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LETTER FROM THE EDITOR
This issue I am especially happy to provide a new section of the magazine that 
will feature my picks from around the Second Life grid.  It was a request from 
subscriber Isabelle Weiser, who wrote into our website and asked for a column 
covering picks from culture events, but most importantly classy professional 
fashion, which I know first hand can be difficult to find.  So each month I will be 
honored by picking a few events I attended and one special fashion item, among 
other things, that really shined in the previous month.  Please bare with me as it 
comes together.  If you have an event or item that you think I should cover, you can 
write me on our website, send me a notecard in-world, or personally email me at: 
gianna [at] changingworldsbuildingdreams [dot] com.  

In this month’s issue I am also extremely excited about the possible upgrades to 
Second Life that might be coming in the future.  Reed Steamroller did a great job 
showing us the direction things seem to be going at Linden Lab and also what 
problems they might be facing.  An interesting read for sure.

Enjoy the issue and keep the feedback coming.  As you can see from the changes, 
we are listening!
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MUSIC  [myoo-zik]  n. An art of sound in time that expresses ideas and emotions in 
significant forms through the elements of rhythm, melody, harmony and color.

“music.” Dictionary.com Unabridged (v 1.1). Random House, Inc. 11 Oct. 2008.

ROCK  STAR  [rok-stahr] n. A member of a rock and roll band, or a solo artist in the genre 
(the term usually implies celebrity status or stardom).

“Rock_Star.” Wikipedia, the free encyclopedia. 11 Oct. 2008. <Reference.com

A few weeks ago I was surfing the MTV website looking to see if  a new episode of  
“Run’s House” was available and I ran into an episode entitled “I Live another Life on 
the Web” on the hit MTV show “True Life”. This show focused on three females one 
of  which was Second Life’s very own live performer Keiko Takamura, A.K.A. Keiko. 
With live music in Second Life having such a large following, it is amazing to see what 
a virtual “rock star” is actually like in the real world.  The show followed Keiko and 
discussed how she had a huge fear for singing in the real world and how singing in a 
virtual world was so much easier to her.  She found it easier to be accepted there since 
a computer and many miles separate the performer from her audience. After watching 
the show, I contacted Keiko to see if  I could do a follow up with her and see where 
she is in the real world with her performing, as well as get an update on her virtual 
“rock star” status.

Sadie Pippita: How was it being on MTV? 

Keiko Takamura: Getting filmed was a pain in the ass.  I got told by a couple people 
that I shouldn’t complain because it’s a privilege and it makes me sound like a whiny 
ingrate, but really and truly, getting followed around by a camera person telling you 
where to go, who to talk to, and what to talk about was a giant pain. Putting up with 
that for three months was a giant pain. What made it worth it wasn’t the free dinners 
and floor lamps MTV footed the bill for, it was the massive response from people who 
watched it and related with my story. The opportunity to share my story with people 
who have been waiting for someone to say, “Hey, you’re not alone. I go through this, 
too.” Or getting recognized on the street by people who tell me the show made an 
impact. That’s what made it all worthwhile.

SP: Have you been performing more often in the real world since the airing of  the 
show?

KT: I had a couple real life shows since the episode aired, but I’ve mostly been playing 
SL shows, keeping in touch with my fan base in SL, and working on a band. 

SP: How has your “rock star” status in Second Life been affected by you being on 
MTV?

KT: I’ve got a management team now. I’m high-rollin’. Also, I have a heckuva lot more 
fans. 

SP: How about your real life? Has there been a change? Do people notice you more? 

KT: I get recognized in public if  I stay in one place for awhile. It takes awhile for 
people to double-check and then ask their friends if  they should say something.

SP: Are all of  your songs originals written by you?

KT: All of  the songs on my Myspace and on my website are original songs that I wrote 
and recorded by myself  with the exception of  Double Bypass and Grayscale.

SP: What sort of  equipment do you use for streaming in-world?

KT: 1 mic. 1 mixer. 1 guitar. 1 Keiko. 

SP: What is the difference for you when performing in the real world versus 
performing in Second Life?

KT: In RL, there’s no stream lag. So the silence between the end of  the song and the 
applause is not time to waste, I gotta keep going. Playing in RL still isn’t as comfortable 
for me because most of  my fan base is in SL. There are people who show up to every 
single show, and they sing along. I wish they could be at every single RL show. 

