 
me, so I asked her for her opinion as well.

Genevieve Gagne:  (Second Life is) just a game, because I have a real life that takes 
precedence over anything on the computer.  

As with most everyone in this virtual game, real life should come first, but does it really? 
i decided to turn to my friends list to see what someone i socialize with on an almost 
daily basis would have to say on this subject. elle74 Zaftig was my choice. 

Elle74 Zaftig:  No, it’s not even technically a game since there are no objectives, 
rules, time lines, or story lines. It’s a virtual world, inhabited by real people. Some 
of us take SL seriously, but we’re the people who also care for our friends, or care 
for other people’s feelings. A lot of the population of SL will say that SL is just a 

game, and in turn do things to hurt others, or grief, because they don’t think their 
actions have any real consequences. 

So far only one out of four avatars are saying that Second Life is just a game. This is not 
a formal study, but the answers so far are interesting.  I press on to another location to see 
if anyone at ahern is interested in my question.  Sweets Gillespi gladly answered.

Sweets Gillespi: It is not a game because you cannot win.  It is a program.   There 
are games within the program, but the program itself is a business or a hobby.

Pillow Talk seemed to produce a varying yet simple array of answers from three people 
willing and ready to answer.

Taibah Takahe: No, it’s not a game.  It’s an experience because a game has a goal, 
and Second Life doesn’t.

Xilscea Damone: To me it’s a game, but I know to many it is not.  It’s a business to 
some, a means of creative expression to others… 

Agarthi Dreadlow: Second Life is what you make it.  To some it’s a game with 
RPG’s.  To some it’s a way to socialize like using MSN or Yahoo.  To others it’s a 
business.  Some don’t know what to make of it and they just wander around aim-
lessly looking for something.  For some of us, it’s a little bit of everything.  To me, 
it’s a way to have fun and socialize.  Another reason people come here is they get a 
chance to live out the life they can never have in real life.  You can be whatever you 
want here and people use Second Life to live out fantasies, be a kid again, be an 
animal, be Optimus Prime or a Jedi.  To a lot of people it is a means of doing things 
you wouldn’t dare or dream of doing in real life.  I’m an admin, a DJ, a fighter, an 
ancient samurai, and an animal. 

it’s only fair to answer my own question so here it is. i believe Second Life is more 
than a game. it is an outlet for those that are not able to have the things they can achieve 
in a virtual setting or even to be the person they may never be able to be in real life. 
Unfortunately when it comes to real life we are all “dealt a deck of cards”, these cards 
sort of determine our fate and what or who we may be in the flesh. Of course we do have 
the choice to take different paths in our life journey, but I do believe that we are brought 
into this world for a reason and that reason we must find out on our own. No one asks 
to be handicapped, it just happens. To me Second Life is a way for those to be “normal” 
and fit in. They feel accepted in a virtual setting and in return that makes them feel good 
about themselves. Second Life for me has brought me amazing friends, a great full time, 
real life job as well as some ups and downs. Real life will always come first no matter 
what, but that is why the virtual world we choose to inhabit just so happens to be called 
Second Life.



Experience it all...

