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On Tuesday 4th  September Linden Lab launched the Second Life Grid. 
Needless to say this caused some initial confusion since everyone in Second 
Life calls the network of servers that run Second Life “the grid” – so what was it 
that Linden Lab was announcing that was different?

In fact it appears that the Second Life Grid is Linden Lab's response to the 
desire of developers and large corporate clients for “white label” virtual worlds. 

These are worlds which can be branded to an organisation's own brand, and 
which can be completely controlled – no X-rated content, passing Ewoks or 
rival companies.

Worlds such as “There”  have already gone down this route. For example 
MTV's Virtual Laguna Beach is built on the There platform. Multiverse  offers 
individual worlds which you build from the ground up. The old Active Worlds
had a well developed model where as well as entering the shared Alpha World 
users could also enter a myriad of private worlds.

Second Life Grid is more a re-packaging of existing services than a new  
product per se. The idea is that whilst technically the servers and systems that 
make up the Grid remain the same, users will be able to have different “views” 
of the Grid. 

We already have the ability to create bespoke registration pages for clients, 
and customised orientation areas that are client branded. With the Second Life 
Grid we expect to see the ability to leverage the same compartmentalisation 
that currently exists on the teen-grid, i.e. “branded” users can be set to only 
see “branded” islands and “branded” content. Their whole experience on the 
Grid will be the brand – not the chaotic consensual experience which is the 
Second Life that many of us have come to know and love.

From a developer's perspective this is all great news. We can use the same 
technologies to build on both the public “Second Life” and on private worlds on 
the Grid. 

For our clients we also think it gives them the best of both worlds. They can 
have a small presence on the public Second Life but then build a private or 
controlled presence with the Grid. 
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There's nothing like a cabin in the 
backwoods of Canada with no 
Internet, no Wi-Fi, no GSM or 3G, 
and barely any electricity (one 
small wind turbine) to give you a 
break from virtual worlds. It's nice 
to be in a place where 
Porcupines and Beavers are just 
animals rather than the latest 
furries to emerge from Luskwood!

But holidays don't last forever 
and virtual worlds certainly don't 
stand still. Linden Labs' 
announcement regarding Second 
Life Grid shows that even the 
biggest players are changing  to 
match user, and increasingly 
business, expectations.

At Daden we've also had our own 
changes. Soulla Stylianou has 
joined us as RL Client Director – 
and been largely responsible for 
pulling this Newsletter together.  

Soulla will be picking up a lot of 
our client relationships to free me 
to focus on business and 
innovation issues – so expect a 
call from her soon! We've also 
persuaded SL legend Simon 
Stevens to help us with our SL 
community relations – and 
fittingly his first article here is a 
report on his trip to the SL 
Community Convention.

So read and enjoy our slightly 
larger (and hopefully more 
frequent) newsletter.

David Burden
Managing Director

Our Newsletter is sent out 
four to six times a year to 
customers, prospects and 
friends of Daden Limited.

To subscribe email:  
subscribe@daden.co.uk

To unsubscribe email:
unsubscribe@daden.co.uk
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Daden Limited

0121 247 3628
info@daden.co.uk
www.daden.co.uk

+++ Stop Press +++
Just as we were about to go to press Linden Lab released more information 
about their Infrastructure Working Group and future plans – see the next 
page for more details about these exciting developments.
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The Infrastructure Working Group (IWG) announced by Linden Lab 
is providing a first glimpse at how the technical foundations of 
Second Life might change over the next year or so. It also gives an 
opportunity for us and other residents to contribute to the technical 
discussion about where the Second Life platform is going.

The current architecture of Second Life is based around a 2 sims 
per server model. The problem is that that server is doing almost 
EVERYTHING to support the users on those two sims. That is why 
even with powerful Class 5 servers we start to get degraded 
performance as the number of avatars and scripted objects 
increases – and why we ultimately hit the wall around 50 users.

We have already seen Linden Lab  take steps to move some 
functionality off the sim servers and onto utility servers. The IWG 
model takes this a lot further – and opens up some fascinating 
alternative models for Second Life deployment.

