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Open the door… 
 

           eing a Myst and Uru fan requires a lot 
of patience. Patience to figure out each 
puzzle that Cyan created for us since the 
first Myst game. Patience to wait for the e-
mail to be accepted into Prologue. Also 
patience to meet a DRC member in the 
cavern. Once again, we are asked to be 
patient. MORE is coming, we just don’t 
know exactly when. As an explorer, it 
would be easy to be disappointed by the 
lack of news. But behind the scenes, it has 
never been a more exciting time. Behind 
each Guild’s door people are busy with 
projects, creating content, contributing to 
the cavern community. The cavern may 
not open tomorrow but it doesn’t mean 
that Uru is in a dormant state. All it takes 
is a little courage to knock on a Guild’s 
door. When it opens is when the MORE 
experience really begins. 

B 

Contributed by Szark 
 

The Ahra Pahts RAD (Rapid Age Devel-
opment) contest in now over and the 
shells, six in all, have been judged and 
s c o r e d .  
The judges, of 
this second RAD 
contest, were re-
presented by the 
Guild of Writers, 
the Guild of 
Maintainers and 
Cyan.   
Who scored 
what, and how 
much, for each 
shell can be 
found here (see 
link #1).  It is amazing to see the con-
trast in the different shells, from, #427 
by Di gama; a truly devilish of an age and 
well executed, (had me busy for ages 

RADiant 
until I got blisters), to the Regal looking, 
complete with waterfalls, Shell #129 by 
Marecello.   
As you enter the winning Shell, #309, by 

Tinuviel, you are 
greeted by rock art 
on both sides, and 
catching the eye at 
the far end, a log 
hut.  This winning 
shell has a some-
what tribal feel 
about it, very tran-
quil, which made 
me forget I was in 
the big city of 
Ahra Pahts.  This 
is a testament to 

the growing art of age writing.  Pictures of 
the entrants from this and the first RAD 
contest can be seen here, link #2, at the 
GoW. 

Link #1 http://guildofwriters.com/wiki/RAD_July_2008_Sign_up_sheet#Final_Version 
Link #2 http://guildofwriters.com/wiki/RAD_Hall_of_Fame 

Our Affiliates: Our Affiliates: Our Affiliates: Our Affiliates:     

● Cavern Communications 

   Network (CCN) 
 

● Cavern Criers 
 

● The Cavern Today (TCT) 
 

● Relayer Corps 
 

● UruRadio 

S e e  a  N e e d  

F i l l  a  N e e d  
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TCT Topside #2 

 

Anagram Puzzle 

community quickly asking for help with various 

projects, one being 3D Heightmaps for example. 

We see a similar trend with the GoA, with them 

organising the forum for easy reading. As with 

the GoFA the GoA has quickly come up with 

new projects while still building on the old. They 

have already had an offer of help, from a kind 

explorer, in the form of archiveable material for 

the, well, Archive. The GoA has also recently 

asked for the community’s help, in the form of 

Project Managers and inter-Guild Liaisons.  Full 

details of the positions can be found here: 

  

Contributed by Szark 
 

In last month’s issue we noted that since the an-

nouncement of MORE, the activity amongst the 

community had increased, a trend that seems to 

be continuing. The Guild of Archivists (GoA) and 

Guild of Fine Artists (GoFA) have their forums up 

and running and are busily organising themselves; 

with both already taking on the challenges associ-

ated with their guilds. The GoFA’s forum structure 

has each artistic field displayed, eight in all; from 

Film Makers to Photographers, from Performers to 

Sculptors, with both digital media and traditional 

artists being welcomed. This new structure saw the 

http://messengers.sixpencemedia.com/newsevents/newsitem.php?thisItem=292 

The Cavern Today presents Podcast Topside 2: MORE 
TCT Topside Episode 2 
 
Featuring in this latest issue is music by Jeff 
Wise, TCT Talk, Mowog's Thought, and 
MORE! Just don’t ask them to move our piano. 
 
You can download the podcast here: 
http://www.thecaverntoday.org/?go=pod34 
 
Also for your convenience the podcast is avail-
able on iTunes. 
As with all of our podcasts, we hope you enjoy 
this edition from The Cavern Today! 

Anagram Puzzle  

de- 
see- 
kay 

Contributed by Angelfire 
 
Can you anagram the following and find the Uru places? 
 