Bara/81/192/21
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Imagine if your world were a waking nightmare, where you are constantly tormented 
by cruel voices whispering all manner of evil in your ears.  Imagine, if you can, what 
it would be like if you were never entirely certain that what you saw with your own 
eyes were really there and that the terrifying images of death were as real as they 
appeared to be.  This is the world of people suffering from advanced schizophrenia, a 
mostly misunderstood, but alarmingly common condition.  In Second Life you can now 
experience schizophrenia at the Virtual Hallucinations House.
Angelo Sydney visited the Virtual Hallucinations House in Second Life.
Last month in Castle Keep Magazine we reported on what some universities are doing in 
virtual worlds to make a college education more accessible to people all over the world.  
University of California Davis and the University of Queensland in Australia have taken this 
concept to a bizarre extreme.  They have collaborated to construct a virtual experience of 
Schizophrenia, which gives anyone and everyone an unique insight into the world of the 
schizophrenic.  
A bold warning is the first thing you see when you arrive at the Virtual Hallucinations House 
– WARNING!  What you are about to hear and see can be distressing.  They’re not kidding 
around!
To experience the frightening world of schizophrenia in Second Life, you firstly wear a special 
tag that activates the hallucination.  In no time at all you are hearing a host of satanic voices 
saying things in your head such as:
“You’re evil.  You’re the most evil person in the world.  They all hate you.  The world would be 
better if you just killed yourself”.  And it is unrelenting.  Some schizophrenics will experience 
this sort of torment on and off all day long.
This impressive interactive experiential is an attempt to use Second Life to help build 
awareness in the general population about schizophrenia – what it is, what it is like to 
experience it.  It may also be an effort to motivate some compassion among non-sufferers 
for the plight of schizophrenics, who, despite an impressive array of drugs available to help 
manage it, still suffer largely alone in a world that doesn’t understand and generally doesn’t 
much care.  About 1% of the population will develop schizophrenia during their lifetimes. It 
usually strikes in the late teens or early twenties and is very debilitating.
The project is the brain-child of Professor Yellowlees, formerly of Australia’s Queensland 
Univeristy, now with the University of California Davis.  The Virtual Hallucinations House 
began as a virtual classroom for psychiatry students in Australia to let them experience first-
hand what schizophrenic patients deal with every day.  
When he moved to the US two-and-a-half years ago, he transported his experiment into 
Second Life.  “I literally took some of the artwork that I’d made in Australia and we plugged 
it into the SL environment rather than remaking it,” Professor Yellowlees said.  “It took three 
weeks”.
His project is an example of how Second Life is being used for purposes other than recreation 
and commerce.
“For teaching, it’s actually quite powerful because the alternative is showing a movie like A 
Beautiful Mind or getting a patient in to describe how they hear things or see things or simply 

just telling people about hallucinations,” Professor Yellowlees said.
“But none of them are actually as powerful as putting someone into an environment.”
The building that houses the hallucination is a scale replica of the Sacramento County Mental 
Health Treatment Centre where many of his students come to study.
Collaborator Nash Baldwin (aka Dr James Cook) explains Schizophrenia. “People with 
schizophrenia have “disordered thought” or difficulty maintaining thought processes. They 
develop delusions, like the belief that the police are after them. They also experience 
auditory hallucinations, typically one or more voices speaking to or about them. About 25% 
of people with schizophrenia also experience visual hallucinations, typically distortions of the 
environment around them”.
 As you advance through the house of horrors, you see the TV talking to you, urging you to 
acts of violence.  This is a classic schizophrenic hallucination.
A series of case studies are also displayed in the Virtual Hallucinations House, such as one 
schizophrenic man who watched in terror as he gazed into his bathroom mirror and saw 
himself wither and die before his own eyes.
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Walking along the main corridor of the house, the floor seems to fall away to just stepping 
stones.  The schizophrenic is convinced that if they fail to step on those stepping stones, they 
will fall into an abyss.

You encounter a bookshelf containing many titles.  But those titles about fascism or violence 
always seem to stand out from the rest of the books.

Posters containing helpful and positive words seem to mutate so that the words lose their 
context and take on grim new meaning.
The virtual hallucinations environment is best experienced in mouselook and the designers 
advise that one person should go through at a time.
When finally you reach the end of the tour, and what a relief that is, you are invited to 
complete a survey.  This not only helps the creators of the house to assess the effectiveness 
of the exhibit, it also helps visitors to make sense of what they have experienced – a sort of 
therapeutic closure.
Speaking personally for a moment, when my tour ended, I was left with oddly mixed feelings.  
On one hand I was full of compassion for those people around the world who experience this 
grim condition.  On the other hand I was intensely relieved that I could take off my tag and 
walk away, content to be a Second Life tourist to Schizophrenia – not a permanent resident.
To experience this sim for yourself, you need to be in Second Life.  Search ‘places’ for “Virtual 
Hallucinations” or go direct to SEDIG 26, 45, 22.
So what comes next?  UC Davis is currently experimenting with using Second Life 
simulations for disaster training for first responders and other emergency personnel, to assist 
them in practicing the logistics around setting up medical facilities quickly.  Imagine if this sort 
of advanced learning had been available BEFORE Hurricane Katrina or the horrific tsunamis 
that lashed south-east Asian. Could virtual world training have possibly saved some real world 
lives?



Experience it all...