Of course a lot of this is just at the ideas stage, and some of it may 
not come to pass (especially in 2008), but the direction of travel is 
interesting. Given that caveat the main elements of the IWG that 
interest us are:

� Agent and sim functions handled by separate servers – hopefully 
easing the 50 avatar limit

� Agent and sim servers can be unique to organisations – giving us 
the private worlds envisaged by Second Life Grid (see page 1).

� Far more services handed off to central utilities
� The ability to bring in privately hosted sims, and even privately 

host agent and sim servers

The function that really made us go “wow” though was that of being 
able to run Second Life without being connected to the net. It 
wouldn't be a very sociable world, but it would sure make 
development and testing easier.

Reading around the IWG Wiki gives hints of even more interesting 
future functionality. Not only is there talk of multiple devices, and 
inter-world functionality (SL – World of Warcraft mash-up 
anyone?), but also of multiple currency systems and multiple 
topologies (islands connecting in different ways).

And how big is all this going to get? The IWG also includes a bit of 
material called Project Motivation. It forecasts – unfortunately 
without dates (but we'd guess around 10 years out) – the following 
figures for Virtual Worlds as a whole:

•  60 million regions (probably more)
•  2 billion users
•  50 - 100 million concurrency (on whatever device) 

The introduction of The Grid is a first acknowledgement from 
Linden Lab that corporate clients need the flexibility and control 
that a white label solution offers. The IWG project gives us some 
idea of how technically Linden Lab can not only support corporate 
clients, but also move towards a scalable, high concurrency 
Second Life.

Second Life could now move rapidly from being a consumer 
environment to being a serious business and social tool.

For more information see:
• http://secondlifegrid.net/ 
• http://wiki.secondlife.com/wiki/Architecture_Working_Group
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Daden will be speaking and attending various 
events during the next few months. If you would 
like the opportunity of meeting up with Daden in 
any of the functions listed below please contact 
us at  info@daden.co.uk

Daden will be speaking at the following  
conferences:

24-29 Sept 07
 PICNIC 07
Amsterdam 

23rd October 07
Virtual Worlds Forum 

London

8 November 07 
eDemocracy 

London

6-7 Dec 07
Metaverse Summit

Berlin

Daden will be attending the following events:

25-26 Sept 07
Achieving Real Business Growth Second Life

London

15 Oct 2007
Birmingham Forward Keynote Lunch

Birmingham

23 Nov 07
i-Health Industry Briefing 

Birmingham

29 November 07 
Techno-Footprint: ICT& Sustainability in the 

Public Sector
London

We then use web services to extract a person's location, and libsecondlife (see last issue) to then send the movement instructions 
to the mirror avatar. 

Of course we also need to deal with the problem that the avatar has to navigate through the corridors and doorways of the virtual 
building. We have solved this by creating a route-finding service which relies on a topological map of the routes and locations in a 
building to find the shortest valid path between the avatars current position, and where its real-life counterpart has gone. 

As well as the mirror avatar we have also developed a mirror object solution for tracking objects (e.g. hospital beds, high value 
good, cargo pallets) as they are moved around a building.

One of the projects that we've been working on recently has been to create an 
avatar that moves around a building in response to the movements of its 
“owner” in the real world. 

Such a “mirror” avatar provides a person with a dual existence – they can 
occupy the same place in both the virtual and the real world at the same time. 
Our solution, being created for Serious Games Institute (see below) uses the 
Cisco Wi-Fi location server. This device provides location data to around a few 
metres accuracy of selected Wi-Fi devices in a building. 
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The Serious Games Institute launched on 13th September 2007 
with help from Daden Limited. The Serious Games Institute is the 
first UK establishment to focus on the growing area of Serious 
Games - looking at how games technology can be applied to help 
businesses, educational and other organisations develop. 

Funded by Advantage West Midlands (the Regional Development 
Agency) the Institute is based at the Technopark at Coventry 
University. The launch took place as part of the Serious Virtual 
Worlds conference held at the Institute on 13th - 14th September.

