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From the Editor
Well, The Archiver is  intended to taken an OOC as well as IC look at the Cavern and the community, so I'll 

take this moment to pop on my OOC hat, and discuss an important matter affecting MOUL; the season finale, 

and the end-of-season break.

From the very beginning, there has been a great difference in opinion (when hasn't there been..) regarding 

the switch to an episodic model of content delivery by Cyan. Certainly, having set times for the commencement 

of each episodes means that everyone knows when it is  and can be there, but the flip side is, unfortunately, that. 

because all the events occur in that one week, everyone WILL be there. Cyan have also seemed to adopt some of 

the features of TV style episodic presentation, in that they are dividing the story up into 'seasons', also seen in 

that other Gametap luminary, Sam & Max. Like the mad cap dog-and-rabbit duo, Cate Alexander and co. will 

be taking a break after the season finale. As  a result, and in conjunction with Uru's rather unlucky track record 

when it comes to cancellations, many explorers  have expressed concern that maybe the Restoration won't con-

tinue next year, particularly regarding Cyan's  reluctance to discuss  next year's  schedule. Certainly, the memories 

of  Uru's last cancellation are still fresh in many people's minds. But how well founded are these fears?

Myst Online Uru Live is  a different beast to the one that was dropped before its time in 2004. Firstly, 

Gametap, Cyan, and the community have already had a real taste of what Uru has to offer. Whereas  Ubi only 

had Prologue to work off, this time MOUL has  been running at full steam for a full year, and has already under-

gone several tweaks of the formula. While the game is  by no means perfect, it  seems clear that Cyan are looking 

to fix up the problems, perhaps slowly, but certainly steadily. The story is also well underway, and looks to have a 

blockbuster season finale ready for October, complete with several iconic Myst locations. No longer is  MOUL 

an unknown quantity. Secondly, MOUL has, to all appearances, had greater coverage in the public arena. The 

delivery method via Gametap in and of itself ensures that more people have the opportunity to access  the game, 

especially as it comes already bundled in the Gametap fee, as opposed to the standalone boxed release of the 

game, which would likely only tempt Myst fans or MMO fans looking for a fresh fix. Finally, The community is 

well and truly entrenched in the game. Those who have been here through the Until Uru days have shown their 

loyalty to the entity that is Uru, while the constant streams of new explorers  into the cavern clearly demonstrates 

that there is  a space in the industry that, at least at the moment, only Uru can fill. Cyan clearly intended the 

game to fill that niche in the veritable swarm of MMOs, and it's highly likely Gametap perceived that too, as 

they otherwise wouldn't have signed the game in the first place. Myst Online: Uru Live is a game teeming with 

potential. The release of some long anticipated locations in the season finale is surely just the tip of the iceberg, 

with Cyan clearly intending to go the distance with an IP that, with any luck, can never truly be concluded; the 

ending never truly being written. I expect to see MOUL back next year, and would be shocked if it wasn't. And 

not only to return, but to return bigger and better than ever before.

To paraphrase a certain group of British comedians and their escapade in a pet shop, expect me to be saying 

this over the next few months: "Uru isn't dead, its just resting."

And getting ready for a new year, better than the one before it.

- Narym, Editor-in-Chief
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Deceptions
September 9

At 9:10 a.m., Cate Alexander announced the 

formal opening of the Guild Pubs. These pubs  are 

essentially, as  the DRC put it, "miniature Guild 

Halls." The Pubs, accessible via the Nexus, are fes-

tively decorated to color-coordinate with the five 

Guild Supporter Shirts  available in Kirel. It is only 

possible to access the Pub that matches  the Kirel 

shirt that you are currently wearing; however, it is 

possible to revisit Kirel, change your shirt, and sub-

sequently change which Guild Pub you can access. 

See the section on Guild Pubs for more information.