Bara/234/128/21





The VirTual Soul
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In the name of the Almighty Pixel

The virtual worlds give us access to experiences that are either taboo in the real world 

or are just too expensive, difficult or dangerous.  Odd, isn’t it, that in Second Life we 

can pilot a space ship or become a super model and yet we spend a lot of our time 

shopping for clothes, renting apartments and attending to the everyday and familiar 

things.  Religion forms part of many people’s real life routine and it turns out that 

it is an important part of many of our virtual lives as well.  Anjula Basevi explores 

spirituality in the Virtual Worlds.

 At the beginning of the year, Linden Lab posed a curious question to Second Life 

residents on its website, asking, “Is there a spiritual element inherent in the virtual 

experience, or are the two things mutually exclusive? Should there exist a parallel 

between RL religious beliefs and SL conduct? What intangible, metaphysical qualities 

do virtual worlds hold? Are you using Second Life as a way to explore and express 

your spirituality with other like-minded residents? What are the greater philosophical 

implications associated with all this?”

One could be forgiven for thinking that this rather deep and metaphysical question 

would go mostly ignored by residents.  But it triggered a very interesting survey of 

Second Lifers that provided some revealing insights into how spirituality finds its voice in 

virtual worlds.
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In “The Soul Of Second Life”, academic Soren Ferlinghetti found that half of the 

population of SL were “…open to mind upload…” and 62% were open to the idea of 

“new SL-based religions”.

According to the preliminary study by the New York academic, the various religious 

houses – the churches, the mosques and temples – provide the already-religious with 

access to their favourite style of Godliness, but the virtual world itself has helped shape 

the community’s spiritual beliefs.

Soren began compiling poll data last year and plans a larger sample.  Some of the 

early returns are surprising.  For example, 48% of respondents, “…would consider 

uploading their minds into SL if it were technologically feasible…”  This was something 

that SL’s Philip Rosedale predicted in Wagner James Au’s book, The Making of Second 

Life, in which he predicted that he’d be uploaded into the code and live forever.  If the 

Ferlinghetti research is right, apparently every other person (in Second Life at least), 

would willingly trade their Real World identity and awareness for a purely Second Life 

existence.  Apparently the objective is immortality. 

The survey also reports that, “…the majority considers earthly religions relevant to SL.”  

And yet in a strange paradox,  62% are also open to the possibility that new religions 

will arise from Second Life itself (38% of those answer “Definite/Probably Yes”), and 

even more extraordinary, 68% would consider those new creeds as valid as established 

material religions.
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Is this some sort of Jedi Mind Trick?  Not really.  In the 21st century, religion may be alive 

and well but perhaps more than in any other period in our history, humanity seems to be 

more willing to modify existing believe systems or even improvise with new mythologies.  

Yes, it is cultism (sometimes with terrifying consequences), but it may have more to 

do with higher education levels, greater access to new ideas through communication 

technology and increased affluence – particularly in the western world.  It may also have 

something to do with a propensity towards over-ripe imaginations.

Second Life and other virtual worlds are the very essence of this 21st Century condition:  

A rich and vibrant environment, comparative anonymity and therefore far less restricting 

self-consciousness, access to easy-to-use creative tools, which in turn stimulate new 

ideas and an over-riding philosophy that everything in virtual worlds is possible.

Overall, ‘The Soul Of Second Life’ survey suggests a profound and pervasive sense of 

Second Life as a platform for transcendence.  A solid 17% report attending an SL-based 

religious service once a month or more.  
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Although I did not apply the same academic rigor that Soren used in his research, I 

did count up the number of religion-based groups in SL in a bid to spot which religion 

was most popular:  Buddhists groups had the most members, Jewish was second, then 

Christian and then Muslim.  I called it off there, leaving Hinduism, Kabala and the rest for 

another report.

Life After Log-off

The Long Now Foundation, a think-tank created in 1996 to foster long-term thinking, 

has speculated that avatars in Second Life will soon be programmed with our online 

preferences, leading to an afterlife for our digital personas: 

“The software used to track the online behavior of users, within in particular system 

(virtual worlds or social networks) could be modified to track the entirety of their online 

behavior, over a longer space of time – say thirty years. At the end of this period the 

data could be used to program an avatar. This avatar would inhabit a virtual world or 

worlds and be programmed with all the users’ personal data, preferences and potential 

responses– would this lead to an avatar afterlife?”

