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Foreword

Yib, the author of this volume, needs little introduction to those who participate
in the virtual world of LambdaMOO. She is a familiar figure to both newbies and
experienced MOOQers as a wizard (administrator) on various MOOs, as a provider of
advice and support to those interested in learning about MOOQOing, as a creative and
industrious programmer, and as a witty and wise contributor to the social life of the
communities in which she participates. Instead, | will use this foreword to say a few
words about MOOs and about the origins of this excellent introduction to them.

For those unfamiliar with these virtual worlds, a MOO is a type of program that
permits multiple users (or players or participants), typically from widely dispersed
sites, to access a shared database simultaneously, via telnet or a client program, and
to communicate and interact synchronically and asynchronically. The environment
is characterized by a spatial metaphor and an architectural motif. Because of these
features, Pavel Curtis, the founder of LambdaMOO, has described it as Oan
electronically- represented OplaceO that users can visit.O

A MOO is a world of words. Participants describe themselves (or, more precisely,
the characters they control) and the objects they create, and it is the text of these
descriptions that players see when they OlookO at one another and at the other
objects they encounter within the virtual environment. Users act and interact with
one another by typing B the objects they create and manipulate and the messages
they send and receive appear as words scrolling down a screen. The users who create,
name, and describe objects may also program them to OdoO something when an
appropriate command is given, each object OrespondingO to a command implied in
its description.

In MOOs, players communicate and interact with one another in various ways.
They OtalkO by typing a command and a message appears as text on their computer
monitors. Players can also depict themselves as gesturing or emoting by typing a
command and a message that displays nonverbal actions. To participate even
minimally in a virtual world like LambdaMOQO, it is necessary to learn the basic
commands that enable communication and interaction in it. And to partake more
fully of the possible experiences there, a player needs to master a more advanced set
of commands.

For many years, | have taught courses about the ways in which people behave
online, especially in virtual environments like MOOs, and as part of those courses, |
have asked my students to enter into the life of LambdaMOO. They are expected to
establish characters there and to learn about the community by becoming
participant-observers in it. They are asked to communicate and interact with other
players, and, as do other participants, they often form friendships with other
MOOQers. Some even become avid programmers. For these experiences, the students
must learn the basics of MOOing and that is hOs Guide to MOOingame into
existence. At my invitation, Yib_began to participate in the online meetings of my
classes, responding to studentsO questions about how to communicate and navigate in



LambdaMOO. She also helped them when they were logged into the community,
responding to a barrage of requests for help.

In the summer of 1999, Yib audited my class in person. As Yib puts it, Ol taught
them about MOOing; they taught me about anthropology.O0 As questions about
MOOing came up, Yib would answer them briefly in class, then, later, she would post
a more in-depth answer to a mailing list that the students could read at their leisure.
This collection of essays was eagerly read by those taking the courses; it became the
students® MOO bible. The topics ranged from technical questions to social
conventions to historical background about some of the major developments in the
social and political life of the community. One day | said to her, OYou know, you
have a book to write,O and she said, OYes, | do.O The iibdlsiSuide to MOOing

For both newbies and veteran playefiOs Guide to MOOingffers the clearest

and most comprehensive explanation of the concept of a MOO and overview of
MOO commands and customs. It has illuminated the world of MOQOing for my
students and me, and facilitated our participation in and enjoyment of the life of
LambdaMOO. We have all benefited greatly from her contribution. And now the
Guide is available to a wider audience. | fully expect that others will get as much
satisfaction and pleasure from her efforts as we have. Everyone interested in
participating in LambdaMOO and in virtual worlds like it owes Yib a debt of
gratitude.

Tower
February 25, 2003
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Introduction

A MOO is a computer program that enables people to interact with one another
in a variety of ways through the use of text. One logs on (as one might log on to any
computer system), initiates action with any of a very wide variety of typed
commands, and reads the results as text displayed on oneOs screen. Often, the
commands one types cause text to appear on the screens of other people who are
using the program at the same time, and, similarly, commands that others type may
cause text to be displayed to oneOs own screen B giving rise to interpersonal
interaction.

The text that one sees immediately after logging on usually includes the
description of a location, often a room within a building (though not necessarily so).
One facet of MOOs is that each one is a textually represented world, such as one
might encounter in a play, a novel, or a non-fiction work about a particular time and
place. Within this represented world, called thiial reality or VR, are many rooms
and other places that one can explore using commands suattas@) ut O, and
Center cottage O, andobjects (presented as textual descriptions) that one can
manipulate using commands such ape® box O, @ok in box O, and téke
surprise prize from box O. When you type one of these commands, appropriate
text concerning the object will appear on your screen. Each person Iogged on to the
MOO also appears as an object represented within the MOOOs frame #tergeor
Many of the available commands are used to depict oneOs represented self as saying or
doing various things within the represented scene. ItOs something like improvisatory
theater, except that you type what you would say or do instead of saying things out
loud or actually gesturing B with the added fillip that because itOs typed text rather
than physical action, you can as easily depict yourself as walking across the ceiling as
dropping a handkerchief.

Like persons performing in an improvised theater scene, the users of a MOO b
usually calledplayers for historical reasons B can interact with one another on a
variety of levels. They can behaas if the stage set, props, and costumed characters
are what they appear to be. In the theater, one might refer to this as acting Oin
characterO. On a MOO, we would say that an action or statement was Oconsistent
with the virtual realityO At any time, though, an actor can break from her role and
speak or act instead as ttezson performing the role. In a rehearsal, she might do
this to discuss a point of how the scene should be played; while not on stage, she
might ask another player if he would like to go out for coffee later. During a
performance, she might peek into the audience to see how full the house is. On a
MOO, everyone is both a participant in the virtual realéplayer) and a person who
is logged onto and using the MOO computer progratyp(st).

Actions (typed commands) which are not consistent with or not intended to
function as part of the MOOOs virtual reality are referred twa¥Ror meta-VR
actions. These actions, while outside the MOOOs frame story, virtual reality, or
theme, are still done within the MOO itself, that is, while logged on and typing
commands, and they are as much a part of MOOing as actions that are consistent
with the virtual reality. Some examples would include typing a command to see who



else was logged on to_the MOO at a particular point in time, a command to change
the description of oneOs represented self, or a command to add a new room or object
to those already available for use by oneself or by other players. MOOG=rare
extensible That the players within a MOO are themselves able to modify and extend
the virtual reality is a central feature of what MOOs are for and about, and sets MOOs
apart from chat rooms, web sites, and other virtual environments.

Much of this book concerns itself with how to investigate and manipulate the
MOOOs virtual reality underpinnings. Let me begin, then, by introducing a few terms.
The MOO serveris the program that runs on a host computer, whose job it is to
handle the connection process, receive typed commands from users, cause those
typed commands to be executed appropriately (much more on this later), and display
resulting text to usersO screens. The Mi@@baseis a structured record of all the
represented items within the virtual reality and all their technical underpinnings as
created and extended by MOO users. A MOOOs database is dividdgeadonhich
are data constructs that are used both to represent things in the virtual reality and in
the meta-VR By this | mean that an object might represent a couch that you would
sit on, in the context of the virtual reality B or it might not represent anything in the
VR but serve as a repository of commands for extending the VR. Every object has
associated with it a set of attributes, cafjexperties which are named pieces of data
that contain information about that object (e.g. its name, its location, etc.). Some
properties are common to all objects, while others are specific to certain kinds of
objects: for example, objects that represent players (people) have a property
associated with them indicating gendewxhile objects that represent pieces of
furniture typically do not. In addition, objects also have associated with them sets of
coded instructions, callegerbs that control their behavior. By creating new objects
within the MOO, and adding interesting properties and useful verbs to these objects,
every player can expand the virtual reality. Players adept at programming can even
create virtual tools designed to modify the virtual reality.

The objective of this book is to provide a comprehensive yet comprehensible
explanation of the many commands, both VR and non-VR, available to users of
MOOs, in hopes of helping people learn the ropes as quickly as possible and get the
most from their MOQOing experience. Part | of the book focuses on commands that
are common to all MOOs based on a particular common starting database called
OLambdaCofe. Part Il provides information specific to LambdaM®ich is the
original and largest MOO in existence today (having between 3000 and 4000
registered users at any given time).

A note about typography: this is partly a book about words that people type into
a computer program and words that a computer program prints on peopleOs screens.

In the beginning, for clarity, if | specify something that you are to type in, | will
put it on its own line, thus:

connect Guest
In the interest of space, though, | sometimes place text that you are to type (or

text that the computer displays) within a paragraph, tonsect Guest

| use angle brackets> as a placeholder for specific information that you fill in
yourself. For example, if | told you to type:

say Hi, my name is <your name>.
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and your name were Sally, then you would type:
say Hi, my name is Sally.

A note about the OSpiv@k pronoung use in this bookThe mathematician
Michael Spivakdeveloped a set of geneeeutral singular pronouns for use in his _
books. They are popularly used on LambdaMOO when one doesnOt know a personOs
gender, or when one is referring to a generic person such as Othe readerO or Oa
MOOerO. They correspond to the familiar pronouns as follows:

E: He/She
Em: Him/Her
Eir: His/Her
Eirs: His/Hers
Emself Himself/Herself

Any other terms may be found in the glossary at the end of the book.

One last bit of reassurance: a MOO is a very rich interactive environment,
providing thousands of different commands that enable people to use the MOO in
many different ways. Because the commands are so many and_so varied, the initial
learning curve can seem quite steep, and people who arenOt comfortable using
computer programs whose interface is strictly text may feel daunted. Please be
assured that MOOs are intended to be arenas of exploration, and that while you may
find yourself confused or uncertain on some occasions, there is nothing you can do
that will mess things up irrevocably. You will learn as much (and hopefully more)
from your own experimentation as you will from this book. Go ahead: Try things!

Introduction 3
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Chapter 1 b The Basics

Getting Started

Learning is active. No amount of reading about MOOs and MOOing can convey
what itOs really like as well as jumping in and doing it! The goal of this section is to
present the basics of connecting to a M@ starting to get your bearings.

First, you must connect to the MOO. The most primitive way to do so is using
telnet The syntax, from a command line host computer, is

telnet <MOO name> <port number >
For example:

telnet yib.moo.mud.org 7777
or

telnet lambda.moo.mud.org 8888

Some telnet applications_ may have you type the MOO name and port number
into a dialog box, then select OConnectO or OOKO.

This is sometimes referred torasv telnet because there is no additional software
between you and the MOO. In some cases, the back&psceoesnOt work while
using raw telnet. Sometimes, even the text you type doesnOt dlsplayI (Some telnet
programs have menus to adjust these things.) Also with telnet, if text is sent from the
MOO to your screen while you are typing (and it often is), the text will appear right
in the middle of the line you are typing, and things get very confusing, very quickly.
For this reason, most people try to obtain a kind of program known as a MOO (or
MUD) client. There are a variety of client programs available, and your choice of a
client will depend partly on what kind of machine or operating system you are using
to connect to the MOO. Client programs are not part of the MOO per se, but greatly
enhance oneOs MOOing experience. | strongly recommend them.

The most important thing that a client does is separate, in some way, the text
that you are in the middle of typing from text that the MOO is sending to your
screen. Some clients have a small window at the bottom of a main window; others
keep shifting your line down and inserting received text above it. The rest is frosting:
Some show the text that you type in bold face, for example. Most let you use a scroll
bar or other command to review previously-displayed text; some provide fancy
editing capability, and so forth, but the main thing is to be able to see straight (so to
speak). Some well-known client programs include PyabkiOO, MUDDweller, and
emacswith mud.el. To find a client thatOs compatible with your computer, |
recommend using an Internet search engine suaiwagoogle.com and searching
for MOO clients

The first time you visit a MOO, you will connect as a gugstests have limited
privileges (they canOt receive MOOmall for example), but are equipped to do all the
basics of communicating and getting around. 1tOs usually a good idea to visit a given



MOO a few times as a guest before requesting a charaztget a feel for the place
and the people and then decide if you actualgnt to get a character there.
Characters can select their own names, and usually have at least limited building
privileges.