SP: How long have you been singing (not just in SL)

KT: As long as I could remember. I am constantly singing. My life is a tragic musical. I 
only started learning to play guitar when I was 14. I’ve been writing songs since I was a 
newbie human, too.

SP: Who is your biggest musical influence?

KT: All the female musicians out there. Courtney Love (Hole), Shiina Ringo (Tokyo 
Jihen), Karen O (Yeah Yeah Yeahs), etc, etc.
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SP: Do you have any advice for aspiring performers in Second Life?

KT: Above all else, have a good time.

SP: While watching your episode I noticed you had a family dinner and it looked like 
you cooked lasagna, would you like to share your recipe for Keiko’s Lasagna?

KT: I made a baked ziti, and it’s my mom’s recipe. It’s SO EASY, you’ll want to punch 
me in the face.  Ingredients: 1 bottle of  spaghetti sauce. 1 package of  ziti or rigatoni. 
1 lb. of  ground beef. 1 package of  shredded mozzarella. Preparation: 1. Preheat the 
oven to 350 degrees. 2. Brown the ground beef  in a pan. 3. Dump the ground beef, 
spaghetti sauce, and pasta into a glass baking dish. 4. Mix everything until it’s all coated  
in spaghetti sauce. 5. Fill the spaghetti sauce jar with water and pour it into the ground 
beef  mixture until all the pasta is covered, and carefully mix everything. 6. Cover the 
baking dish and pop it in the oven for 35 minutes. 7. Take it out and sprinkle the 
cheese evenly on it, then pop it back in the oven uncovered for an extra 10 minutes 
until the cheese is melted. Feeds one person for a week.

SP: So you have a higher self  esteem from being in Second Life?

KT: I wouldn’t say I have higher self-esteem, but I do have a solid and growing fan 
base that reminds me from time to time that I’m pretty awesome.

SP: I see you met your boyfriend in Second Life, are you two still together?

KT: Yes. Happily married as of  December, 2007. We eloped and told MTV to refer to 
him as my “boyfriend” so my extended family wouldn’t get confused.  In the process, 
we confused everybody else. 

SP: Who pushes you the most to reach for your dreams?

KT: I push myself, mostly, but I do it to make my mom and my husband proud of  me. 

SP: What does your family think about your virtual life? Do they support it?

KT: They think it’s really cool, and are very supportive. 

SP: How much time do you put into Second Life a week?

KT: Probably as much as a part-time job... maybe like 20 hours? Part of  those hours, 
though, I’m completely goofing off  shopping with friends or something.

SP: Thank you once again for this opportunity. Do you have anything you wish to add 
or any last words for the readers?

KT: Rise up, virtual brethren! This is the dawn of  a new age of  geek!  

After seeing her on MTV and conducting this interview, I finally attended my first live 
virtual Keiko concert and so must you. Her music is delightful and it seems that her 
fans always come back for more.
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Logos are everywhere.  You see them on cars, clothes, computers, and even on 
things as trivial as pencils. Items are considered to lose their value without their 
logos.  Would a luxury vehicle such as BMW still be worth as much without the 
logo on it? Why do we allow logos to be placed all over our items, and in fact even 
like it?  It’s because logos have become more than just the mark of brands, they 
have become representative of lifestyles.  Knowing this, how much is your logo 
worth to you?

It’s hard to believe in a world where the right logo can make such a big difference, 
that new business owners would totally underrate them.  This isn’t wise 
considering that not seeing the importance and value of a logo can be a major 
mistake for a business, and possibly a fatal one.   It’s understandable that many 
new businesses are on a tight budget, but a poor initial logo will cost more in 
the long run when you need to have it redesigned, not to mention the costs of 
rebranding your name with the new logo are incalculable.  

What’s Your Logo Worth?
by Graphica Borkotron

If you are still not convinced, here are 4 more reasons your logo should cost more 
than your lunch:

Your logo will often             2. 
determine your businesses 
entire image.    Often the colors, 
typography, and style of your logo 
will drive how your literature, web-
site, and other materials.   If you 
use a less than professional logo, 
that doesn’t work in all those for-
mats, you will have wasted all that 
money and will have to have your 
logo and those materials redone.