September 10
Phil Henderson spread the word of the coming 

of a mysterious "he," who turned out to be Dr. Wat-

son. Also, explorers gained access to Sharper's spy-

room and Phil's  Relto. Marie Sutherland spoke to 

explorers and announced the Stained Glass Contest 

winners  for Eder Delin and Eder Tsogahl. The win-

ning entries will be installed in selected neighbor-

hoods above the relevant linking book.

September 11
After several years away from the Cavern, Dr. 

Richard A. Watson, former (and technically current) 

chairman of the DRC, returned. Like Phil Hender-

son, Dr. Watson took Yeesha's  Journey in his  time 

away; he also met both Yeesha and Atrus in the new 

D'ni home Age, Releeshan. Dr. Watson stated that he 

released the Bahro by returning the Golden Tablet, 

which makes him the real life basis  for the events in 

Cyan's Myst V game, and he has evidently had some 

success  communicating with them. He was  asked to 

return to the cavern by Michael Engberg, who left 

after the Kahlo Pub collapse, and who also made a 

reappearance this  month. It was  made fairly clear by 

Ms. Alexander that neither Engberg nor Watson 

wish to reclaim their positions  on the DRC. See the 

section on Dr. Watson for more information.

September 12
Dr. Watson addressed explorers on a wide range 

of issues. The foremost of these issues was  the place 

of the Guilds in the future of the community, par-

ticularly how the Guilds  can be used to defend 

against the so-called Bahronoir (Bahro that wish ex-

plorers ill). It seems that Yeesha and others have been 

searching for something that would help end the 

conflict between the Bahro - or, at the very least, 

something that can help protect the cavern. Accord-

ing to Dr. Watson, the Guilds will be integral in ac-

cessing new Ages and in facilitating the exploration 

of these Ages in search of such asset/s. Dr. Watson 

made it clear that he believes the Guild system itself 

was  not responsible for the downfall of D'ni; rather, it 

was  the choices of the people that populated them - 

and their pride. He called for explorers  to remain 

united in the face of this  threat, and to work to the 

survival of  the cavern community.

The Season Finale, “Exodus”, begins in 

mid-October.

Written by Narym
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To gain access to a Guild Pub, visit Kirel and  don a 

colored shirt.  The next time you access your Nexus, the 

corresponding Pub will appear.

Written by Shimmerillion

CARTOGRAPHERS
The Guild of  Cartographers  will map out each Age.  

An unofficial Guild has been doing just this for years; they 

have risen to the challenge set by the DRC and are 

accepting both maps and members.

The Cartographers’ official Guild color is turquoise.  

For more information on how to join, please visit 

www.urumaps.com.

GREETERS
The Guild of  Greeters has the distinction of  being the 

first non-historical Guild recognized by the DRC.  They 

will continue in their exemplary work of  assisting new ex-

plorers, answering questions, and lending a helping hand.

The Greeters’ color is green with cyan trim.  Their 

website is www.guildofgreeters.com.

Take a breath.  Taste the earthy air, full of minerals and rich in history.  Listen to the muffled echoes  and 

drops  of water falling from the cavern ceiling.  Look about you.  Take in the monolithic structures surrounding 

you: their grace, their beauty, their strength.

The men and women of D’ni worked for generations to build this  kingdom.  They learned to specialize in 

their arts and passed on their secrets to their children.  Now, the D’ni Restoration Council has called for a re-

awakening of the Guild system – the system that made D’ni great.  And we, as explorers, have the chance to con-

tinue the magnificent legacy left by those that have gone before.

GUILD PUBS

http://www.urumaps.com
http://www.urumaps.com
http://www.guildofgreeters.com
http://www.guildofgreeters.com
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Caveat
All Guilds  listed here (with the exception of the Guild of Greeters) are still in Pre-Guild stage.  Until the DRC 

recognizes a group and its  structure as the official Guild, all discussion is presumed unofficial.  Likewise, wearing a 

Kirel shirt does not make you a member of  the corresponding Guild – it makes you a Guild supporter.

All explorers are welcome to join the conversation on the Guilds.  Web addresses where the discussions  are 

taking place have been provided for your convenience.