Please read the welcome screen.

After doing so, type:

connect guest !
If you do use a client, you will probably have to specify the MOOOs address in a

set-up window. The specifics of how to do this are different for each client and
beyond the scope of this book.

A good place to find out about many of the MQBat are available is RachelOs
Super MOO List at:

http://cinemaspace.berkeley.edu/~rachel/moolist/index.html.

On most MOOs there will be some information that you are invited and

requested to read when you first connect. First, you may be instructed teltype
at any time for assistance. You may then be informed that there is newaravs

instructed to typeews or news new to read i After that (on LambdaMOO), you

1 Since you are logging in anonymously, you may be asked a few additional questions. Take the time
to read and answer them.

Most MOOs permit more than one guest to be logged on simultaneously. Your actual guest name
might be something like OGreen_GuestO, or OBlue_GuestO.

2 If you donOtuse a client progranthere are certain commands that you will want to be aware of
from the very start.
First, you will need to specify the size (height in lines and width in characters) of the screen or
window you are using. To specify the height of your screen, type
@pagelen <number>

Many screens have 24 lines.

To specify the width of your screen, type
@linelen <number>

Many screens have a line length of 80 characters; if yours does but things still look funny, specify one
fewer characters than are actually displayed on a line.
Finally, type
@wrapon

This will prevent words from being broken in the middle across line breaks.
If you do these things, then when your screen gets full, you will be prompted t@typeto cause
more text to be displayed.

If, after getting a character (see the section on requesting a character and getting settled4j, page
you switchfrom using raw telnet to using a cliegbu will probably need to type the following:

@pagelen 0
@wrap off

Doing this will prevent the MOO from prompting you to ty@enoreevery time your screen gets full
(because now the client lets you scroll back). Most clients separate lines at word boundaries, so typing

8 Basics



are invited to typetutorial  for an introduction to basic MOOing, and requested to
type help manners and read the text presented if you have not already done so.

This is an awful lot of stuff to read. | recommend you proceed in the following
sequence:
Skim help manners or help rules or any indicated text about the way you

are expected to behave. There will likely be several things in it that may not make
sense at first, but MOOers will often expect you to have read it anyway. On the first
pass, your goal should be to get what you can from it, note the vinmwolssf things

that are in it, for future reference, and to realize that the commigesave formal
expectation®f its members and guests.

If a tutorial is indicated, do that next.

Then, typehelp just to see the basics of the online help system. If a topic grabs
your interest, go ahead and read about it by typing:

help <topic>

If there is a newspaper, read it, by typimmegvs. If an obvious exit is indicated,
try it. Welcome!

When you are ready to disconn&am the MOO, type:
@quit

Basic Communications

This section explains various ways of interacting with other people on a MOO.

Say

The most fundamental communication command on a MOO is sHye
command, and this is what to use if you want to say something to someone who is in

the same room as you. If Yib types:
say Hello.

Then Yib will see on her screen:
You say, "Hello."

And everyone else in the room with Yib will see on eir screen:
Yib says, "Hello."

@wrap off relieves the MOO itself of that task and may speed up the MOOOs response time slightly, which
is desirable.

Basics 9



The say command is so basic, and used so much, that it has an abbreviation
which is the double-quote charactép.( If Yib wants to say that she likes to tap
dance, she can type:

"I like to tap dance.

and she will see on her screen:
You say, "l like to tap dance."

and everyone else in room when Yib says this will see on eir screen:
Yib says, "l like to tap dance."

Notice that when using this form of the command, you do not type a close-quote
character at the end. The system appends one automatically.

Emote

Sometimes you might want to express something non-verbal, such as a feeling or
a gesture. It might seem awkward to say, Ol feel happy and am smiling.O For this
situation, use the emote command. This command will prepend your name to
whatever you type after it. For example, if Yib types:

emote feels happy.
Everyone in the room (including Yib) will see on eir screen the line:
Yib feels happy.
Notice that Yib typed her sentence in the third person. If she had typed:
emote feel happy.
Then everyone would have seen the line:
Yib feel happy.

The emote command, too, is used so much that it has a single-character
abbreviationwhich is the coloi ). So Yib could type:
‘feels like dancing.
and everyone in the room (including Yib) would see on eir screen:
Yib feels like dancing.

There is a difference between emoting things and actually doing thiegs
actually interacting with objects on the MOO. Suppose Yib is holding an object
called Olinen handkerchiefO. If Yib emotes the line:

:drops linen handkerchief.
Everyone in the room would see the text line:
Yib drops linen handkerchief.

10 Basics



But Yib wouldnot in fact have dropped it. If one were to look at the room Yib
was in at the time, one would not see the handkerchief there. If Yib had instead
typed:

drop linen handkerchief

then the objectinen handkerchief , would actually move from Yib to the room

that Yib was in. This is a fundamental concept (though perhaps a subtle one,
especially at first): whether one Omerely generate® text whether one causes a
change in the database, e.g. changes the location of an objectcoMd emote
dropping an elephant, or lifting one, and the text would print out, regardless of
whether or not there actually was an elephant in the vicinity.

A special form ofemote _is the double colorf: ) It is just like a regulaemote
except that a space doesnOt appear after your name. A typical usage would be:

:I's new hat is of truly astonishing dimensions!

Yib's new hat is of truly astonishing dimensions!

Many MOOs have a collection of short cut commands suetaes<person>
or hug <person> , which can be used for frequently-depicted actions such as waving,
hugging and so forth. People who get spoiled with these short cuts often neglect
emote, but it remains one of the single most flexible and expressive commands on
the MOO.

Directed Say

Typically, when a room has a large number of people in it, the conversation
tends to break up into several conversations going on at once. ItOs impractical to
listen to everyone talking at the same time, and people donOt. On a MOO, every
utterance and gesture appears on a line by itself, so, in theory, one could keep up
with everything, even in a crowded, noisy room. In practice, however, MOO
conversationslso tend to break up in crowded rooms, and itOs typical to follow what
one or a few people are saying and tune out the rest. To facilitate this, there is a
command that is generally referred to disected say To direct a remark to a
particular person, begin your line of text with a das) then, without typing a
space, type the name of the person you wish to address, then a space, then your
remark. For example, Barthight direct a remark to Yib by typing:

-Yib My, what a lovely hat you have on!
Everyone in the room (including Barth and Yib) would see the line:
Barth [to Yib]: My, what a lovely hat you have on!

3 Different MOOs may or may not provide this automatically to brand new players. LambdaMOO
does, using a kind of object calledfeature object(FO). (Feature objects are explained in the section
beginning on pagél.)

Basics 11



Whisper

You might want to communicate something to one person only, without others
in the room being aware of it. For this there iswhé&spercommand. The syntax of
this command is slightly different than the other communications commands, in
that you have to put quotes around the text you wish to transmit. HereOs an
example. Nintypes:

whisper "Meet me in the hot tub in two minutes.” to Yib
Yib sees:
Nim whispers, "Meet me in the hot tub in two minutes."

Nim sees:
You whisper, "Meet me in the hot tub in two minutes." to
Yib.

No one else in the room sees anything of this exchange.

Page

ItOs often the case that one wishes to communicate with someone who is logged
on but not in the same room. For this we havepdyge command. The syntax is
page <person> <message> . If Boo were in a room called Quiet Place and
wanted to greet Yib from afar, she might type:

page Yib Hi! Been up to any mischief lately?

Yib would see:

You sense that Boo is looking for you in A Quiet Place.
She pages, "Hi! Been up to any mischief lately?"

Boo would see:
Your message has been sent.

Because this is virtual reality, and because the players themselves can change the
way it works, even simple commands likege can give fun and interesting results.
For example, Boo can adjust the text that appears in the first line that a person sees
when she pages em. For example, she might set it to say, OBoo tosses you a poison
dart with a message attached.O Yib can adjust the text that someone_paging her sees
when the message is received. For example, she might set it to say, OYib adjusts her
glasses and reads your message.O (How to do this is explained in the segment on
setting messages, beginning on page

12 Basics



Remote-Emote

Sometimes, instead of paging, one wants to gesture from afar, and the name

given to this isremote-emote . The syntax for this command is<player>
<text> . If Yib were on top of the observatory dome and wanted to wave to
Tartan_Guesfrom there, she would type:

+Tartan_Guest waves.

Tartan_Guest would see:
(from On Top of the Observatory Dome) Yib waves.

Yib would see:
Tartan_Guest has received your emote.

Like_emote, this command is very flexible, but doesnOt actiméinything, i.e.
it doesnOt change the database. If | were to remote-emote to Klaatu:

+klaatu hooks you with her fishing pole and reels you in!

Klaatu would see the text, but would not in fact be reeled in anywhere, and
would remain wherever he was. This distinction is important, becauseoolde
make a fishing pole object, and endow it with verbs that moved other objects (e.g.
fish, or other players).

Channels

Channels on a MOO are kind of like channels on a CB radio. The idea is, you
tune to a given channel, and you and everyone else tuned to that channel can
communicate with one another even though you may all be in different locations.
One difference between a channel and a real CB radio is that with a real CB radio,
everyone present in the room can hear it. On a MOO, only those connected to a
channel can listen to it, even though others may be present in the room. There are
public channels that anyone can join, and private channels that have restricted
access. Channels are quite popular and many MOOs have them, though they are not
included as part of LambdaCoreDetails on how to use channels on LambdaMOO
are given in the section on LambdaMOO Feature objects (sepgge

Recording Communication

All of these commands (say, emote, directed-say, whisper, page, remote-emote
and communicating on channels) are examples of communication that occurs in real
time, i.e., the information is received at the time of transmission rather than stored
for retrieval at a later time. In general, communication of this sort is of a transient
nature, although it is stored in the computerOs Random Access Memory §RAN
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protected by copyright. Players can issue a comm_al@p'@__ranoid ) to keep the N
most recent several lines available for closer inspection. Furthermore, many playersO

client programs save arbitrary numbers of lines which can be viewed in the client
window by scrolling back. It is also possible for players to save (fogsscripts) of

MOO sessions to a file on disk. In theory, only the guests and players in a particular
room are supposed to be privy to conversation that occurs in that room at that time,
but such is rarely the case in practice. It is technically possible for conversations to be
bugged. Occasional overt Obugg@ings tolerated, (for example a player might
participate in a conversation remotely via a surrogate called a OpuppetO), but this
practice is generally discouraged. Covert bugging, also called G3pigngenerally
discouraged, and is rare. The commamsiveepis provided for those who wish to
check to see whether a listening devgeresent.

Requesting a Characterand Getting Settled In
The Initial Request

Different MOOs have different registration policies. LambdaMf@Quires that
each player provide a valid email address and its administrators take pains to ensure
that there is only one character per typist, or else that multiple characters are duly
cross-referenced to one another. Other MOOs may have less restrictive policies.

The usual syntax for requesting a charaocteany MOO is:
@request <name> for <email-address>

For example:
@request Cinderella for cindy@fireplace.com

Read the questions carefully, and answer straightforwardly. Depending on
which MOO youOre on, the system may check your connection site and compare it
against the email address you give. If they donOt match, it may ask you for a brief
explanation. If you already have a character and are requesting a second (this is
permitted on some MOOSs, not on others), it may ask you to verify this fact, and/or
explain how it might be that there is already a character with the email address
youOve specified. Some MOOs disallow certain email addresses, specifically those
from providers that are known for giving free, anonymous email accounts. If you
have multiple email addresses, you may be asked to provide them.

The questions that are asked of you in @equest process come in three
forms: YES/NO questions, single line answers, or multiple line answers. If you change

your mind about answering any question at all, type:
@abort
(Note that if you are in the middle of a multi-line answ@abort must be on a

line by itself.) For the multiline answers, you may type in as many lines as you need
to. A line, for the purpose of this discussion, is an arbitrary amount of text

4 David JacobsarODoing Research in Cyberspace,O Field Methods, 1999, 11:2:;127-145.
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terminated by th&enter> key. To end your answer, type a periodl gn a line all

by itself (and then press tkenter> key again). Sometimes further explanation is
needed. In such cases, you will be given a regular email address to use for providing
it.