Your logo should reflect the 4. 
time and thought that went 
into the design process.   Ev-
ery good professional designer has 
an extensive process that they go 
through to create a logo.  Most in-
volve, research, sketches, drafts, 
and the final presentation.   This 
is done so with the prior 3 steps 
in mind and even others like color 
psychology and achieving a design 
that achieves longevity and time-
lessness.  When you consider all of 
this, a lot should go into a logo and 
it should take more than just a few 
hours to design.  Rarely are things 
fast, cheap, and effective, and in the 
case of logos you get what you pay 
for.  

Your logo is the first            1. 
impression consumers get 
of your business, and you 
know what they say about 
first impressions…  You only 
get seconds for your business to 
make an impression and more often 
than not, your logo could determine 
what kind of impression you make.  
If your logo is not professional,  con-
sumers aren’t going explore your 
business further.  Buying a cheap 
logo to represent your business is 
about the same as going to McDon-
alds on your first date.  

Your logo must be 100%    3. 
original and unique to only 
your company.  Many businesses 
in the same field often use similar 
logotypes.  For example, real estate 
businesses often use a rooftop as 
part of their logo.  Your logo should 
be original and distinguishable.  It 
should say something about you and 
your business.  Even worse than us-
ing similar images, is using exact                      
images.  Many logo designers who are 
on the cheaper side use images from 
clip art or even stolen from the web.  
It display your logo everywhere and 
then find out it was stolen and used 
without permission or a generic clip 
art used by other companies can be 
devastating and defeat the whole pur-
pose of a brand.  
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 One of the best things about Second Life is the persistence of the software to 
grow and change with the times.  As new computer hardware becomes available, 
new features become available to Second Life users.  Somehow, Linden Lab is 
able to adapt their software without completely alienating the users they have that 
may be sporting older hardware.  This can be an incredible task, due to the wide 
diversity found on the home computer market.  The PC especially can be a difficult 
platform on which to engineer software with a paradigm of backwards compatibility 
in mind.  For example, Second Life is still able to be run on a computer equipped 
with an 8 year old, GeForce 2 graphics card, albeit not well.  However, with the 
settings cranked up, Second Life can still be a lot to handle for any of the newer 
PC’s on the market.  Regardless of whether it should actually be considered a game, 
or something else altogether, the presented visual qualities of Second Life will 
always be compared to the acknowledged video games on a market that demands 
continued graphical advancement.  Advancing, and, in effect, changing the visual 
quality of a virtual world in which the content is made by the users and can only 
be changed by the creator is surely a difficult task.  Sometimes the system can be 
limited in which features can and will be introduced.  Presented with this task, and 
with these conditions in mind, Linden Lab is on its way to changing the system, 
improving what we see and perceive within our virtual world, by casting realistic 
shadows from in-world geometry and objects, allowing users to generate fine detail 
on in-world objects and lifting restrictions on the shape these objects are able to 
take.

 Advanced lighting and real-time shadows are being introduced with Linden 
Lab’s major update to the Second Life rendering system, code-named Shadow 
Draft.  Tailored to the abilities of new and powerful video cards, such as the 
GeForce 8800 and 9000 series, Shadow Draft will add another level of realism to 
Second Life.  The main thing you’ll notice with this update will be the ability for 
objects to cast dynamic shadows across themselves and other objects.  Dynamic 
shadows are shadows cast that can move and change in accordance with changes 
in the placement of the objects casting shadows or the positions of the respective 
light sources in a scene (such as the sun going down).  This update will include the 
ability for your avatar and textures utilizing the alpha channel to also cast complex, 
dynamic shadows.  With Shadow Draft, you truly will be able to sit in the shade 
beneath your favorite tree in Second Life, like never before.  Unfortunately, Shadow 
Draft isn’t even considered to be in Alpha-testing stage, and it will be quite a while 
before Linden Lab releases an official version to the general public. 

The FuTure Look oF Second LiFe
by Reed Steamroller
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 The Google Summer of Code (GSoC), a programmer’s extravaganza held 
each year by the parent corporation of everyone’s favorite internet search engine, 
invites tech companies from around the United States to mentor computer science 
projects proposed by university students.  Linden Lab participated in this year’s 
GSoC, sponsoring Ravish Mehra’s proposed per-pixel displacement mapping 
project.  Dubbed “Mesostructures”, if successfully developed and implemented 
within the Second Life viewer, Ravish’s proposal would add a dramatic increase 
in detail to surfaces in Second Life.  Akin to normal-mapping and bump-mapping, 
support for per-pixel displacement mapping would utilize image files to simulate 
the appearance of intricate, geometric detail on objects within the metaverse.  
However, this technique would have multiple advantages over traditional normal 
and bump-mapping, as it would accurately display an object’s profile, as well as self 
shadowing features.  Again, it will likely be quite some time before “Mesostructure” 
support becomes a reality, as this technology is just now being developed, let alone 
implemented.