This takes the idea of our digital personas in a slightly different direction from an 

uploaded consciousness concept referred to above.

The Long Now Foundation  goes on to speculate, “Creating a copy of online behavior and 

programming an avatar to respond to stimuli in the way the user has been during their 

digital life is not suggesting consciousness, merely sophisticated replication. This scenario 

has some intriguing consequences. Amongst them are the possibilities an individual 

could leave money to their avatar rather than their children in order to support their 

avatar afterlife, or that future generations would have access to a representation of their 

ancestors – but would having access to the temporal wisdom of our forebears be of any 

use? A digital representation of life could continue unhindered in a virtual environment, 

after real-life has ended.”

There is of course something inherently exciting about all the limitless possibilities of 

virtual worlds but if I may add a candid comment – Are you Crazy?!  Spirituality seems 

to be all about identity, that is, who we see ourselves as being on the deepest and most 

metaphysical plane.  But anyone who is not involved in virtual worlds would be justified 

in thinking that there is a cyber cog loose here.  It is one thing when virtual worlds 

facilitate or even enhance our spiritual experience, but when we contemplate switching 

our real lives off in favour of a predominantly online experience, we need to be very 

careful.  God is not confined to the internet and our lives, physical and spiritual, are oout 

here in the real world – not online.



Experience it all...

Bara/98/73/23
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Koinup – A Social Network for Virtual Worlds
By Sigmund Leominster

The popularity of the social network MySpace™ and FaceBook™ has spawned the growth 
of many other similar online systems. Koinup, a company based in Brescia, Italy, markets 
itself as “the first social network to share your virtual life by publishing your machinima, 
screenshots, and virtual stories.” The differential against the other established 
companies is that Koinup is targeting the needs of people using virtual worlds. The list of 
available worlds other than the Second Life™ environment includes World of Warcraft™, 
There™, Kaneva™, and the now defunct Sims™ 2. 

The company isn’t new. Koinup was founded by Pierluigi Casolari and Edoardo Turelli in 
March 2007. Pierluigi is the Chief Executive Officer and Edourado is the Chief Technology 
Officer. In real life, Pierluigi is a writer and digital art expert, has worked as company 
consultant for several new media agencies, and teaches web marketing for several 
schools and academies in Milan. His partner Edouardo is a web database developer by 
professions and he develops cross-platform software and web applications for several 
media agencies. 

The point of Koinup’s SL® network is to allow residents to post any types of media 
material and share them with everyone else. Koinup has also started to have many 
special events on offer every month to try to encourage bringing people together for 
sharing creativity. They also have contests where people can post items they have 
created and win a variety of prizes. 

Koinup also provides tools to allow easy sharing of their works. You can not only have 
materials hosted on the Koinup site but have links to web sites, and blogs. According to 
the press release from Wilder PR, “…it is an ideal place for designers, fashionistas, artists, 
models, machinima creators, etc. to display their works.” However, I was unable to work 
out how to make links from my home page to sites displaying my articles. Uploading 
pictures and videos is a breeze, but if there’s a button for “link” I couldn’t find it.

Signing up for Koinup took all of two minutes so there’s no pain involved. You can then 
spend as long as you like tweaking your home page. One of the cute things to do is 
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create a widget that displays elements of your Koinup materials, which can then be 
embedded in other web-based systems, such as Blogger™, MySpace, FaceBook, Xanga™ 
and others. Another useful feature is the ability to cross-post images to Flikr™, another 
network popular with many Second Life residents.

Unfortunately, I got distracted by all the advertising. Koinup is free to use but their 
revenue has to come from somewhere – and that seems to be advertisers. On my 
home page, half the screen was taken up by Google ads, including one for the Lively 
competitor! In fairness, this is not atypical of any “free” sites, which similarly need to 
generate some revenue in order to operate. There is no such thing as a virtual free 
lunch.

Pierluigi said “From a business point of view, we are actually focused on advertising. We 
sell space on our pages and use the Google Adsense Program. There is room to introduce 
new business models on Koinup and we are working on them… but right now, our first 
goal is to create a big, friendly, well-organized community.”