Soon you should receive email at the address you provided, containing a
password and verification of the player name you requested, or notification that the
name you requested was already in®uda. either case, the character you requested
will also have an alias of the foriew-Player-<number>  e.g.New-Player-58337
The password is case-sensitive, i.e. you must type it in exactly as given. You are not
stuck with the namBew-Player-<number> . After you connect initially (and at any
time thereafter, as often as you like), you have the option of changing your name to
anything you like. Suppose the name OCinderella® was already in use, and our
intrepid typist received email saying that e had been given a character with the name
ONew-Player-583370 and password OOgkM20.

The first order of business is to log on. Our typist would connect to the MOO,
see the welcome screen, then type:

connect New-Player-58337 OgkM2

There are a variety of things to do from this point, and the sequence isnOt
essential. Two obvious things are to decide on a different name, and to change the
password to something thatOs easier to remember.

Changing Your Password, Changing Your Name, Adding Aliases

Passwords have to be more than four characters long, and are not permitted to
be common English words. One scheme is to select two English words and run them
together, for example, ORubySlippersO. As always, passwords are case-sensitive. To
change your passwardype @password <old-password> <new-password> . So
our typist would enter:

@password OgkM2 RubySlippers

Now letOs consider a name change, and perhaps some aliases. First, youOll want
to cast about and see if the name youOre considering is already in use, since names
have to be unique. To do this, a/ou can use@mdocommand. Suppose we want to
see if the names ODrusillaO and OPrunellaO are taken.

You type:

5 LambdaMOO is under certain population-growth restrictions, and so it is possible that your request
will be added to a queue, there. At the end of@hmneguest process, you will be told what your place in
the queue is. Most times, the queue moves along fairly briskly. You can check youastafien as you
like: To do so, log on as a guest, then type:
@go registrar

Then,check status on <email-address> using the email address you gave when you requested
your character. The person requesting the character Cinderella, for example, would type
check status on cindy@fireplace.com
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@who Drusilla

And you see on your screen:

Disconnected

Player Last Disconnect Location

bbbbbbbbbbbbbbbbD DHPbPPDPDDPDDDDDDDPDDDDD DDbPDbbDbDbPDDD
Werebull (#58806) Sun Sep 19 02:30:42 1999 EDT The Pasture

This indicates that the character Werebull already has ODrusillaO as an alias, and
therefore that name is not available to you. LetOs try Prunella:

You type:
@who Prunella

And you see on your screen:
"Prunella” is not the name of any player.

Success! To change your namse the@rename command, as follows:
@rename me to Prunella

Names of players are not case-sensitive. Your name will appear as you type it in

when you use th@rename command, but someone typi@who pRunelLLa would
still find you.

You are not limited to one name. You might, for example, want to use OPrunieO
as a nickname. As before, the first thing to do is to see if that name (alias) is already
in use. You type:

@who Prunie
And if youOre lucky, youOll see:
"Prunie" is not the name of any player.

To add a namegas opposed to changing your name), use @seldalias
command:

@addalias Prunie to me

If you later decide you donOt like that nickname so much after all, you can
remove it as follows:

@rmalias Prunie from me

Describing Yourself

The description you give yourself is what people will see when they look at you.
Use the@describe command as in the following example:
@describe me as "One of Cinderella's two wicked step

sisters. Her beauty, such as it is, is as cold as her
scheming heart."
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Type in the whole description as one long line (even though it shows as multiple
lines in the example).

Notice that the description is enclosed in double-quote marks. This is optional,
except that it happens to be the case that if you omit them, there will only be one
space between sentences, even if you type two spaces between each sentence. If you
use the double quotes, there will be as many spaces between sentences as you type.

If you find that youOve made a typographical error in describing yourself, you
have two options. One (easiest if your descript@mOt too long) is t@describe
yourself all over again, as above. You can revise and re-enter your description as

many times as you like. The other alternative is to learn to use the note editor (see
the section that begins on p&i#@ andedit your description

As you meet other players, you will notice that some of them have multi-line
descriptions You canOt get a multi-line description v@tescribe . This is another
incentive to learn to use the editor, as it is the best way to create a description that
has more than one line (paragraph).

Sooner or later you will undoubtedly encounter someone who reacts or responds
to the fact that you looked at em. Certain player classes provide the ability to be
notified when someone looks at you; this is generally referredltmladetection and
it can be disconcerting the first few times you encounter it. In general, it is
considered poor form to give someone grief for looking; some people assert that it is
rude even to mention that one knows someone looked. In contrast, some players not
only notice when someone else looks at em, but in addition broadcast a message to
the room, such as, OOliver notices PrunellaOs glance and smiles at her,O or worse,
OPrunella looks at Oliver and smiles.O The second form is worse because it should be
up to Prunella to decide whether she smiles at the sight of Oliver or not. Perhaps it is
PrunellaOs nature to sneer, instead, and she should have the right to specify that.
MOOers are not united in their opinions on this issue, although most would probably
concede that broadcasting a message to the room every time someone looks at you
becomes boring fairly quickly.

Setting Your Gender

MOGOs offer a variety of gender options. You can use@bender command in
two ways. If you type it on a line by itself:

@gender

The system will tell you your current gender setting, the pronibassociates
with that gender, and will show you a list of available genders. To set your gender,

use the@gender command with armrgument(see the glossary for an explanation of
what an argument is), e.g,

@gender female
In this case, the system would display:
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Gender set to female.
Your pronouns:
she,her,her,hers,herself,She,Her,Her,Hers,Herself

Since there is no way to tell, online, whether someone is telling the truth about
eir gender, we sometimes speak of a player as OpresshtingleO or Opresenting as
femaleO.

Setting a Home

When you disconnect from the MOO (using the comm@ngdit ), your player
object is returned to itsome on the MOO. Players who have not otherwise specified
a home are returned to a default location. (On LambdaMOO itOs the Linen Closet.)
There is nothing wrong with keeping the default player start as your home. Many
players do this.

Another option is to find a room that will permit you to set your home there (to

do so, go to the room and typesethome). There is no penalty for trying to set your
home to a location where that is not permitted. You will simply be given a message
instructing you to ask the owner to make you a resident of that room. If you are the
owner of a room and someone else wishes to set eir thmres and you wish to let

em do so, the command is:

@resident <player or object>

To see a list of your roomOs residents, type:
@residents

To remove someone from the list of residents type:
@resident I<player or object>

A third option is to create a honfer yourself. Most players do this eventually.

To do it, you would use th@dig command. For an in-depth discussior@afig and
related commands, see the section on building, starting orv@age

Suppose Prunella wanted to create a home for herself named OThe Crystal
PalaceO. She could type:

@dig The Crystal Palace

The system would then create a new room object, would set Prunella to be the
owner of this room object, would set the name of this room object to OThe Crystal
PalaceO, and would print a message to Prunella saying that the room had been created
and informing her of its object number. A detailed discussion of objects begins on
page37.

The Crystal Palace (<object-number>) created.

To get to her new room, Prunella will have to teleport there, using the object
number that the system just printed out for her. If the object number were #29370,
for example, she would type:
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@go #29370

After arriving, Prunella could type:
@sethome

and then that location would be her new home. She would be in that room when
she connected, and would be returned to that room when she logged off. She could

also go there at any time by typing tiltesne command:
home
The room would start off with no description. Prunella could give it one with
the @describe command. First she woul@gothere, then she could type:
@describe here as "You are in a magnificent palace, as warm
and inviting as its name suggests."

If Prunella ever forgot the object number of her room, she could type:
@audit

And that would show her a list of objects she owns, including herself and the
room she had just created.

Unexpected Greetings

Sooner or later, someone will greet you (typically with a page or a remote-emote)
within moments of your logging on. How do they do this? Therefaatare object
(see pagetl) that lets one designate interesting players, and which will notify one
when an interesting player connects or disconnects. These arelagilledatchers
Most MOOs have some version of a login watcher.

Another thing that may seem disconcerting is that people may know that you
are new without your having told them. 1tOs more than just being an unfamiliar face.
The @agecommand tells how old a person is in terms of the MOO.

Eventually, you will become familiar with these commands, and take such
spontaneous greetings in stride, or even start making them yourself!

® On LambdaMOO, itOs feature objan222 .
70On LambdaMOO, other commands to find out about playersO ages are on Carrot®s Social Interaction
Feature (#36714).

Basics 19



Chapter 2 b How Do They Do That?

Overview

After youOve visited a MOO a few times, requested a character, and started to get
the hang of communicating with others, you will undoubtedly begin to notice that
thereOs a whole lot more to MOOing tkan andemote :

You will find that MOOs have different rooms and locations to explore.

You will learn that there are commands you can type that will cause some of the
depicted objects to behave in various ways.

You will undoubtedly have seen maolyject numbergindicated by the-sign).

People may arrive and depart in showers of sparks, clouds of smoke, or a burst of
flame, and you may begin to wonder, OHow do they do that?O

YouOll soon discover that the more experienced players have a great many
commands available to them that you do not.

While you donOt have to know the particulars of how a clutch works in order to
drive a stick-shift car, a basic knowledge of how the clutch pedal, gas pedal and gear
shift interact will make the going much easier. Similarly, you donOt have to know
how to program to enjoy MOOing, but a knowledge of some of the underpinnings
will enhance your MOOing experience.

This chapter introduces several of these advanced techniques; the following
chapter discusses some of these things in greater depth.

A Very Brief Introduction to Objects

A MOO is a multi-user domain that includes a programming language that
anyone may use to extend the domain. The particular kind of programming
language that MOOs use is calleddject-orientedanguage, and as you explore the
MOO, you will encounteobjectseverywhere.

What you need to know about objects at this juncture is that they are there. Itis
also helpful to know that every object has a unique number that identifies it. If you
buy something from a mail order catalog, you might call and say, O10d like to buy one
frizzlebopper, please,O or you might say, OlOd like to place an order. The first item
number is #4612.0 Object numbers on a MOO are like item numbers in a mail order
catalog.

There is an in-depth discussion of objects beginning on3¥age
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Exploring an Object-Oriented World

Text-based virtual worlds generally have an underlying metaphahemne
When you first connect, you typically see a description of where you are within that
world. It might be an open field, the deck of a space ship, a room in a house, or the
reception area of an office building. W.ithin the world described by the words on

your screen you can explore and interact with the various things and people you
encounter there.

To see a description of the room you are in at any time,ltgge, which can be
abbreviated to the single-letter commaind,

LetOs suppose that youOve logged onto LambdaMOO for the first time, and have
opted to begin in the quiet location. After seeing all the information about news, the
tutorial, andhelp manners , you may want to have another look your surroundings.
Type:

look

You will see the following text:
The Linen Closet

The linen closet is a dark, snug space, with barely enough
room for one person in it. You notice what feel like
towels, blankets, sheets, and spare pillows. One useful
thing you've discovered is a metal doorknob set at waist
level into what might be a door. Another is a small button,
set into the wall.

Now letOs look at some things that are in this linen closet. If youldgpe,
towels (orltowels ), you will see:

You can make out the outline of some towels, but it's too
dark to tell what color they are.

This is nice, but not especially interesting; how about the blankets?
| blankets

You can make out the outline of some blankets, but it's too
dark to tell whether they are flannel, wool, or electric.