On the 23rd of this last August, Qarl Linden initiated a vote on Second Life’s 
website.  He asked, would users prefer support for importing arbitrary mesh’s 
generated in 3rd party software, or would they rather see improvements in Second 
Life’s building tools?  Apparently there is an office debate at Linden Lab about 
in which direction their engineers should be moving.  So far, there has been 
overwhelming support from the community (215-61 as of September 29, 2008) 
advocating mesh support.  What does this mean to the average user?  Not much.  If 
you aren’t educated in the realms of 3D modeling and don’t know how to use one 
of the many 3D software suites on the market, support for arbitrary meshes won’t 
make much of a difference to you. However, once you see the new level of quality 
support this sort of geometry will bring to the metaverse, any SL user should enjoy 
the benefits.  Not only will there be less restrictions on the type of shapes you’ll be 
able to bring into Second Life, texturing these objects will often be much easier, 
provided there will be support for defining your own UV texture space as well.  UV 
texture space is essentially what makes up the templates used to texture Second Life 
avatars.  

 In order to remain competitive and gain a larger volume of new users, Second 
Life must be kept up to date.  Visual quality is the most obvious and exposed aspect 
of any MMO.  As the metaverse grows so must the capability and feature list with 
it.  Unfortunately as that grows, so does the extent of backwards compatibility.  
Linden Lab has, and must continue to, play a dangerous balancing game between 
attracting new users and preventing the disenfranchisement of their loyal base.  

Photo Credit: Second Life Wiki article     Mesostructures GSoC 2008

Maya screenshot of the SL female AV mesh 
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The U.S. presidential election has gotten massive press coverage and 
started major debates recently.  Virtual Worlds, specifically Second Life, 
are not immune from this.  Second Life residents supporting both sides 
have rallied together, joined groups, and tried to raise awareness about 
the candidates throughout the metaverse.  They gather to talk or watch 
debates at unofficial headquarters and regions appropriately named such 
as the Straight Talk Café for McCain and the Obama/Biden Lounge for 
Obama.  They have thrown events such as the recent Obama Fest, a virtual 
music fest, thrown by the Obama for President group to raise awareness 
and encourage registration.  Groups such as these have also received large 
amounts of  real life media attention for their virtual efforts.  It’s unknown 
what effect these efforts actually have, if  any, but interestingly Reuters 
recently reported that Second Life residents favored Obama over McCain 
2 to 1.  Is that figure reflective of  America in general?  Is it due to the 
virtual campaigning by these groups?  Does it say something about the 
users of  virtual worlds?  Many are early adopters, are they more likely to 
support a certain candidate because of  this?  Would they find it easier to 
support a candidate who was willing to embrace technology such as virtual 
worlds?  We also wondered if  the troubles the real life U.S. economy were 
facing made virtual world residents worry about the virtual economy and 
therefore raised their interests in the election. 

With the recent election being one of  the biggest topics of  discussion 
both in real worlds and virtual worlds, and these questions being still 
unanswered, we decided we needed to take a look at what was being said 
and the impact it was having on virtual world residents.  We sent out Sadie 
Pippita to do a special edition of  her well known, “Sadie on the Spot” 
column to find out.   The following is what she reported back to us:

SADIE ON THE SPOT: Politics and the Metaverse by Sadie Pippita

As I am sure all of you know, the U.S. will soon be choosing a new man to lead 
our country and with that comes the many commercials telling us what each 
Presidential candidate is promising to do for America.  With that said do we really 
think that the politic talk stops as soon as we log our avatars into SL? Do Second 
Life residents feel that the failing economy in America is bound to have an impact 
on the Second Life economy? I recently attended a virtual world rally (not telling 
for whom) and I know there are several groups trying to sway Americans within 
Second Life to vote for the candidate of their choice. This election however is not 

just grabbing the interest of American Second Lifers, there are many people that are 
not legal citizens of the USA that are just as concerned and interested in this very 
crucial election.  