MAINTAINERS
The Guild of  Maintainers will test each new Age, 

looking for programming glitches, Age instability, wild 

animals, and other dangers to explorers.

Their official Guild color is burgundy.  Pre-Guild pro-

gress is being made at www.uruguild.org and 

www.mystonline.com/forums.

MESSENGERS
The Guild of  Messengers is charged with facilitating 

communication within the cavern.  Tasks currently in 

conversation include relaying, print media, in-cavern news 

distribution, and more.

Their color is yellow.  Discussion is ongoing at 

www.mystonline.com/forums and www.uruguilds.org.

WRITERS
The Guild of  Writers will carry on that most distinctive 

D’ni tradition of  Age Writing.  Programmers, storytellers, 

concept artists, and more are needed for this complex 

Guild.

The Writers’ color is black with dark red trim.  Guild 

structure is being discussed at www.mystonline.com/forums 

and www.guildofwriters.com.

http://www.uruguild.org
http://www.uruguild.org
http://www.mystonline.com/forums
http://www.mystonline.com/forums
http://www.mystonline.com/forums
http://www.mystonline.com/forums
http://www.uruguilds.org
http://www.uruguilds.org
http://www.mystonline.com/forums
http://www.mystonline.com/forums
http://www.guildofwriters.com
http://www.guildofwriters.com
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T h e  G u i l d  o f  A r c h i v i s t s

A Call to Action
In late July, the DRC officially sanctioned 

the creation of five Guilds.  Curiously, no 

effort was made to sanction the 

development of a group whose duty 

would be to record the history of out time 

in the Cavern, and maintain a growing 

reference of D’ni history material.  We 

call upon all who are interested in the 

preservation of our history for future 

explorers to experience: let the DRC know 

that the past is  vital to our present and our 

future.  To discuss  the creation of the 

Guild of Archivists, please visit the Guilds 

section of www.mystonline.com/forums, 

or www.dpwr.net/forums and join in.

This message is sponsored by DPWR.NET

http://www.mystonline.com/forums
http://www.mystonline.com/forums
http://www.dpwr.net/forums
http://www.dpwr.net/forums


Town Hall with J.D. Barnes
A Town Hall Meeting was  held on the twelfth of 

September to which Dr. Watson had been invited. 

However it transpired that the good doctor had his 

own plans and so the focus  of the meeting moved to 

a member of our own community, Mr J.D. Barnes, 

who was kind enough to answer questions  regarding 

his thoughts on the current social situation. What 

follows is a condensed transcript of  the meeting.

Eleri: Since I have you up here, Mr. Barnes, why 

don't you take a moment to tell us a bit about your-

self.

J.D. Barnes: Hmm... well, about me. I'm just an 

explorer. I'm an anthropologist by trade and by train-

ing, initially here to do field work.

leeloo: how did you become involve with the DRC 

Mr Barnes?

J.D. Barnes: I think 'involved' is  the wrong term. I 

decided to pursue topics  in D'ni and contacted the 

DRC for authorization. Though I was here before I 

began my research, I felt professionalism required 

sanction from the DRC

Explorer1: And what has your research shown you 

so far?

J.D. Barnes: My research is  still on-going, actually. I 

don't think I've drawn any definitive conclusions yet.

Rebus: Mr Barnes, what is your opinion about the 

restoration? You think like Mr Watson does?

J.D. Barnes: I definitely agree with him in one re-

spect, that we are here now and have to deal with 

that. I think a purely archeological restoration is inef-

fective at this  point. There is  too much 'living' culture 

here now.



Erik: What's your favorite D'ni subject to study? Any 

particular phenomenon that has caught your atten-

tion?

J.D. Barnes: As an anthropologist, I am primarily 

interested in culture. However, I think the D'ni pro-

vide an interesting and unique study in most areas. It 

really is a way to confirm whether many principles 

which we have applied to our own culture apply to 

something beyond humanity. I find the D'ni's  relig-

ious aspects particularly fascinating, however.