Well, so far, so boring. But not as boring as it could be, actually. Someone, in
fact, went to the trouble of writing text for you to see if you look at the towels, the
blankets, the sheets, the pillows, the button, or the door. Most rooms, as a matter of
practicality, have some things that are merely mentioned in the roomOs description,
and others that actually exist as things with descriptions in their own right. Suppose
the author had elected not to include the pillows as something you could look at. In

response topillows , Yyou would see:
| see no 'pillows' here.
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The author of the linen closet mentions two things as OusefulO: a doorknob and a
button. Buthow are you to make use of them? You might think to try typing

doorknob or push button , and if you were to do so, something would happen in
either case. Before you leave the linen closet, though itOs worth knowing that you

donOt have to guess about which objects are interactivehow to interact with
them; the commandxamine exists to enable you to determine that. If, instead of
typing look button you were to typeexamine button , you would see the
following:

button (aka #53344 and button)
Owned by Groundskeeper.
A small black button, set into a tarnished bronze plate on
the wall.
Obvious verbs:
press/push/poke button

Theexamine command can be abbreviatedetam. Exam doorknob vyields:

doorknob (aka #79708, doorknob, and knob)
Owned by Groundskeeper.
You see a plain metal doorknob.
Obvious verbs:
turn doorknob

LetOs consider each of these two instances. Both the button and the doorknob
are objects which means that they exist as things within the MOO and arenOt merely
mentioned in the text of a roomQs description. The first line you see after examining_
an object is a list of the objectOs aliases, and the objectOs number. (For now, itOs
perfectly fine to ignore the object numbers, but referring to an object by its number
always works.) The button has only its object number and its name (ObuttonO) as
aliases, but the doorknob also has the alias OknobO, so the casual user ¢ould type

knob and ﬂet an appropriate result. The second line you see tells you who owns the
object. is, too, you can ignore for now, but if the button or doorknob were to

malfunction in some way, the approprlate person to notify would be Groundskeeper,

who owns these objects. Then there is a list of OobviougOve(i®s a mystery to me

why objects arenOt called OnounsO or why verbs arenOt called OcommandsO, but thatOs
the way it is.) Verbsare commands that you can use to manipulate objects. (The

word OverbO has a broader definition in MOOSs, but itOs sufficient, for now, to think of

it as the name of a command B something you can do with or to an object.) In these

two cases, you could either turn the doorknob or push the button. It is an

idiosyncrasy of MOO syntax that definite and indefinite artialesusually omitted.

I will note here that there are inconsistencies within the MOO as to how you can
tell, within a room, what objects are in it that might be interesting or useful, and this
is because different rooms are programmed differently. Every room has a mechanism
(i.e. a program) associated with it to display its contents. Early on, most rooms
displayed their descriptions and contents like this:

Guest Cottage Porch
You are on a breezy, screened-in porch. A rocking chair and
a porch swing invite you to stay and relax for a while. A
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screen door leads west into the cottage; steps lead down to

the lawn.
You see glass of lemonade and harmonica here.
Yib and Bartlebooth are here.

First is the name of the room, then the roomf)s description, then a list of non-
player objects in the room prefaced by the words, OYou seeO, then a list of the players
present. With such a scheme, a player might reasonably pass up trying to examine
the rocking chair, the porch swing, the screen door and the steps, and would zero in
on (and examineglass of lemonade andharmonica , hoping, perhaps, to be able
to drink lemonade andplay harmonica . Said visitor to the guest cottage porch
might also be moved to greet Yib and Bartlebooth.

At some point, it became possible for rooms to be dark, because some rooms are.
The coat closet and the linen closet on LambdaMOO are two examples of dark rooms.
These rooms specifically donOt list the items or people who are present, unless theyOre
also mentioned as part of the text of the roomOs description (like the towels in the
linen closet).

Later developments in room technology enabled statements about some objects®
presence to be integrated into a roomOs text description. So, for example, if the guest
cottage porch were an integrating rqomind a model of the gazebo had an
integrating message on it, it might look like this:

Guest Cottage Porch

You are on a breezy, screened-in porch. A rocking chair and
a porch swing invite you to stay and relax for a while. Off

to one side is a model of the gazebo. A screen door leads
west into the cottage; steps lead down to the lawn.

You see glass of lemonade and harmonica here.

Yib and Bartlebooth are here.

Anytime the model of the gazebo was moved to an integrating room, the
sentence, OOff to one side is a model of the gazebo,O would appear in that roomOs
description rather than in the list of objects that conventionally follows the text
description.

Another type of room is the detailed room, whereby an owner can add extra
descriptions, so, for example, if a roomOs description mentioned wallpaper, you could
type look wallpaper and get some extra detail, even though there wasnOt actually
anobject namedwallpaper in the room. So in some rooms there are objects whose
presence is not obvious because a room is dark, or there are objects whose presence is
not obvious because the objects are integrated into the roomOs text desamiption,
there are Othings you can look atO (in detailed rooms) that arenOt actually objects at
all. Each of these developments was seen as an improvement at the time. Detailed
roomswere thought to be OricherO than rooms that had single, simple descriptions.
Integratlng rooms were thought to Oread more naturallyO than rooms that appended,
Orou see <stuff> here ,O at the end of their descriptions. All | can say is, bear

with it, and when in doubgxamine . Eventually you get a feel for it.

To summarize, therook or | to see a description of the room you are in at any
time. Look <object> or | <object> to see the description of an object, if there is
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such an object in your vicinityExamine <object>  or exam <object> to see a list
of its aliases, find out who owns it, and what, if anything, you might try doing with

it.

Moving Around in a MOO

MOOs generally depict a spatial or architectural metaphor. When you first
connect, you are in a room b either the room designat&dlagsr_start _(by
definition the place where players start), or in another room that youOve created
and/or set as your home.

There are two basic modes of moving araufidhese are generally referred to as
walking andteleporting Another way of thinking about them might V& (Virtual
Reality) and non-VRor meta-VR ways that transcend or break the frame story of the
virtual reality.

In the computer games Adventusad Zork in which MUDs and MOOs have
their roots, most travelling was done using compass direct@ors sometimes OupO
and OdownO). You might see, for example, words to the effect that there was a house
to the east, and you would type the commamadt or e to enter the house.
Although many people find the notion of moving in compass directions non-
intuitive © when | leave my house | simply go out the front door without thinking
OnortheastO B nonetheless compass direction exits are still in frequent use in MOOs
today.

Most room descriptions whose exits are named for compass directions_will give
cues to that effect. For example, part of the description of LambdaMOQOOs library
alcove reads, The library itself is back to the east. A spiral
staircase leads up. O You might reasonably expect that typeagt would
move you to the library and that typingp would move you up the stairs, and you
would be right. It is possible to look before you leap, so to speak. You calndipe

east or | east Dbefore typingeast . Failing to look is rarely of consequence, but
LambdaMOO builders are strongly encouraged to give their exits descriptions, and

from time to time thereOs an especially good one. ItOs worth knowing that the
descriptions are there, at any rate.

On_some MOOSs, you can typelp map to see a mapf the MOOOs main area
or area& There are also some non-VR ways to check for available aaxitgyet your
bearings. You can typ@waysfor a list of obvious exits from the room you are in.
Exits can have other names besides compass points and OupO and OdownO. Some

are intended to be intuitively obviousog©O, for example, from LambdaMOOOs coat
closet and linen closet), and some are obscwent(©Q from LambdaMOOOs kitchen

8 On LambdaMOO, there is an atlas the mantel in the Living Room (to use it, go to the Living
Room, typetake atlas from mantel , andexamine atlas to see its commands). There is also a copy
of it on the geography shelf in the library.

You can also add the Compass Rosette Feature Object (#23824) (seélpage224) and then type
@rose. Obvious Features (#41975) has the comn@insl for Olong-range-scanO which lists all the rooms
within three exits of your current location.
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will move you into the vent system from there). Though not the norm on
LambdaMOO, some areas there and on other MOOs use non-compass exits primarily,
and often the names of these exits are capitalized within the text of a roomOs
description.

Thego command lets you string multiple exits together. Typing:
go north west

is the same as typingprth andthentypingwest. You can also abbreviate exits in
combination with thggo command. From LambdaMOOOs living room, for example,
you can typeggo nw and wind up in the dining room as if you had typed each exit
name separately.

A later development was the concept of a room-within-a-room, and there are two
major implementations of this idea: one isantainer room that B as you might
expect B is a hybrid between a room and a container. Like other containers, you can
open and close it, and can put things into it (including people!). In addition, since
such a room imside another room, instead of entering it via a conventional exit (i.e.
an exit that you simply type the name of to use), you must enter the container room
explicitly. The dishwasher in LambdaMOOOs kitchen is an example of this kind of
room. If no one is around to stuff you in, you can check out the inside by typing:

open dishwasher
enter dishwasher

Sometimes it doesnOt make sense to open and close a room as if it were a container,
and so someone developed a portable rotmat wasnOt container-like. By
convention, you go into such a room by using ¢heer command, e.genter
helicopter

In either case, with portable rooms or container rooms, you can leave by typing
eitherexit_ or out . (Most of them will also let you tygeok out  from within, to
see whatOs outside.)

There are other ways of getting around that are said to be Oconsistent with the
VRO. These include elevators, trains, planes, paintings that transport you to the
places they depict when you gaze at them, and so forth. Rooms that can be reached

exclusively by conventional exits or in ways that are consistent with the VR are said
to beconnected

Teleporting

Teleporting is a way of moving around that ObreaksO, OviolatesO, or ObypassesO
the virtual reality, which is another way of saying that it is a way of going from one
room to another without using conventional exits or other VR means. The three
most commonly used commands to do this@jen , @gq andhome’. Notice that

° In the early days of LambdaMOO, teleportation in the form@jpdin and @go didnOt exist.
Morpheusmade a generic ring of teleportation which functioned in a way somewhat similar to the way
@addroom works today. Eventually everyone had one. At that time, quota was object-based rather than
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two of these commands begin with tsign a common signal that a command is
not strictly VR.

Suppose you are in the LambdaMOO library and your friend Wengdggis you
from the pool. He pages, OCome on down, weOre having a party!O Maybe you donOt
want to take the trouble of going south to the corridor, west (four times) to the
entrance hall, south to the living room, southeast to the deck, and then south to the
pool deck. Or maybe you donOt know the way. At any rate, on this particular
occasion, you just want to be there already and not take all the time and trouble of
walking. You can type®join Werebull and voil™! You instantly join him wherever
he is (in the swimming pool, in this case).

On another occasion, you might want to teleport to a particular room (regardless
of who might already be there) without going to the trouble of walking, and for this
there is the@gocommand. In this case, you will need to specify the room to which
you wish to teleport, and this is one case where all those pesky object numbers
beginning with the #-sign come into play. To teleport to a distant room, you will
generally need to specify that roomOs number. For example, to go to the foyer of the
LambdaMOO Museum, you would type:

@go #50827

How do you find out a roomOs number? Several ways. You can ask around. If
itOs a popular room, many players will know the roomOs number by heart and will be
able to tell you. If you are in a room, you can find out its number for future reference
by typing exam here . You might read a roomOs object number in other written
references to it, and it is for this reason that written references to rooms (and other
objects of general interest, for that matter) usually include the object number.

Remembering Rooms® Object Numbers

Since teleporting is so common, and since remembering all those object numbers
is so cumbersome (for most people, anyway), there is a facility for you to associate the

name of a room with its object number and store that information, an@dbe
command is able to use that list. The three commands for malntalnlng your list of

rooms are@rooms, @addroom, and@rmroom These commands are provided as part
of LambdaCore

Suppose you are exploring, find the foyer of the LambdaMOO museum, and
think that you think youOd like to return to that location to from time to time. While

there, you could type:

byte-based, which means that people were limited to a certainrfixeberof objects (ten, | think it was),
regardless of their size, rather than an indefinite number of objects limited by the total amount of storage
they take up. Creating a ring of teleportation, then, used up a significant percentage of your building
allotment. Since everyone had one, and since it was perceived as being expensive, someone lobbied to
have the code added to a player class, instead. This was done. To OencourageO people to recycle their
teleportation rings, a note was posted on the refrigerator telling people to be sure to wash their hands after

a food fight. When a person did so, e lost eir ring down the drain and into the garbage disposal, with
suitably appropriate sound effects. (With thanks to D@EtR685) who shared this story with me in
September, 1999.)
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@addroom museum

The system will then add the name OmuseumO, paired with its object number, to
your player object, and thereafter if you want to teleport there, you canaygpe
museuminstead of@go #50827 . The place where this information is stored is called
a playerOsooms database . (I usually pronounce the period as OdotO, so if | were
speaking, | would say, Oa playerOs dot-rooms database.O) On most MOOs, guests and
new players are provided with a preliminary list of rooms the wizards think they
might want to teleport to by name, and players can add to this list as desired (using
the aforementioned@addroom command). To see a list of the rooms you have
specified so far, along with those that have been specified for you, type:

@rooms

To remove a room from youooms database , you can type:
@rmroom <name>

Finally, you can typé&go home to teleport to your home.
You can also type:
home

on a line by itself to teleport to your home. This is an exception to the @-sign
convention, for historical reasons (some MUDs only had one teleport command, and

that washome).