It’s worth contrasting Koinup with the Ning network, based out of Palo Alto, California. 
This is another free social network that allows users to create their own sub-networks. 
Ning launched in February 2007 and by May 2008 hosted some 230,000 separate 
nets. Started by Marc Andreessen (the creator of the Netscape browser) and former 
investment banker, Gina Bianchini, with a seed capital of $15 million, a recent injection 
of $44 million in venture capital, the pair estimate that by 2010 there will be 4 million 
social networks on Ning and “tens of millions” of users.

Ning networks also allow users to upload pictures and videos, along with blogging 
content and music. Of the two, I have to admit to preferring the latter. I like the blogging 
facility, the ease of creating new networks, and the sheer number of already available 
networks. But others in the Arts community may like the Koinup approach and access to 
lots of pictures and machinimations. Take your pick.

Koinup web page: http://www.koinup.com

Ning networks: http://www.ning.com
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how to Build a Sculpted Pumpkin for 
Second Life using autodesk Maya

by reed Steamroller

Most companies in real life begin the holiday season at least a few months early every 
year.  We here at Sand Castle Studios are no different, and we would like to help you get 
prepared for the Halloween season with your own brand new pumpkin.  So, provided you 
have at least a novice’s experience and training with Autodesk Maya, here is how you can 
do it. 

Step #1:  Create a sphere in the perspective view.

Step #2:  By selecting the control vertices with the scale tool, enlarge and flatten out the 
bottom a little, like a real pumpkin would be.
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Step #3:  Select the sphere as a whole and go to the options box on edit 
NUrBS>>rebuild Surfaces.  Set the number of spans on both U and V to 32 and click 
the rebuild button to add more definition to the sphere.

Step #4:  right click the sphere and go to “hull”.  Select every other line of vertices 
running vertically from the north to the south “pole” of the sphere.  

Step #5:  Switch to the “front” view panel.  right click the sphere and go to “Control 
Vertex”.  De-select the control vertices a few rows back from both poles.  Go back to the 
perspective view.
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Step #6:  Using the Scale tool, bring the selected vertices in just a bit, in order to give the 
surface of our pumpkin a somewhat “ribbed” appearance.  

Step #7:  For the Pumpkin Stem, create an elongated sphere.  Stretch out and flatten the 
bottom.  Shrink the middle slightly.  rebuild the surface to 16x16 spans.  Give the stem a 
ribbed appearance in the same way you did the body of the pumpkin in the previous step, 
only this time make the effect more dramatic by bringing the vertices in farther.  Make 
the top of the stem nice and flat.  Play with the shape of the stem some; give it variation 
in appearance.  After all, this is an organic shape we are going after.  The bottom line is 
that you want the stem to look twisted and gnarly.  

Step #8:  Now that the shapes are complete for our pumpkin, it 
is now time to texture it.  This will involve opening the dreaded 
hypershade window.  i usually bring up the hypershade/Persp 
combo while I’m working.  So, in the tool box, on the left hand 
side of the screen, click the layout button for “Hypershade/Persp”.  
Also, open the Attribute editor, if it isn’t already open.  The result 
should be the Hypershade on the left, the Perspective view in the 
middle, and the Attribute editor on the right-hand side.  

Step #9:  Right click on the pumpkin body.  On the menu that pops up, go to Assign 
New Material>>Lambert.  a node should pop up in the “Work area” on the hypershade 
entitled “lambert2”.  Lambert2 should also be the node displayed in the attribute editor as 
well.  If not, left click lambert2 in the Hypershade to bring it up in the attribute editor.

Step #10:  In the attribute editor, at the very top of the “lambert2” tab, the first text field is 
the name field.  This field should read “lambert2”.  That isn’t such a good name, in that it 
isn’t all that easy to remember.  So, delete the text “lambert2” from this text field and type 
in “pumpkin”.  This should effectively change “lambert2” to “pumpkin” in all instances 
within your scene.  



62 AUGUST 2008CASTLE KEEP MAGAZINE 63AUGUST 2008 CASTLE KEEP MAGAZINE

Step #11:  Now, under the name text field, you should see a menu entitled “Common 
Material Attributes”.  Within this menu, there should be a “Color” attribute, along with a 
color swatch and slider next to it.  Click on the color swatch.  a “Color Chooser” window 
should pop up.  Using the color wheel in this window, give the pumpkin body a nice 
bright orange color.  