Barbarra: What do you think of  the Guild system.

J.D. Barnes: I think it's  easy to demonize the D'ni 

Guild system. A distrust of organization is common 

nowadays, especially among strong-willed individuals 

like the explorers. However, we have to remember 

that the Guilds maintained a relatively stable civiliza-

tion for almost 10 millennia. They must have been 

doing something right in order to do that. However 

you may feel about their pride or hubris, they did 

provide for their people. As  for the Guilds today, I 

think the important point is to remember that they 

need not be like the Guilds of the old D'ni. We are a 

different people in a different set of circumstances, 

our organizations should be different as  well. I think 

it's  important that Guilds be service-oriented. Not a 

governmental body, but organized to serve the needs 

of the new D'ni. The Guild of Greeters  is  an excel-

lent example of  such an organization.

Finn Dove: Mr. Barnes, for most of those 10,000 

years, the D'ni Guilds  has kings  watching over them. 

Which is best - with or without kings?

J.D. Barnes: Well, about two thirds of D'ni history 

had a monarchy. There were good kings  and bad 

kings. But honestly, we know very little about the 

time after Kerath abdicated his throne. I'm not sure I 

could compare in which eras were better for the D'ni.

Finn Dove: So when you say the guild system was 

solid, you are speaking primarily of the time of 

kings?

J.D. Barnes: The Guilds continued for another 

3000 years. I'd call that a relatively solid run for an 

organization.

Stellaflora: Do you feel that DRC is paying close 

enough attention to the Bahro and their culture? Do 

do you feel they are trying to ignore them and hop-

ing they will just go away?

J.D. Barnes: That's a very good question. I am sur-

prised that the DRC hasn't mentioned more about 

the Bahro. I have to assume that they may have more 

relevant information than the rest of us  do. However, 

it seems  like they see the Bahro as  something hat they 

can't hope to control, and are proceeding with busi-

ness as usual. I'm not sure I can fault them for that.

Stellaflora: But do you think they could be trying to 

UNDERSTAND them better?

J.D. Barnes: As  trite as it may sound, I think we all 

should. Of course, we don't know if they are trying 

or not. But I think they'd be fools  not to try. The 

Bahro are beyond our capabilities to deal with. Only 

by unraveling the puzzle that is the Bahro do we have 

a chance.

Eleri: Mr Barnes, I've heard you speak bout the cul-

ture that is  developing here in D'ni, can you maybe 

touch on what you're seeing, what you think is im-

portant to be aware of ?

J.D. Barnes: Ah, one of my favorite subjects. In fact, 

my research isn't about the D'ni of the past, but the 

D'ni of the present. I think that what is happening in 

D'ni is a rare example of the formation of culture. 

Most human culture is an extension of the culture 

that preceded it. However, here, we have members of 

several different global cultures converging on an en-



vironment that is essentially alien to all of us. Add 

into that the abilities that we find ourselves with - 

linking, D'ni technology, etc. We are experiencing a 

sort of 'bloom' of culture around completely new 

obstacles  and factors unlike any in human history. 

Who knows what we will do with our new found vis-

tas of exploration. Of course, that may be what wor-

ries  the Bahro as  well. Just what will we become as 

we travel across dimensions?

Andrew Eldred: As far as  the sociology experiment 

goes, do you feel that the presence of a controlling 

body (the DRC) corrupts  the idea of observing sub-

jects  forming an entirely new culture on their own? I 

don't harbor any ill-will toward the DRC, but it 

seems to throw off  the blank slate concept a bit.

J.D. Barnes: Andrew, I think that a controlling body 

is something that occurs  in any culture at some point. 

The DRC are a part of our culture, for good or ill. 

People react to it and add to the culture. It's an error 

to assume, I think, that hierarchy or control impedes 

culture. Both are a part of  culture.

Cully Barger: Mr. Barnes, do you have any sugges-

tions for A) encouraging contact with the Bahro and 

B) communicating with them if  that contact is made?