As a point of etiquetteit can be awkward for all concerned if you teleport
somewhere only to find that youOve barged in on a private conversation or a tryst,
and some players, even if theyOre alone, will react negatively if you teleport to their
location without first paging them to find out whether you might be welcome at that
particular time. It is possible for players to lock rooms that they own in order to
prevent unwanted or uninvited entry. It is the case, however, that players donOt
always do this, yet still complain if someone teleports in. Private and public rooms
are addressed briefly in the section on privacy that begins on3pabat if in doubt,
page before teleporting.

The Give and Take of a Multi-User Environment

One of the draws of a multi-user environment is that you get to meet and
interact with other people whom you might otherwise never have encountered. And
one of the drawbacks of a multi-user environment is that you may encounter people
who not only do not embrace the same norms of behavior that you do, but whose
behavior may be annoying at best. Different MOOs have different themes, aims, and
local customs thus different conventions of acceptable behavimme MOOs are
family oriented, some are educational, some are Dungeons and Dragons games, some
are professional, and some are explicitly Oanything goesO. It would be presumptuous
to assert that any particular way of behaving is generally acceptable or generally

unacceptable. Many MOOs have documentation availablehkke manners or

28 How Do They Do That?



help rules , and | would urge you to seek this document out on your MOO and
acquaint yourself with its contents.

This section details a variety of defense mechanismit in to the MOO, that
you can use to counter various annoyancdesom these, one may infer that certain
behaviors carry the risk that you may annoy others if you engage in them b two sides
of the same coin.

Noise Abatement
@gag

There may come a time when you wish you could just Oturn someone offO, so to

speak, and you can, after a fashion. g{command prevents you from seeing
text generated by a specified player or o he syntax is:

@gag<player or object>
It remains in effect until you type:
@ungag <player or object>.

You can see a list of people and objects you@gagging with the @gaglist
command. @gaglist all will show you a list of people who a@gagging you,
though on large systems that command may be slow to execute, because it has to
look at each player in the database individually.

Sometimes it is just as effective, if you have the self-discipline for it, to ignore

someonas ifyou were@gagging em even though you aren®Ot. The principle, here, is
not to reward obnoxious behavior with a reaction. (Whom you@uagging is
readable by others. The information is kept in a playge0isst property, and

some players take umbragebaing @gagged, which is one situation where simulated
gagging might be one way to go.)

The flip side of@gagis generating unwanted noise, either generally or directed at
one person in particular. Typing in all uppercase letters is sometimes construed as

shouting A different definition of shouting is writing a program that broadcastQOs text
to all connected players (or almost all B leaving out one or two people doesnOt exactly
exonerate you) Spammingefers to generating so much text that its sheer quantity is
offensive regardless of its content. Spam can be more than just offensive b it can be
disabling for another user who has a very slow communications link to the MOO.
You might also be@gagged just for making a nuisance of yourself B itOs the
prerogative of the person hearing the nois@tagyou or not, as e sees fit. If you

have beem@gagged by someone and would like to ask em to reconsider, you might
ask a mutual acquaintance to intervene on your behalf.

Y On LambdaMOO, new players are created with a lag-reduction feature pre-installed, and must first
type the comman@rmlag before@gagwill work.
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@paranoid and @check-full

Sometimes itOs hard to tell whom @gag because someone may cause
unattributedtextto be displayed to your screen. Unattributed text is text whose origin
is unclear. Falsely attributed text is text that appears to have been generated by one
person when in fact it was generated by someone else b this isspattédg The

@paranoid command records not only the last <number> lines that have been
displayed to your screen, but their origins as well. The syntax is any one of:
@paranoid
@paranoid off
@paranoid immediate
@paranoid <number>

If you see some baffling bit of text, you can then ty@eheck-full <text>
and the system will print out a trace from which you can usually make a fair guess as
to who initially typed in the commanit.

The sort of behavior that occasiorn@gdaranoid and@check-full  is producing
unattributed or falsely attributed text, especially with the intention of confusing or

deceiving others. For example, if Klaatauses the text,Y® farts Ioudl%, ~Oto
be displayed, Yib would have cause to complain and Klaatu is probably in the wrong

(depending, as always, on local custom).

@refuse

The @refuse command lets you refuse certain actions from all players or from a
specified player. The syntax i®refuse <action> [from <player>] [for

<duration>] . The parts in square brackdlts are optional. The actions that you
can refuse are:

page B prevent someone from paging you
whisper B prevent someone from whispering a message to you
mail B prevent someone from sending you a message via MOOmail

move P prevent someone from teleporting you (Note, this can affect teleportation
b @go, @join, etc. B because if you @refuse move without specifying a particular

player, you refuse to be moved &yyone including yourself!)

join B prevent someone from entering the same room as you (only works in a
few rooms that support this functionality)

accept B prevent someone from handing you an object (or teleporting it to you)
flames D posts from the refused player(s) are suppressed on mail lists
politics b refuse programmatic campaign solicitations (LambdaMOO only)

I As with @gag on LambdaMOO you must tyg@rmlag before being able to use this facility.
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all b all of the above

The flip side of@refuse is rather general, but you might deduce that moving
someone without eir consent might result in @refusal , as might sending em
obnoxious mail, teleporting unwanted things into eir inventory, etc.

You can type@refusals to see what actions you are currei@sefusing , and
can type:

@unrefuse <action> from <player>

to cease refusing an action. As with your gaglist, y@efusals list is readable by
others. To see someone elseOs refusals@rghesals for <player>

Privacy

Just because itOs pseudonymous, doesnOt mean that itOs private, and in fact,
privacy on a MOO is almost impossible to guarantee. People may not know your off-
MOO identity, but they can and do seem to pay a surprising amount of attention to
what other people are doing. If you have something truly sensitive to discuss, it
really is better to take it off the MOO.

@lock

You can use thé&@lock command to prevent unexpected and/or unwanted entry
into a room you own. The syntax @lock here with <key> e.g., @lock here
with me || <someone else> . You can specify as many people as you wish,
separated by|lOO which translates to OorO in the locking syntax. To unlock your
room again, type@unlock here . Various room classes on different MOOs may
provide more elaborate programming for ease of controlling access.

The flip side of locking and room security is joining people when you are
uninvited, unannounced, or unwanted. There may be MOOs where there is a way to
designate a room as public or private, but | am not acquainted with any, which
means that in many cases you may have to guess, and/or learn from experience. Itis
probably a pretty good bet to guess that a room named OYibOs RoomO is private, and
that you might receive a less than enthusiastic welcome if you teleport in when Yib is
in the middle of a private conversation with someone else. It might be argued that
the onus is on Yib to lock her room if she doesnOt want surprise visitors, but the
reality is that people often forget to do this. | canOt think of a situation where it
would beunacceptable to page someone, first, and ask if you may join em.
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@sweep

The @sweepcommand checks a room for potential listening devices, (any object

that has atell  verb on it). If ygu own the room, you mig@moveor @eject the
unwelcome item. If you donOt own the room, you might elect to have your

conversation somewhere else.

The flip side of@sweepis buggingand/or recording conversations when your
doing so is not obvious to the participants. Similarly, teleporting silently into the
midst of a conversation such that the participants donOt realize youOre there can also
land you in the dog house.

General Awareness

People seem to have a natural tendency towards nasirleasn continually
surprised by the many ways that people find, on MOOs, to look in on and keep track
of others® doings. Being aware of some of these may help you make more informed
choices about where, when and how you do or say things of a potentially sensitive or
confidential nature

logging B Most client programs permit people to record some or all of their
MOOQing session with the option of saving it to a file for later review. It is not
unusual for people to do this, typically for their own reference or review at a later
time. In my experience, itOs the exception rather than the rule for logs to be
published without permission, but you should be awaredahghingyou say or

do in the presence of anothweuld come back to haunt you one day.

Anyone can tell your MOO age, i.e. how long it has been since you first
connected.

People can view your description even if they arenOt in the same room with you.
Anyone can@audit you and view your possessions.
wWhom youOr@gagging or @refusing is publicly accessible.

People can detect when you look at them. Some people have a message that
broadcasts to the room when you look at them.

It is possible to detect your checking on someoneOs connection status when you
use@who

Feature Object owners can and do keep track of how often their various feature
verbs are called, and theoretically could keep track of who calls them.

Mailing list owners can detect when ya@read or @peek at messages on a
mailing list.

Player class owners are in a position to snoop in a variety of ways, including
intercepting pages that you send or receive, intercepting MOOmail that you send
or receive, and listening to conversations. There is usually enough social pressure
to keep player class owners from doing these things, but one should be aware of
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whatOs theoretically possible, and understand that this is whatOs behind the
admonition to trust the owner(s) of your player class parent and ancestors.

Wizardscan look at anything on the MOO, including properties and verbs that
you have set to unreadable.  Wizards can enter locked rooms. Wizards can view
your forked tasks. They can (though traditionally do not) read your private
MOOmail. Wizards have access to your registration email address(es) and all the
site addresses from which you connect. Strictly speaking, if you donOt trust the
wizards of a particular MOO, then you shouldnOt get an account there. 1tOs an
interesting paradox, then, that anyone gets an account anywhere, because there
really isnOt a practical way to assess a group of wizardsO trustworthiness and
integrity before the fact. As with many things in life, itOs a calculated risk.

Theft and Trespass

Sometimes people steal things on a MOO, but in point of fact it is impossible to
truly hide a thingOs whereabouts. | generally think that complaints of people stealing
things are overblown B most of the time you can@tdit yourself and@movean
object you own back to where you want it to be. When ganOjust @movean
object you own to a location of your choosing, things get more interesting. Trespass
is the opposite problem: ItOs possible for someone to move something into your
inventory or a room you own and make it difficult to get rid of. (Imagine a
pernicious OKick me!O sign.)

@lock

In addition to using the @lock command to keep intruders out of a room, you

can also@lock objects in place to prevent people from taking tffengeehelp
locking

Theft Prevention

Some player classes provide an option that prevents others from moving things
out of your inventory. This sounds fine, but becomes problematic if you pick up
something that | own, and then | canOt move my own object back to where it
belongs. (In my experience, this situation has usually turned out to be an oversight
on the part of the player class author, and been corrected upon request.)

The way theft prevention works is that when an item leaves a playerOs inventory,
a special verb on that player calleditfunc is called, notifying the player object

2 0On LambdaMOO you can ask the housekeeper to return an item to a specified place when it is no
longer in use. This technology enables people to borrow things without your having to keep constant
track of them manually and repeatedly put them back where they belong, and is a nice alternative to
locking things in place.
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that the item is leaving. A theft-preventirexitfunc verb would fork a task and
move the object right back again. A civic-mindexitfunc verb would probably
check to see if the exit was initiated by the objectOs owner (and/or a legitimate
housekeeping task) and, if so, permit the item to be moved.

The flip side of@lock and programmatic theft prevention is taking stuff that
doesnOt belong to you. Sometimes you just have to guess as to whether an item is

one that anyone is welcome to borrow or one that someone will miss if you take it,
but be advised that this can be an issue that annoys people.

@eject

This command is for getting rid of things that are unresponsideopo and/or
@move The syntax is@eject <item> from <location> , and you have to own
<location> for it to work. (Typical usage would h@eject <item> from me or
@eject <item> from here .) Successively forceful versions of this @eject! and

@eject!! , which provide the item being moved progress_ivel¥ less information about
its being moved, thus giving it less opportunity to move itself right back again. If an

item continues returning anrdbcation> is a room, you might need ®@lock your
room against the iteng@ock <room> with !<item> ) andthen@eject it.