As part of the launch Daden were asked to apply their expertise in 
virtual world to real world integration to come up with a number of 
systems that demonstrated so-called "mixed reality" - where virtual 
and real worlds combine in novel ways – such as the avatar co-
location system described above, and video streaming both into 
and out of Second Life.  
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This is one for the real techies amongst you. In order to get to 
grips with libsecondlife (see above) the Daden team has had to 
learn a new computer language – C# (C Sharp). 

Surprisingly C# is a Microsoft product, however it has been 
growing in popularity since it is now an ECMA and ISO standard, 
and has an emerging open source implementation called Mono.

C# in fact is twinned with another technology – called .NET – and 
between them they represent one of the most advanced 
programming platforms around. C# has built on the lessons learnt 
with Java and C++, and is easier to use than both.

It shares much of the same syntax as Javascript (another ECMA 
standard language). In fact we've been able to lift chunks of code 
from both Javascript and Linden Scripting Language (LSL) and 
paste them in to C# programmes.

And its that link to Linden Scripting Language which is driving us 
down the C#/Mono route. LSL is very restricted in what it will do. 
Linden Lab are working on Mono as a replacement/supplement 
for it. Once that happens developers will be able to do some really 
cool things in Second Life – and we want to be ready.
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Simon's workshop on SL and Disability was well attended
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If you need to be informed, want to be involved, feel the 
need to integrate then interact with us – contact Daden.

On the web: www.daden.co.uk

By Email: info@daden.co.uk

By post:  103 Oxford Rd, Moseley, Birmingham, B13 9SG

By phone: +44 (0)121 247 3628

We’re always keen to have a chat about life, virtual worlds, 
and how we can help your organisation grow.
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Daden Limited is a full service virtual world development 
agency. We do this through four services:  Inform, Involve, 
Integrate and Interact.  We help clients understand the 
virtual world and synthetic environment space, and then if 
appropriate help them to enter the right virtual worlds to build 
better relationships with their clients and market place, and 
to improve their own internal operations. 

Simon Stevens with Natallya Ares and Phil Rosedale of Linden Labs 

SIMON STEVENS FEEDSBACK FROM CHICAGO
Simon Stevens, Community Liaison Manager for Daden 
recently attended the 3rd Second Life Community 
Convention in Chicago. He reports back on his 
experiences In his own words.... 

“More than 900 people from around the world attended 
this years Second Life Community Convention the  major 
event for people serious about Second Life.

The convention opened with a keynote speech from Philip 
Rosedale, the head guy at Linden Labs. He explained his 
vision for Second Life, for example turning boring tourist 
websites into fully interactive experiences. 

He explained ‘we’ were the first guests to arrive at the 
party and that Second Life was going to be bigger than 
the internet. His challenge was turning Second Life into 
something bigger in terms of technology and culture.
 
As my avatar and I are, so far, the only helmet using 
wheelchair users in Second Life, I was easily recognised 
and shared and shared a hug with many Second Life 
friends, including Philip! The community spirit that exists 
in second Life easily transferred into the real world.”

Simon presented a workshop on Second Life and 
Disability which went very well. He also met up with 
Natallya Ares, his Wheelies Manager and many other 
colleagues.

“People argue Second Life is not real but my attendance 
at SLCC proves the friends and colleagues I've made in 
Second Life are as real as anyone else.”
 

Coventry University Launches in SL
The Serious Virtual Worlds Conference in Coventry on 
13th  and 14th  September saw the launch of Coventry 
University's own island.

Daden's engagement with Coventry University dates 
back to the beginning of 2007 when the University first 
put together a task-force to look at establishing a 
presence for the University in Second Life. 

It was felt that staff and students would buy-in to the 
presence better if they built the island for themselves but 
with expert help on call when needed. 

Daden worked with both staff and students to advise on 
building, island management, media usage and the 
creation of scripted devices. Daden also ran a couple of 
clinics to help deal with particular issues, and provided a 
variety of pre-built systems for the island including visitor 
logging and media displays. 

The island was formally opened by Vice Chancellor 
Professor Madeleine Atkins. Her avatar cut a virtual 
ribbon on the University's sim whilst she addressed  the 
Conference. The two conference was also being video-
streamed live into the University's sim in Second Life 
which had over 40 virtual delegates. 