J.D. Barnes: Encouraging contact? Unfortunately, 

no. I don't know what they are looking for, so I have 

no idea about how to bring them to the table, as  it 

were. As for communicating with them, all I can say 

is use common sense. Don't be aggressive. Don't rely 

on words - use gestures. remember that not all Bahro 

are identical. Dr. Watson mentioned that some can 

communicate more easily than others, just like us, in 

a way. Dr. Watson also said they respond to emotion. 

So be careful of getting frustrated or angry. And re-

member that the Bahro may be as  worried or con-

fused by us as we are of  them. Overall, be careful.



Sydney Austin: What Gestures?

J.D. Barnes: whatever seems appropriate. Though I 

suggest that sticking your tongue out may not be seen 

as friendly.

Stellaflora: If you were given the opportunity to 

meet with a living D'ni, what questions would you 

ask?

J.D. Barnes: Well, that would be a volume in itself. I 

think I would start by asking them about their life, 

specifically. Everyone has a story. And every story is 

as important as any other.

TomahnaGuy: Mr. Barnes What would you say 

Phil's current condition is? DO you think he means 

anything when he says  "listen" or is it another part of 

his "madness"?

J.D. Barnes: It's hard to understand the mind of a 

mystic. Ineffability is  a cornerstone of the concept. 

Of course, as  someone who has primarily interacted 

with another species for years, these may be the con-

cepts he's  most familiar with. I think Phil is trying to 

communicate something he understands, but may 

not have words for. He doesn't seem irrational. Just 

obscure.

Sydney Austin: What are your thought on the 

Guilds, good idea or bad? I think they should be dis-

banded. They are going to cause problems for the 

Explorers. What are your thoughts?

J.D. Barnes: I did address this a little earlier, but I'll 

expand on it. I think that people working together 

towards  a common goal is a fine thing. It's how hu-

manity has  evolved. Organization and even, dare I 

say, hierarchy will result. They have their uses too. 

My concern is that we will be so eager to relive the 

D'ni culture that we will place that over our needs. 

The Guilds should reflect our needs and our charac-

ter. And thus I think we shouldn't be afraid to take 

liberties with the concept.

Sydney Austin: Do you see pride as an issue?

J.D. Barnes: As much as  any other issue we might 

have. I think we, as a populace, have become 

unhealthily obsessed with the evils of pride, however. 

I think pride in our accomplishments  is  valid, as long 

as it remains tempered with perspective.

Stellaflora: Just to recap and clarify, what exactly 

are you intentions  and ambitions regarding the DRC 

and your place in the Community?

J.D. Barnes raises an eyebrow.

J.D. Barnes: I don't think I have any particular am-

bitions regarding the DRC. I appreciate their coop-

eration, of course. As for my place in the community, 

I plan to simply do what I always do. I ask questions, 

I make observations. Maybe I'll turn it into a few es-

says that will get me tenure at a nice university.

General smiling and grinning

Katva: have you been able to (or have any interest 

in) study the Bahro culture, perhaps  from picto-

graphs?

J.D. Barnes: Katva, that is an interesting question. 

I'd jump at the chance to study Bahro cultures. I 

haven't made an extensive study of the pictographs 

yet. I do know there are members of the D'ni Lin-

guistics  Fellowship who have taken that on, so they 

may have insights  there. Also, I know that Ireen-

quench has lead tours  of the pictographs. She might 

have interesting perspectives on them. So, I think I've 

taken up enough of  your time.