@ban

This verb prevents a designated player or item from entanmgoom you own,
as opposed t@lock , which only works on one individual room at a time.

@spurn

This command works like@ban except it prevents a designated item from
entering or re-entering your inventory. With a particularly pernicious object, it
might be necessary t@spurn it before using@eject . @Spurn is a relatively recent
addition to the anti-trespass verbs available. MOOs based on a Lambdiafede
prior to 1998 probably donOt have it.)

The flip side of@eject , @ban and@spurn is trespass, either in person or with ]
an object. Realize that if a player doesnOt want to carry an object of yours or have it

in a room e owns, then you are on risky territory if you try to impose your presence
or program an objectOs OstickinessO.
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Sexual Advances

Some people who MOO like to engage in conversations with overt sexual
content, either to shock people in public rooms, or privately, in order to become
sexually aroused. If you arenOt expecting it, receiving a sexually explicit page can be
very disconcerting. So, first, just be mindful that such an event might occur.
Second, be aware that most_people who ask for MO@s=looking for aconsenting
partner. A politely paged, ONot interested, thanks anyway,O is enough to deter the
vast majority of people cruising for action. If someone persists despite your declining
politely, your best course of action is probably to utilize the noise abatement
procedures detailed abovelf you do decide to accept someoneQOs invitation, be
prudent: In particular, consider very carefully before giving anyone any real-life
information about yourself.

If you are the person looking for a sexual conversation or encounter, you should
be prepared (and willing) to take ONoO for an answer, and be aware that not everyone
is amenable to being approached in this way. | recommend politeness first,
lasciviousness later.

Harassment

Different people have different thresholds of annoyance beyond which they feel
harassed. Each MOO has its own policies and procedures for dealing with harassment
or alleged harassment. On some MOQOSs, one is advised to contact a wizard. On other
MOOs, the wizards explicitly state that they expect players to manage on their own.
It is an inconvenient fact that thesee people who seem to derive enjoyment from
annoying others. If you are on a MOO whose wizards encourage you to notify them
if someone is harassing you, by all means contact them. If you are on a MOO whose
wizards have a more hands-off policy, understand that no amount of programmatic
effort can prevent every instance of harassment, particularly a perpetratorOs first
attempt to harass a particular target. While an assault is never the victimOs fault,
there are some things that you can do to reduce the chances of being selected as a
target, and to minimize the likelihood of repeated occurrences.

Try asking the person to desist. Sometimes supposed OhargssmentO is_truIP/
unintentional, and itOs a shame to escalate something thatOs just a simple

misunderstanding.

Realize that perpetrators want you to react. This is why they attack people and
not inanimate objects. The more distress you show, the more you reward them

for their offensive behavior. This is not to say that you shouldn®t be upset, but
that a flamboyant display of your distress to the perpetrator is likely to generate
more unwanted attention from em. The calmer you can manage to seem in the
face of a textual attack, the sooner the perpetrator will give up and go pick on
someone else. The most effective response is no response at all, as if you had

already@gagged whoever or whatever was generating the unwelcome text.

If you feel panicked@quit immediately. This is equivalent to simply hanging up
the telephone if you receive an obscene phone call. Letting yourself be hounded
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off the MOO may be unpalatable, but in most cases it is effective. In other
instances, it may be sufficient simply to relocate to another room.

Check@whabefore you connect. (Most MOOS permit this, though some do not).
Return when the person bothering you isnOt connected emse@dige@ban
and@refuse all from <em> for <several> years

Do everything you can to rise above it, stay out of the fray, and mgve on. As my
mother Used to say, ODonOt get in a pissing contest with'a skunk.O

Outing

MOOs vary in their privacy policies, but a good rule of thumb is that if a MOO
does not in some way programmatically identify the typists behind the characters
(e.g. by incorporating site information into guest descriptions or providing an
automated registry of playersO email addresses), then it is impolite to disclose
information about another playerOs offline identity or particulars without that
personOs permission. Unfortunately, there is no program one could write to prevent
this from occurring. Your best defense, as always, is to keep private information
private, and not disclose it to others.

Summary

MOOQers vary in their culturahnd behavioral norms and expectatioasd
MOOs vary in the kinds of interactions that are encouraged and tolerated. Getting
along is something of a balancing act. There are few hard and fast rules, but itOs hard
to go wrong if you treat others with respect, then learn a few techniques to cope
effectively with the few troublemakers that are out there. Good luck.
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Chapter 3 B WhatOs Going On, Here?

Objects

MOO stands for OMUDObject-Oriented® This section discusses in depth what
an object actually is.

Objects are the building blocks of a MOO. They are things; in a sense, they are
nouns: A noun is a word that represents a person, place, or thing; an object is a data
construct within the computer program that is the MOO (i.e. the server) that
represents a person, place, or thing. Some nouns represent concrete things, such as
chairs, cats, and candy, while others represent intangible things, such as news,
knowledge, and abilities. Likewise, some objects represent concrete things within the
MOO (chairs, cats, candy) while other objects represent intangible things (news,
knowledge, and abilities). But intangible things are still things, and therein lies the
nature of an object.

Every object in a MOO is assigned a number upon creation. This number is
unique within the MOO and immutable. If absolutely every characteristic of an
object were changed b its name, its owner, its location, its description B its number
would still be the same.

There are certain pieces of information that are attached to everyobgict
without exception. (An object that has a number but doesnOt have these pieces of
information associated with it is an invalabject, by definition.) These pieces of
information include the objectOs owner (itself identified by object njmiver
location (identified by object number), its contelfés list of one or more object
numbers), and its parent (identified by object number).

Object parenthoo® a special concept. An (imperfect) analogy is the taxonomy
of animals. There are animals, and then there are vertebrates and invertebrates, and
there are mammals and reptiles and insects, and there are felines and canines, and
there are tigers, and then thereOs this tiger that happens to have a litter of adorable
tiger kittens, among which is a particular tiger kitten whose name is OStripesO. The
structure (which is also called thabject hierarchy is like a family tree (or a root
system), where everything is descended from a thing (an object) that came before it.
The root objecfwith a unique number: #1) is unusual in that it has no parent.

Some objects are used so often that the system provides a way to refer to them by
name instead of by object number, and we use a $tsigiesignate those. Some

especially common ones a$thing , $container , $room, and$note . But each of
them also has a unique object number on the MOO (#5 #8, #3, and #9 respectively,

on LambdaMOO).

3 OMUDO has come to stand for OMulti-User DomainO, though itOs original meaning was OMulti-User
DungeonO. MUDs have their roots in a role-playing game called ODungeons and DragonsO and in some
single-user computer games along the same lines that were popular in the 19700s and 19800s, notably
AdventureandZork.
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When you create an objegbu begin by specifying its parent and its name, for
example:

@create $thing named "rock"
The system will respond with something like:

You now have rock with object number #1614 and parent
generic thing (#5).

And your rock will have all the attributes and characteristics of the generic thing
that is its parent, until such time as you modify it, for example by giving it a
description, or maybe by programming it to behave in some rock-like way.

You can see a list of all the objegtsu own by typing:
@audit me

You can see a list of objects Yib owns by typi@audit Yib . When you
examine an object, you are told its number, among other things. You can check your

parent objecand its parent object(s) (i.e., its ancestors) by ty@ipgrents me , and
you can check the parents of any object by ty@mpgrents <object>

When must you refer to an object by its numlaed when can you just use its
name? In general, if you are holding an object, or are in the same room as an object,
then you can refer to it by its name. If you are at some remove from an object (i.e.
neither holding it and nor in the same room) then you generally have to refer to that
object by its number in order for the system to know which object you mean. There
are some exceptions: Objects that can be designated with the $-sign plus a name
($thing, etc.). Mailing listswhich begin with the asteridymbol. Some commands
let you specify a player by name even if you arenOt in close prox@mihy Klaatu ).
And often you can specify a distant player by name with the tilde (

look ~yib
will yield the same result as:
look #58337

(if #58337 is YibOs object number).

On a MOO, everybody whoOs anybody, and everything thatOs anything, is an
object.

See alsdelp objects

Moving Objects

Chapter 2 included a discussion of how to move (yourself) around the MOO.
This section discusses moving other objects from one place to another.

A little about what itmeansto move an object: The system keeps meticulous
track of every objectOs location. Specifically, every object has a property (a named
piece of data) which stores that objectOs locatiathe form of an object number. _
An object in the LambdaMOO Living Room, say, would have the Living RoomOs
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object number in its.location property. (When naming a property, it is
conventional to precede it with the @character.) Reciprocally, while that object is
in the LambdaMOO Living Room, that objectOs number will appear in the Living
RoomOsontents  property. So: every object stores its location, and every location
stores a list of its contentsWwhen an object is successfully moved in a MOOQO, three

things happen: The object@sation property is changed to reflect the objectOs
new location. The object is removed from the old locationOs list of contents. The

object is added to the new locationOs list of contents.
The most straightforward way to move an object is to take it or drop it.

Suppose | own an object nambudght sparkly thing , but leave it lying
about in the driveway where anyone can find it. Shmopoles along and sees:
Driveway

A circular driveway, in front of LambdaHouse. The
LambdaHouse front door is to the south. The drive curves
away to the northeast and northwest; there is a spur to the
west, curving back around the house to the garage.

You see bright sparkly thing here.

Shmool types:
take bright sparkly thing

Shmool now has the bright sparkly thing in migentory (the list of stuff heOs
carrying), and anyone looking at Shmool will see not only his description, but his
inventory as well:

| Shmool

Shmool
A 3 1/2 foot tall squirrel, bald but for a 3 foot ponytail,
with large and luminous violet eyes. A silver locket
dangles by a gossamer chain around his neck.
Carrying:

bright sparkly thing

When Shmool took the bright sparkly thing, he changed the database, meaning
the .location of the bright sparkly thing changed, tlsentents  of the driveway
changed, and theontents of Shmool changed. Note that if Shmool had merely
emotedtakes bright sparkly thing , on the other hand, while it migéyipear
that he had taken it, it would in fact still be lying in the driveway.

Shmool might then type:

@go home
drop bright sparkly thing

to add it to his growing collection of stuff. The bright sparkly thing would be
removed from ShmoolOs inventory and added to the contents of his room. If Shmool
keeps this up, his room will become quite cluttered! He might be moved to create a
treasure chest to put things in. Putting things into containers is another way to move
things. Shmool would type:
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put bright sparkly thing in treasure chest

and the bright sparkly thing would be moved again: Its new location would be the
chest, and the contents of ShmoolOs room and his treasure chest would be changed
appropriately, too.

Eventually | notice that my bright sparkly thing is missing. Where could it be? |
look everywhere for it. Last seen in the driveway! | go to the driveway, but the
bright sparkly thing is gone. Some rascal has taken it!

I might search high and low, and on a MOO as big as LambdaMOO, or even on a
much smaller one, | might never find my object. If | cared to get my object back, this
is an occasion where | might choose to break the VR and start working with object
numbers. Specifically, | might want to teleponty object back to a location of my
choosing.

Remember that if you arenOt holding an object or in the same room with it (my
predicament), then you must identify it by its number. For a while, | just ignored all
those object numbers, and got along fine without them, but now | weallidlike to
know the object number of my bright sparkly thing! There is a way, by using the
@audit command. | type:

@audit
and the system prints out a list of objects (by number!) that | own, along with their
size, name, and location. Now | have the information necessary to teleport my bright
sparkly thing, either to myself or to my location or to a named object in my vicinity
or to a location whose number | know (aha, those numbers, again), usiagthe
command. The syntax is:

@move <object> to <location>

Here are some of my choices, assuming that the object number of my bright

slf:)arkly thing is #612 and that | am in a room with a walnut desk that | use in lieu
of a treasure chest:

@move #4612 to here

@move #4612 to me

@move #4612 to a walnut desk
@move #4612 to #6193

(On LambdaMOO, the last example would move my bright sparkly thing back
to the driveway.)