1. A Bouncy Ace Paralegal 
2. Pork Hoof Tattoo 
3. Trade Ogles 
4. Shakiest Load 
5. Insert A Lizard 
6. Bear Havoc 
7. Net Rarely Firm 
8. Career Off Ships 
9. I Bury Rare Alga 
10. Gathers A Sitter 
 
The answers of the Anagram Puzzle are on the last page of the Newsletter. 
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Contributed by Szark 
 

Last month we reported that we had seen a re-
surgence of Guilds etc, and this month was no 
different with the emergence of the Guild of 
Imaginists. This guild is loosely affiliated with 
the Guild of Archivists and the Guild of Fine 
Artists. The guild will focus on supporting im-
mersive, environmental experiences in the Myst 
Online Restoration Experiment. The Guild's 
idea is to have a place where explorers can 
gather for an In Cavern experience that some of 
us have either never got the chance to do, or for 
others that would like to continue the tradition 
of immersive creative game play. For example 
we could create one avatar to represent someone 
other than ourselves or alternatively an In Cav-
ern version of ourselves. This means accepting 
that the cavern and all the weird things we can 

do is in fact real. We have seen this sort of 
immersive behaviour with Uru Blogs and the like; 
this is the next logical stage, for some.  
Membership is non-exclusive. You can belong to 
whatever other Guilds you desire. 
Eleri writes “Our goal is to provide a place that Ex-
plorers can use to connect with each other, learn 
more about immersive play, and keep updated on 
the stories that help make D'ni a living, breathing 
place. We will be working closely with the Guild of 
Archivists, utilizing their immense wealth of D'ni 
history and knowledge to support immersive explo-
ration; and the Guild of Fine Artists, where the indi-
vidual players and storytellers will find a home”. 
 
A more detailed look at the Guild of Imaginists can 
be found on their website: 
http://imaginists.dninetwork.net/ 

Imagine that! 

 

Contributed by Marten 
 

Marten comments on his experience in other MMOs, and 
explores what the community expects from MORE. 
 

Recently, I have been thinking a lot about World 
of Warcraft. 
 

There are several reasons for this. I have friends 
and co-workers who play WoW. The hype over the 
forthcoming expansion, Wrath of the Lich King, is 
inescapable; recently, the cast of The Cavern To-
day devoted a significant portion of their Topside 
2 podcast (see TCT article on page 2) to the game. 
And a nifty web comic that I regularly read, Sluggy 
Freelance (http://www.sluggy.com), has recently 
begun parodying World of Warcraft. 
 

The Sluggy Freelance parody also reminded me of 
the aspects of WoW that I don't miss: grinding; 
ganking; raiding; the promise of being part of an 
epic world and story, only to feel that promise ebb 
away as you observe everyone around you per-
forming the same dull repetitive and boring tasks. 
 

I had heard that newer MMOs offer a more com-
pelling experience for a ‘casual’ player such as my-
self. I tried out Lord of the Rings Online (http://
www.lotro.com) a few months ago to find out. I 
admit that one game is hardly a valid statistical 
sample for the current generation of online multi-
player games, but LotRO had come highly recom-
mended from some respected friends of mine, and 
Turbine was offering a free 14 day trial. I thought I 
had nothing to lose. I lost about 20 hours of my 
time and my faith in my friends’ recommendations. 
 

LotRO was just more of the same, to me. Begin-
ning characters are sent on trivial errands. Some-
one needs 5 buzzard beaks. You need to take 

someone's armor to another person for repair. 
Annoying creatures have infested a nearby cave, 
and you need to clear them out. (Three minutes 
later, the creatures have reappeared, although you 
somehow keep credit for your kills, and the quest 
giver rewards you for having ‘cleared’ the cave.) 
 

But, the one thing that annoyed me most was the 
content that I could not complete without joining 
a group. Such content can usually be conquered 
later, after ones’ character has gained more experi-
ence, but usually by that time, the story has drawn 
you to a new region of the world and you lose the 
desire to go back. And so, you miss a part of the 
story. 
 

I hate missing a part of the story. 
 

These thoughts may show why I don't care much 
for other MMOs, but they don't really explain why 
I care so deeply for Uru. I found myself unable to 
answer that question for myself, so I turned to 
the community for answers. 
 

The overwhelming response from the community? 
It is the community itself that matters the 
most; the Uru com-
munity is like none 
other. Players com-
mented on how help-
ful they found others 
to be, and how the 
friendly inhabitants of 
the cavern helped 
them to overcome 
t h e i r  s h y n e s s . 
wkwalker summarized 
it thusly: “Because 

Why does URU enchant us so? 
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It’s a Plush Life! 

cavern helped them to overcome their shyness. 
wkwalker summarized it thusly: “Because Uru is 
so civilized.” 
 

Players expressed that the ability to explore 
realistic and beautiful places was their second 
most important reason for sticking with Uru. 
Many players felt that, despite how dated Uru’s 
engine has become relative to newer game 
offerings, Cyan’s worlds offer a charm and depth 
that other games simply do not offer. Although 
new worlds from Cyan are not currently in the 
immediate plan for MORE, many players 
expressed a strong desire to return to the worlds of 
Uru with which they are familiar. 
 

Close behind ‘Ages’, players also spoke 
enthusiastically of D’ni’s detailed history and 
story. Again, although new content from Cyan is 
not forthcoming soon, many players are eager for 
opportunities to learn more about the D’ni. 
 