Step #12:  For the stem, right click on it and assign another lambert.  This lambert 
should also pop up in the “Work area” tab as “lambert3”.  repeat the previous steps you 
performed in Step#10 on the lambert shader assigned to the pumpkin’s body, only this 
time rename the shader “stem” and give it a nice dark green color.

Step #13:  Now, time to set up some lighting.  Hit the space bar on your keyboard, while 
the mouse is over the perspective view panel.  This should maximize the perspective 
view, and keep the Attribute Editor open.  Also, in the perspective view panel, go to 
Lighting>>Use All Lights.  This will turn the scene black (there are no lights!), but don’t 
panic, we’re about to take care of that.  

Step #14:  at the top of the screen go to Create>>Lights>> Directional Light.  This will 
be the main light source of your scene.  The effect of the Directional Light is independent 
of the position of its icon in the scene, meaning you can move the icon anywhere you 
want and it will have no effect on the scene lighting.  only the rotation of the icon has 
any bearing on the scene lighting.  Because “Use All Lights” is turned on, you’ll be able 
to see the effect any changes may have on your pumpkin.  

Step #15:  So, what we’re going to do is attempt to simulate a sort of sunlight by rotating 
the scene’s Directional Light to a downward, front facing angle.  You may also want to 
offset the light a little to the side in order to not give the impression that the light source 
is directly over-head.  This will, of course, create a large, black shadow on the side of the 
pumpkin not being illuminated by our Directional Light. (picture to the right)  

Step #16: To simulate indirect illumination and create a bit of ambiance, let’s make the 
lighting a bit less dramatic by introducing another light or two.  By creating additional 
lights, of the ambient variety, and playing around a little with their placement within the 
scene, I was able to soften the shadows some.  Once you’ve gotten the lighting in your 
scene to a point that you’re happy with, it will be time to export the pumpkin from Maya 
and into Second Life.

Step #17:  Before you begin exporting the sculpted prims and the surface textures, 
there are a few steps that must be performed.  Select the body of the pumpkin and go to 
Modify>>Freeze Transformations.  Now go to Modify>>reset Transformations.  after 
that, go to Edit>>Delete by Type>>History.  Do the same for the pumpkin stem.  This 
will ensure that you’ll get the shape you want in Second Life. 



64 AUGUST 2008CASTLE KEEP MAGAZINE

To generate our sculpted prims, we’ll be using Qarl Linden’s “Advanced Sculptie 
Exporter from Maya”, freely available here:  

http://wiki.secondlife.com/wiki/advanced_Sculptie_exporter_From_Maya

Step #18:  First, execute the script (I have it saved to my shelf, and so should you).  The 
export Sculpt Texture window should pop up.  Select the pumpkin’s body.  Click the 
Browse button next to “Filename” and select a directory and name for your exported 
sculpted prim textures (as we have the pumpkin body selected, “pumpkin_body” would 
be a good filename).  Remember to choose a location that will be easy to find when it 
comes time to upload the textures to Second Life. The X and Y resolutions should be at 
least 64, but no more than 128.  You want to check the boxes for both “Maximize Scale” 
and “Correct Orientation.”  Also, check the box for “Bake surface texture”, and make 
sure the X and Y resolutions are set to at least 256, but no more than 512.  Remember 
to check the box for “include shadows.”  as there are only two pieces (prims) to our 
pumpkin, you won’t need to be generating a primscript to help you assemble it in Second 
Life, so leave that check box blank.  After that, click the export button and Maya should 
generate a sculpted prim texture and baked surface texture for you (throwing both into 
the directory you specified.  Repeat these steps for the pumpkin stem (but remember to 
change the file name!).

Once you’re all done, you should have four textures generated for your pumpkin.  One 
sculpted prim texture and one surface texture for the pumpkin body, along with one 
sculpted prim texture and one surface texture for the pumpkin stem.  Upload all four 
textures to second life and assemble your pumpkin!

If you want to take it a step further, by adding a touch of bump to the shader material and 
utilizing the surface texture’s alpha channel, we were able to put together a very spooky 
Jack-o’-lantern version of the same pumpkin.   

If you don’t want to make your own pumpkin, you can pick up mine for free at Sand 
Castle Studios (Cousins Pau 87/117/23).
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