Getting Rid of Unwanted Objects

You may find yourself in the strange predicament that you are carrying
something, or something is attached to you, or something is in a room you own

which you would like to be rid of but which doesnOt respond t@ieecommand.
For this we havé@eject . The syntax is:

@eject <item> from <location>
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If youOre holding it, thedlocation>  would beme if you want to eject a thing
from a room you own, therocation>  would behere .

Information is power. In this case, if you know the number of a thing, you can
teleport that thing. There are some exceptions. (ArenOt there always?) An owner can
lock a thing in place, preventing people from taking it or otherwise moving it. An
owner can put conditions on moving an object. The owner of a room can prevent an
object from being dropped or moved there. (See locking, 88pe Lastly, on
LambdaMOO, the owner of an object can let people borrow it, and have the
housekeeper return it to a designated location when certain conditions are met.

Taking things that donOt belong to you falls into a category | call, Orisky
behaviorO. It isnOt strictly forbidden, and if you know how, itOs easy to undo. But it
also annoys some people, so think before you take.

Feature Objects

This section discusses Feature Objects, including an explanation of just what sort
of objects they are and how they work.

When you are connected to a MOO, you type things in and read text that
appears on your screen. The lines you type (except when you are being prompted for
data, for example when you are working within an editor)canemands When you
type a command, you expect something to happen, either a change to the database
(e.g. changing your location) or perhaps simply the display of some informational
text from the database (e.g. looking at a room or a player). MOOs are user-extensible
which means that users can create objects and can define (i.e. program) commands
associated with those objects, which you and others can then use. It is part of the
serverOfb to consider the command you type in and divide it into its component
parts (command name plus optional arguments or direct object, preposition and
indirect object). The process of separating a command line into its component parts
is calledparsing and the parseis the part of the server that does this. Once the
command has been divided into its component parts, the server then tries to identify
an object that defines the command (verb) that you want to run. It conducts its
quest for an object defining the verb in a very particular order, as follows: (1) your
player object or player class or any of its ancestors, (2) any of a playerOs feature
objects, (3) the room you are in, (4) the direct object (if specified and identifiable),
and (5) the indirect object (if present). If the parser finds that the command is valid
(i.e. defined on one of player, a feature object, the room, the direct object or the
indirect object), then the server tries to execute it. If the parser canOt find any
definition of the command on any of the objects it is supposed to consider, then the
system prints the textdon't understand that.

A feature object (commonly referred to as a/an FO) is an object that exists solely
to serve as a repository for a set of commands that you might want to use, so that
when you type the command, the system executes it rather than displaying

everyoneQOs favoritedon't understand that. The beauty of feature objects is
that for commands that lend themselves to this method implementation (some
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commands donOt), anyone can use ttegardless of what player class e has selected
This is why feature objects tend to have broad appeal.

Unlike objects that represent tangible things, such as chairs, candy, or rocks, you
donOt need to be holding an FO or in the same room with it in order to use it. Rather,
one adds a feature to oneself, which is another way of saying that one adds its
number to a list of feature objects one wishes to be able to use. To add a feature, you
have to know its object number. To find out a featureOs object number, you can try
asking the person who just used it, or you can type:

@features for <so-and-so>

to see a list of that personOs feature objects and their numbers. Then you can add it
by typing:
@addfeature <object-number> to me

So, if you notice that mockturtles a thoughtful guy, and in particular much of
his text appears in typographical thought balloons instead of between double quote
marks:

mockturtle . 0 O ( Can she read my toughts? )

You might say, Omockturtle, is that thought balloon verb on an FO?0 And

mockturtle mightA%ickl typeédfeatures for me to jog his memory and then say,
OYes, itOs the OthinkO verb on the Thinking FO, #10392.0 And then you might type

@addfeature #10392  (and become more contemplative, yourself).

1tOs possible to use a feature object command quite often and forget which
feature object itOs actually on. Then when someone asks you what FO a verb is on,
you might look at your list of features and still not know which one has the
command in question. In such a case you might take advantage of a verb called

@find . So instead of listing his feature objects, mockturtle might instead type:
@find :think

(Note that the colon is part of the command), and the server would print on his
screen;The verb :think is on Thinking Feature(#10392).

Most feature objects have help text (éaglp #10392 ) that list the commands
they offer and explain briefly what they do and how to use them.

On LambdaMOQO, there is an exhibit in the museum dedicated to feature objects,
where you can read each oneOs help text and then pick and choose the ones you
want. On other MOQOs, you can tymg@kids $feature to see a list of all direct
children of the generic feature object, and then read the help text for those feature
objects that look like they might be of interest. It might be tempting to add all the
feature objects you can find, but remember: When parsing a command, the server
must consider all the verbs on you, your player class, its anceatoysur feature
objects the room youOre in, and possibly direct and indirect objects. The more feature
objects you add to yourself, the longer this process takes. [tOs better to read the help
text for various features and then add only those features that you think youOll
actually use.

The sequence in which you add feature objeatsmatter. If two feature objects
define the same command, the first one in your list of features is the one that will be
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executed. To change the order of your features, us@timéeature command to
remove the one that comes first, then re-add it to move it to the end of the list.

Player Classes

A player classis an object that provides or expands a set of commands available
for a player to use. To use a player class, a player changes eir parent to that player

class object, thus inheriting all its propertaasl verbsand all its ancestorsO properties
and verbs.

Recall that every valid object (except #1, the root object) has another object as its
parent. Players can change the parent of objects theyirmhuljng themselvesvith

the @chparent command:
@chparent <object> to <new-parent-object>

The list of an objectOs parents and ancestors is calpedeits hierarchy You can

look at an objectOs parent hierarchy using@parents command. The syntax is
@parents <object> . To see a list of your own parent and ancestors, type:

@parents me

(If the system responds witldonOt understand that , ask a wizard to make
you a builder.)

Someone who has a fairly fancy player class (in this case on LambdaMOO) might
have a parent hierarchy that looks like this:

Yib(#58337)

Sick's Sick Player Class(#49900)

Sick's Slightly Sick Player Class(#40099)

Sick’s Sick of Spam player class(#59900)

Detailed Player Class(#6669)

Generic Super_Huh Player(#26026)

Politically Correct Featureful Player Class Created Because
Nobody Would @Copy Verbs To 8855(#33337)

Player Class hacked with eval that does substitutions and
assorted stuff(#8855)

Experimental Guinea Pig Class with Even More Features of
Dubious Utility(#5803)

Generic Player Class With Additional Features of Dubious
Utility(#7069)

generic programmer(#217)

generic builder(#630)

Generic LambdaMOO Citizen(#322)

Frand's player class(#3133)

Generic Mail Receiving Player(#100068)

generic player(#6)

Root Class(#1)
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A brand new player on LambdaMOO would have a parent hierarchy that looks
like this:

Bit_Blaster(#200119)

generic builder(#630)

Generic LambdaMOO Citizen(#322)
Frand's player class(#3133)

Generic Mail Receiving Player(#100068)
generic player(#6)

Root Class(#1)

A brand new player on another MOO would likely have a parent hierarchy that
looks like this:

New_Grrl_On_The_Block(#1438)
generic builder(#4)

Frand's player class(#90)

Generic Mail Receiving Player(#40)
generic player(#6)

Root Class(#1)

(Note, however, that this may differ, as the wizaoilsesach MOO can change the
default starting player class for new players.)

In principle, it is vitally important to understand the workings of a player class
you adopt, and to trué#s owner and the owners of its ancestors. You can use the
examine command to see an objectOs owner; many MOOOs also provide a specific
command to do this, e.@owner. At the very least, you should be aware that the
owners of your player clasand its ancestors are in a position to intercept and
monitor your pages, intercept and read your private MOOmail, change your name
and/or remove or change your aliases, and any number of other acts that you might
normally expect to be your prerogative alone.

In practice, people often select a player class based on the recommendation of
friends or experienced acquaintances, and thestvarious player class authors by
reputation. The purist in me would like to say that one should acquaint oneself with
all the possible player class alternatives, read the help text and the verbs of each,
understand what each does, and then select a player class based on the
trustworthiness of the authors, and which is no fancier than oneOs particular needs at
the moment. (The more elaborate the player class, the more quota your player-object
takes up.) Note that it is trivial to change your parent to a fancier descendent of your
current player class. It is less trivial to change to a different branch of the player class
OtreeO, because doing so can mean having to give up messages or morphs (see
glossary) in which one may have invested a fair bit of time and creativity.

There is generally sufficient social pressoreplayer class owner/authors not to
spy or otherwise abuse their privileged position that it isnOt a common problem.
There was an incident several years ago on LambdaMOO in which the author of a
popular player class was accused of intercepting pages which his girlfriend received
from a perceived rival. There was an outcry when this was discovered, and the code
was revised to the satisfaction of all concerned. In another instance, a player dared
all comers to do their worst (the point being to demonstrate that in the face of any
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attack one could still MOO serenely without needing an arbitration system). The
owner of one of this personOs player class ancestors removed the challengerOs name
and aliases and changed them to something highly unflattering. The names and
aliases were subsequently returned to their original owner. These instances are rare,
but one should still be advised that adopting a player class entails a certain degree of
calculated risk

One should be especially wary if a player class has unreadable verbs. Type:
@display <player-class-object>:
to list the verbs. (The colon is part of the command.)

Knowing the commands available to you will give you better use of them. For
more information about a particular command, try either of:

help me:<command>
help <command>

(Help text had not been standardized at the time these early player classes were
written.)

Documentation for the oldest player classes that nearly every player on every
MOO has in common is sometimes non-existent or difficult to find; here is a brief

summary of what these basic player classes do. For a detailed explanation of any of
these commands, see the command summakgpandix A

Generic Player. Provides the most basic set of commands, includinge,

help , @describe , @gender, @quit , @password, and@mail-options

Generic Mail Receiving Player With the exception of@mail-options

which is (incongruously) provided on the generic player, this player class
provides all the commands for reading and sending MOOmail, incl@imajl,

@send @read, @next, and@subscribe .

FrandOs Player ClassFrand is one of LambdaMOOOs oldest and most venerable
and innovative players. So much so, in fact, that this player class is now included
in LamNbdaCOrétseIf, and has been int(‘egrated’into JHCaviany Qf the verbs on
FrandOs player class can be said to ObreakO or OtranscendO the VR@igeluding
@join , @addroom, @rooms @ways and@refuse .

Generic Builder: This player class provides the minimum set of commands
needed to add objects to the MOOOs database, e.g. build rooms. They include

@create , @dig, @recycle , @chparent , @audit, @parents , @lock, and
@contents .

Generic Programmer. In order to write programs on a MOO, you must have
this player class in your ancestry and have gotten a programmghebitisual
procedure for getting one is to ask a wizard). The programmer bit gives you the
authority to program; the generic programmer player class gives you the
necessary commands to do so. These commands indpleperty , @verb,

eval , @program, @display and@dump
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Setting Messages

Yib arrives in a shower of sparks.

Q: How does shdo that?
A: With messages.

Recall that aproperty is a named piece of data associated with an object. A

messagéas a special kind of property whose name ends witkg. The purpose of
messages is to give users a way to customize themselves and objects they own
without having to learn how to program. Many kinds of objects have messages.

To see a list of the messages on an object, type:
@messages<object>

Player objects have a great many messages, and each player class in a playerOs
ancestry typically adds a few more, so typing:

@messages me
will probably generate a long list! LetOs look at two player messages:

@self_arrive #3133 is "%<teleports> in."
@oself_port #3133 is "%<teleports> out."

If you transport yourself within the MOO using either t@®o or @join
command, the system will process these messages (prepending your name (if it is
absent) and conjugating the verb OteleportO) and then display them to the
appropriate viewers B at the location you are leaving and at your destination. To
customize my departures and arrivals, then, | would change these messages. There
are two syntaxes for doing so:

@set me.self_arrive_msg to "Yib arrives in a shower of sparks."
@set me.oself_port_msg to "Yib disappears in a sudden puff
of smoke."

or:

@self_arrive me is "Yib arrives in a shower of sparks."
@oself_port me is "Yib disappears in a sudden puff of
smoke."