Between the stock market losses, big businesses failing and the average middle 
class family struggling, people are looking towards the internet to find a place or 
places to speak their own mind on how they feel about all of this.   There are many 
different locations in Second Life that are set up as unofficial Obama or McCain 
headquarters.  I took a little journey through the metaverse to see how people are 
reacting to the recent stock market crisis and to see if they would also open up about 
the Presidential candidates.   

Sadie Pippita: How do you feel about the presidential elections coming up? Do 
you feel that there is a place for politics and election talk within Second Life?

Zakari Lewinter: I feel very strongly about the elections. Our Country (USA) is 
in a very bad place right now and it needs a fresh new leader to help us through the 
darkness.
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SP: Would you possibly care to let myself and the readers know who you are voting 
for and why?

Zakari Lewinter: I am voting for Obama, simply because he is wanting to try to 
change some of the mistakes that happened in the past and make better decision 
than our last President (i.e the War).

SP: If a candidate chose to use Second Life as another platform to campaign would 
that sway your vote?

Zakari Lewinter: No not at all.  A lot of SL is like RL.  So if McCain did that I’m 
sure the Obama campaign would soon follow. It’s all a competition on SL.

I met a man at the Straight Talk Cafe by the name of Manhattan Atlas from Santa 
Barbara, California.

SP: Do you feel that campaigning in Second Life is beneficial and if one candidate 
chose to campaign personally in this virtual world would that affect your vote? 

Manhattan Atlas: I think there are a lot of people in SL who would feel they 
actually had direct contact with the candidate (if they campaigned in SL), and that 
is a proven positive in RL.  It would at least be interesting.  I should say that I’ve 
made avatars for three of the candidates.   

SP: Do you feel that America’s economic crisis will ultimately have an impact here 
in Second Life?

Manhattan Atlas: Of course.  It all depends on how things are handled in the next 
few weeks.  Any major financial disaster would have to have some effect.  On the 
other hand, it could be positive.  People with less money to run around with in 
RL might want to escape to SL and spend less for more. A cheap vacation in the 
Bahamas, for instance no airfare costs.  

SP: Do you feel the entire SL community is swaying more towards Obama or 
McCain?

Manhattan Atlas: They took a poll in SL recently and it came out 2 to 1 for 
Obama, not a surprise to me. 
However as I was speaking with Manhattan a bit more, it appeared that although 
he realized that Obama seemed to have the Second Life community of voters, he 
personally is all for McCain to win the election and lead America for the next 4 
years. 

I also looked to my friends list to see if I could get a more global answer to these 
questions. My good friend Rulf Mavendorf, from Germany, was kind enough to 
answer some questions along with two of his friends Ria Bazar, from Croatia and 
Rewz Cooljoke, from Singapore. 

SP: Do you follow what is going on in America with the Presidential elections and 
the economy?

Rewz Cooljoke: Partially. 

Ria Bazar: Not much. 
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Rulf Mavendorf: It’s a media circus. 

SP: Do you feel that President Bush has done a great job leading the U.S. in the 
past 8 years? 

Ria Bazar: No!! 

Rulf Mavendorf: NO, NO, NO.

SP: Do you feel that the candidate that wins is going to have any impact on you 
where you live? 

Rulf Mavendorf: Yes.

Rewz Cooljoke: Yes. 

Ria Bazar: Yes, it will affect us because we owe the USA money. 

Rulf Mavendorf: Probably. 

SP: If you had a vote in the election do you know who you would vote for? 

Rulf Mavendorf: Obama. 

Ria Bazar: Obama. 

SP: If McCain used Second Life as another platform to campaign and rally do you 
think it would have any impact on the Obama supporters? 

Rulf Mavendorf: NO. 

Ria Bazar: no. 

SP: Do you think that the failing economy in the United States is going to have any 
impact on the economy in Second Life? 

Rulf Mavendorf: Not at all. Second Life stocks have nothing to do with the real 
world. Maybe in 20 years, but not now. 

Ria Bazar: No. 

Rewz Cooljoke: No. 

We would like to thank Sadie Pippita for this special edition of  “Sadie 
on the Spot”.  All of  us here at CASTLE KEEP Magazine would like to 
encourage all of  our readers to be active in the world, and no matter where 
you are from or who you support, vote in your local elections.  Things that 
happen affect us all.  With many governments interested in what is going 
on in virtual worlds, it is not a far stretch to say your choice now in the real 
world could very well effect what happens in virtual worlds. Your vote is 
your voice, in both worlds.