I was surprised that the fourth most common 
reason for players to stay for MORE could be 
summarized in a single word: Potential. This 
concept was worded in different ways by different 
participants in my poll, but the underlying theme 
was one of opportunity. These explorers 
understand that none of us has yet really seen what 
Uru was meant to be; every incarnation thus far 
has been crippled in some way. Zardoz wrote, 
“MORE is a bridge, from Uru's checkered 
past to its future possibilities. I stick around 
because the charge that went through my body the 
first time I heard Yeesha speak has yet to dissipate, 
although the energy is getting low.” 

Though the above four reasons made up the 
majority of responses, players gave a number of 
additional reasons for their interest in MORE. 
From most to least common, those reasons 
included: Non-violent game-play and puzzles, an 
interest in building or contributing in some way, a 
love for the MYST franchise and all that it 
includes, opportunities for learning and personal 
growth, and finally, an unwillingness to give up 
after investing previous effort. 
 

Reflecting back upon what others had said, I 
realized that I agreed with the most frequently 
given answers. Community really is number one. 
In other games, if you are in a group and do not 
advance as quickly as the others, you’ll frequently 
find yourself simply left behind. The Uru 
community, by contrast, is made of people who 
value friendship above advancement. Perhaps that 
is influenced by Uru’s lack of ‘leveling’... but I am 
reminded of Ahnonay where a little external help 
is needed. I did not personally see any player tell 
another, “I’ve already solved that, go find 
someone else to help you.” Instead, I saw that 
players were happy to help others advance and to 
discover the wonders beyond the puzzle. 
 

I may yet rejoin World of Warcraft later this year 
or next year, whenever Wrath launches. But I 
know in my heart that wherever I may explore, I 
won’t leave Uru. The community, the worlds, the 
story, and the potential will keep me here. 

...Why does URU enchant us so? 

Contributed by Szark 
 

Generally when we think of Myst memorabilia, 
we usually think of the games themselves, books 
and t-shirts, etc.  But plushies?  

Yep, plushies, based on the creatures found 
throughout the Myst series. River, an avid collector 
and fan of all things pertaining to Myst, has cre-
ated some remarkable replicas of those creatures 
that we have come to know and love. 
 

“Creating patterns that look like the critters has 
been quite a learning experience”, River notes, 
adding, “Guess I'm learning as I go and maybe it's 
getting easier or more instinctive”. Among River's 
accomplishments are plush toys of the Ytram, the 
Sunner, and the Wahrk (from Riven), and a Man-
gree (of Myst IV: Revelation) which has the most 
parts at 86 pieces; “Even if it wasn't the most 
difficult to assemble”, River recalls. 
 

Presently, River is working on a Quab, which will 
make at least one critter from each game. (His 
Bahro plush is considered to be from Myst V: 
End of Ages.) River says, “It is actually my inten-
tion to have all major critters created.” 

It’s a Plush life 
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We are looking to expand our services and we would like the community’s help.  We are looking for fel-
low explorers like us that watch out for news, who like to write articles or are just interested in keeping 

the community informed.  Are you in another online world and would like to keep 
that Uru community up-to-date?  Maybe you have had an idea but thought, “No, 
they wouldn’t want that” or “I could do that!” If so, then we want you.  From a 
little work to a bit more, how much is all up to you.  The beauty is that you can be 
in another guild, group or society and still contribute by keeping us informed or by 
spreading your news. 
Lifetime free membership guaranteed.  

Want MORE out of  URU?  Then we are looking for you! 

Compiled by Andros/Kalypso, Alkaera, Blutec, Gbadji, Leonardo 

Images by Cyan Worlds, Alkaera, GoI, GoW, River, Szark, TCT, Uru Obsession 

Story ideas contributed by the Guild of Messengers 

Answers: 
 

Answers Anagram Puzzle 

6. Bahro Cave 
7. Ferry Terminal 
8. Sharpers Office 
9. Aegura Library 
10. The Great Stairs 

1. Aegura Palace Balcony 
2. Tokotah Rooftop 
3. Eder Tsogal 
4. Kadish Tolesa 
5. Zandi's Trailer 

But, there are some creatures that do not justify 
the time that the patterns demand. For each toy, 
River creates 'step-by-step' instructions, and then 
has them tested by a third party to ensure that 
the patterns are understandable. This process is 
very time consuming, and is one reason why 
River does not make them for sale.  River ex-
plains, “Even if I asked a Premium price, I would 
still be working for less than minimum wage. 
That's why I focus on creating patterns. And 
there's never the time to finish my replicas of the 
'Journals' - Another lifetime maybe.” 

River is not the only plush toy designer in the 
community; others 
who have taken up 
the Plushie baton 
include ldhenson 
and Mystress, for 
example. 

River’s progress 
can be seen at the 
MYSTcommunity forums: 
http://preview.tinyurl.com/5n3sql 

It’s a Plush life 