Becausesilent teleportingsneaking into a room without people knowing you are
there) is frowned upon in most MOOs, the system displays your name at the
beginning of these messages if it isnOt otherwise present. Furthermore, because some
players may have their gender set to plural, the default messages use the syntax
%<teleports>  to signal that OteleportsO is a verb that should be conjugated.

The messages on different player classes (including the ancestatg pfayer
class!) were created by different people at different times, and many of them were
created before some now-common conventions were established. Unfortunately,
many of them arenOt documented, or are documented poorly. Historically, people
figured out and set most of their own messages by listing tl@nessages me),
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looking at the combination of their names and content, and (often) trying them out
with a friend.

Here, then, is a list of all the messages that you are likely have defined on your
player object as a new arrival on a MOQ that uses Lambdag@loreg with a few
comments about some of the messagesO idiosyncrasies. They are presented as if you

had typed @messages me, and the syntax for setting them is the same as that
displayed by the system when it lists them.

@more me is "*** MORE *** %n lines left. Do @more
[rest|flush] for more."
@moreis the message displayed if you have usedapagelen command to set
a fixed page length. The syntagst|flush] means that you have the option of
typing @more rest or @more flush to print all of the remaining output, rather
than just one additional page. Ty@eoreby itself to see just the next page.

@page_absent me is "%N is not currently logged in."
@page_absent is the message that someone sees if e pages you when you are
logged off. In this message, your name will be substitute®lfbr

@page_origin me is "You sense that %N is looking for you in
%I."
@page_origin  is the message that someone sees as when you page em, before
the actual content of your paged text is displayed. Your name is substitugetd for
and the name of your location is substitutedbr

@page_echo me is "Your message has been sent."

@page_echo is the acknowledgement message that someone sees when e pages
you.

@join me is "You join %n."
This message is displayed to you when you uséijbm command to teleport
to another playerOs location. The name of the player you are joining is substituted for

%N

@object_port me is "teleports you."

This message is transmitted to an object it when you telepori@inevg it.
(See the section on moving objects, p889 Your name (followed by a space) is
automatically added at the beginning.

@victim_port me is "teleports you."
This message is displayed to a player if you teleport em somewhere. Your name
(followed by a space) is automatically added at the beginning.

@thing_arrive me is "%T teleports %n in."
This message is displayed to your location when you teleport an object either to
yourself or to the room you are in. Your name is substitutethT@nd the name of
the object being teleported is substituted%ar
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@othing_port me is "%T teleports %n out."
This message is displayed to the room a thing is in (if it is in a room) when you
teleport that thing to a different location. Your name is substituteébT@and the
name of the object being teleported is substituteélofor

@thing_port me is "You teleport %n."
This message is displayed to you when you teleport an object. The name of the

object you are teleporting is substituted%er

@player_arrive me is "%T teleports %n in."
If you teleport (i.e.@move a player, this message is displayed to the room to
which that player is moved. Your named is substitutedddand the name of the
player being teleported is substituted %¥or

@oplayer_port me is "%T teleports %n out."
If you teleport (i.e@movg a player, this message is displayed to the room from
which that player is removed. Your named is substitutetbT@and the name of the
player being teleported is substituted ¥or

@player_port me is "You teleport %n."
This message is displayed to you when you teleport@move a player. The
name of the player you are moving is substitutedsior

@self_arrive me is "%<teleports> in."
This message is displayed to your destination when you teleport somewhere (e.g.

with @join or @g9. Notice that it is not a complete sentence. Your name is
automatically prepended to the beginning of the message if it doesnOt appear

somewhere else within it. Setting this message to the empty stringi(l result in
a silent arrival, which is contrary to good mannesd in some places might be

construed as a form of spying. The constrigtteleports> causes the verb
OteleportO to be conjugated according to geunster property.

@oself_port me is "%<teleports> out."

This message is displayed to your point of departure when you teleport out.
Again, your name is prepended if it doesnOt appear somewhere else in the message.
Setting this message to the empty string will result in a silent departure. While not
considered as bad as a silent arrival, it can be unsettling to others in the room not to
know that you have left. . The constr@ttteleports> causes the verb OteleportO to
be conjugated according to yogender property.

@self_port me is
This message is displayed to you when you teleport somewhere. It is blank by
default.

@page_refused me is "%N refuses your page."”
This message is displayed to someone if e tries to page you but you have refused
pages from em. (See pag® Your name is substituted fésN
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@whisper_refused me is "%N refuses your whisper."
This message is displayed to someone if e tries to whisper to you and you have
refused whispers from em. Your name is substituteébkbr

@mail_refused me is "%N refuses your mail."
This message is displayed to someone if e tries to send you mail and you have
refused mail from em. Your name is substitutedstir
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Chapter 4 b Using the Mail System and the Editors

Reading Mail

This section explains how to read mail, how to examine and set mail options
that pertain to reading mail, amiessage sequencimnghich is a way of specifying that
you wish to read or see a list of mail messages that meet certain criteria that you
specify. Sending mail is addressed in the section that begins obh7page

You have new mail (1 message). Type 'help mail' for info on
reading it.

The simplest way to read mail that someone has sent you is to type:
@next on me

and to keep doing that until the system respovialshave no next message.

The MOO supports a generalized concept afal recipient which is any object
that can receive mail. The two categories of mail recipient are players and mailing
lists. Each stores a collection of mail messages, and the commands for reading mail
on yourself and on a mailing list are the same. Mailing list names are preceded by

the asterisk charactet)( In offline discussions, mailing lisewre sometimes referred
to as Ostar-listsO.

When you log on, the MOO will tell you how many new messages you have (if
any), and how many new messages are on *lists that you subscribe to. This implies
two things: one, that there is a concept of subscribing to *lists, and two, that the _
system keeps track of which messages on a *list youOve read and which you havenOt.
This information B what lists youOre subscribed to and how far youOve read in them b
is stored on your player object in th®irrent_ message property. Only you and
wizards can ‘examine this property, which means that you have “some privacy
concerning what *lists you choose to read. However, *lists themselves can record the
fact that you read messages on them (or even @peek at messages on them), and that
information is then available to the owner of the *list if e chooses to access it.

To start reading mail on a *lisyou use the same command described above for
reading mail on yourself, except that instead of ty@mgxt on me , youOll type:
@next on <*list>

Note that reading any mail message on a list subscribes you to it. If you want to

read all or part of a *list without subscribing to it, use @wmeek command (see page
55).
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When you first get your MOO character, you will not be subscribed to any lists.
To see what mailing lists exist that you might subscribe to, type:

@unsubscribed *

or:
@subscribe

To subscribeo a *list, type:
@subscribe <*list>

for example@subscribe *News . Or read a message on it. To read the first message
on a list to which you arenOt subscribed, type:

@next on *list
To see what mailingists youOre currently subscribed to, type:
@subscribed

You can get a sense of a *listOs intended topiceading its description. The
system is able to recognize mailing lists by the asterisk, so you donOt need to know a
listOs number to do this:

look *News
look *Chatter

If youOve been logged on for a while and want to see if there are any new posts
on lists youOre subscribed to, you can type:

@rn
An extremely useful command is:
@nn

(Think Onext newO.) This command will read the next new message on yourself or

on any *list you are subscribed to. Unlil@next, if it comes to the last new message

on one list, it will start with the first new message on your next list, and so on until
all new messages on all lists have been read. An alternative, if you want to read all
your new mail in one shot, is the command:

@ranm

(Think Oread all new m@il) This will display the contents of all new messages on all

your *lists non-stop. At the end, you will be presented withstno prompt asking

whether you got it all. If you didnOt (for example, if you were disconnected in the
middle) the system wonOt update the list of messages youOve read, so that the same
ones will still appear as new/unread messages when you next log on.

Now letOs take a more detailed look at @mext command, along with its
counterpart@prev, combining them with the concept of yoturrent folderand your

¥ On LambdaMOO this isery long You might want to use a logging facility (this would be provided
by a client program) or, alternatively, a command cal@uktsend-mail-catalog on feature object
#27325.
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current messag®n each folder. Aolder is another name for a mail recipient, either
yourself or a *list. (Think of a folder with a set of messages in it.)

If you type@next or @prev with no other arguments (specifiers), e.g,

@next
@prev

the system will print the next (or previous) message from your current folder, and
will update its record of your current message on that folder. Suppose you have five
old messages (on yourself), numbered 1-5, and five new messages, nhumbered 6-10.
(Your current folder is and will always be yourself unless you change it, using the
@mail-options command, detailed below.) Your current message is 5 (the last one
you read). If you type@dnext, you will see message 6 on yourself, and your current
message will be set to 6. If you ty@mext again, you will see message 7 on yourself,

and your current message will be 7. If you typprev, the system will print message
6, and will reset your current message to 6, and so on.

Now suppose you decide to read some messages on a *list. For the sake of
illustration, weOll call it *chatter. You would type:

@next on *chatter

and the system would print the next messagechatter , where OnextO means
Othe next message that you havenOt read yetO, or, to put it another way, the next

message after your current message on that folder. Note that your next message on
that folder might be different from my next message on that folder, because you and

I might not have read up to the same point. To continue reading messages on
*chatter , you would type@next on *chatter repeatedly until you either came to

the end of the list or had read as many messages as you wanted to.

You can also usé@next and @prev to read more than one message at a time,
either on yourself or on another list:

@next 3
@next 3 on *chatter
@next <number> on <*list>

You can also tell the system to treat the folder on which you most recently read a
message as your current folder, instead of your current folder always being yourself.
To do this, you would set one of your mail options using @meail-options
package. Options packagese simply groups of settings that you can use to
customize your MOOing experience so that certain system behaviors are more to your
liking. Suppose that you prefer not to have to t@gpwxt on *chatter each time,
but would rather access the next message on that folder with a @lsrt
command with no arguments. To do this, type:

@mail-option +sticky

This makes the pointer to your current folder OstickO to the folder you last read a
message on, rather than always reverting to yourself, and all mail commands will
apply to that folder until you specify a different one. Some people find this more
convenient. If you try this option and donOt care for it, you can reverse it by typing:

@mail-option -sticky

Mail System and Editors53



Besides reading messages, you can also list message headers. A message header
consists of a message number, the date it was sent, who sent it, and either its subject
heading or the first few words of the first line (if there is no subject heading). One
reason for listing message headers is to take advantage of the fact that you are not
stuck just reading the next message on every list youOre subscribed to. Rather, you
can read messages selectively, either singly or in groups, if you so choose. Of course,
you can list message headers selectively, too. This ability is a powerful tool when you
want to search a list for a particular message, set of messages, or kind of message.

@mail

The @mail command shows you a list of messages, with summary headers. It
can be used by itself, with no arguments, but it is an especially powerful searching
tool when used with a specifier calledressage sequencerhich is a word or set of
words that specifies a set of criteria that a message may or may not satisfy.

@mail typed by itself will show you the summary headers of the last 15 mail
messages (you can change the number, with another mail-option) on your current
mailing list. You could also typ@mail on *chatter to peruse the last 15 posts on
that mailing list, and so on.

Two typical uses fo@mail are to preview messages on a list before reading them,
or to try to identify a particular post that you want to re-read, respond to, or cite.

There are many useful message sequetisyou can use to limit or shape the
output you get. Here are a few examples:

@mail new on me lists new messages for you

@mail 43 on *think-tank lists message 43 dthink-tank

@mail 43-53 on *think-tank lists messages 43-53 (inclusive) on
*think-tank

@mail next3 on me lists the next three messages on yoy

(note, no colon or space betweaent
and the number)

@mail prev4d on me lists the previous 4 messages on you

@mail first:5 on *theme lists the first 5 messages ttheme

@mail last:6 on *B:Shutdown lists the last 6 messages on
*B:Shutdown

@mail 1-last on *newbies lists all the messages tmewbies

@mail 1-$ on *newbies (The $ sign stands for OlastO.)

@mail cur-$ on *geography lists messages headers from your

current message through and includjng
the last message dégeography
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