Written by Stellaflora



Backstory: Dr. Richard A. 
Watson

Dr. Watson has long held an interest in history, 

and he graduated from the University of Utah with a 

Doctorate of History as a result of this interest. It 

was  after graduation that he received a call from a 

friend, Elias Zandi. Zandi, father of Jeff Zandi (who 

has greeted many explorers on the first steps of their 

Journeys  near the Cleft), was part of the original ex-

ploration team that dis-

covered the dead city of 

D ' n i . Z a n d i a p-

proached Dr. Watson 

regarding this discov-

ery, and in 1990 they 

went on another expe-

dition to the D'ni cav-

ern. From Dr. Watson's 

first contact with the 

D'ni civilization, he be-

gan to take on a more 

prominent role in the 

DRC Restoration. Upon 

the deaths of Mr. Zandi and compatriot John Loftin, 

Dr. Watson was left as  the sole trustee of the D'ni 

Restoration Foundation. From this  organization Dr. 

Watson formed the DRC, or D'ni Restoration Coun-

cil, with the goal of including others in the proposed 

full scale restoration.

Dr. Watson's main role on this council was that of 

leadership. He set up many of the rules  governing 

permissible activities  in cavern, and he also took it 

upon himself to lend a hand in regards to the safety 

of those in the cavern - especially when outside ex-

plorers were brought into the cavern in 2002. How-

ever, pressures on some of these restrictions increased 

steadily, as  more and more excavations and discover-

ies were called for with less regard for safety. Finally, 

in December 2003, the much documented collapse 

of part of the Guild Hall on Phil Henderson oc-

curred. Dr. Watson, a keen believer in the necessity 

of absolute safety in the 

cavern, was  appalled at 

this  death and left the 

DRC and D'ni behind.

The DRC received no 

word from Dr. Watson 

until his sudden return 

in September 2007. It 

now appears that, in his 

time away, he took Yee-

sha's Journey, traveled 

to several Ages, and 

met both Atrus  and 

Yeesha. He has also stated that he was the one who 

set the Bahro free. While their newfound freedom of 

choice could be blamed for the conflict we now see 

before us, it is  probable that Dr. Watson simply acted 

according to his personal mores, extending his  con-

cern of human safety and compassion to the Bahro 

as well.

Written by Narym
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Dr. Watson left the Cavern after Phil’s apparent death in 2003.  
This is his first return to the Cavern spotlight since then.
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Chapter 1: The Prelude
"The Heart will call; the uru shall begin again. The Called 

will trickle through the earth as the waters into stone, and with 

them shall come the Follower." -Korot tso Atinor IV:iii 4-

“I keep dreaming of it  Brian.” Alan quietly said, 

looking out his  window 

and over the many 

houses  that surrounded 
his  own home; Subur-

bia as far as  the eye 

could possibly see, the 

only hint of real beauty 

within the setting sun. 

Otherwise the view 

seemed very depressing 

to the two writers.

Alan was  possibly 

one of the skinniest people Brian had ever met. He 
was tall, around six foot three or so with greenish blue 

eyes  and blonde hair that was raised in a spike forma-

tion that made him look like some retired rocker from 

the eighties. His  Hawaiian shirt hung loosely upon his 

thin frame and his  kaki shorts  completed the outfit. 

He’d almost look stylishly comical if he didn’t carry 

that serious  tone and face behind his  wire framed 

glasses.

“The city, right?” Brian looked up from his seat, 

taking a small swig from the beer Alan had given him, 

“The Uru?”

Brian was  Alan’s complete opposite, yet the two 

were friends  because 
they both remained on 

the same coin, just dif-

ferent sides  of it. His 

dark brown eyes were 

slightly almond shape, 

masking his  Hispanic 

background. His black 

hair was  tied back in a 

ponytail that fell to the 

middle of his  back, and 
his  black eyebrows nar-

rowed down, giving the man an almost brooding look 

even when he smiled. Brian was very large, and if not 

for the fact he was six foot four, he’d look pretty hide-

ous  with his  body weight; lucky for him his  height 

compensated for his weight. Brian wore a pair of blue 

jeans  and a black sweater; the two friends  seemed to 
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advertise their yin and yang friendship whenever they 

hung out in public at the local bookstore or mall.

Alan nodded, “Yeah, that’d be it.”

“You sure you just haven’t been playing too many 

Myst games?” Brian inquired honestly, placing the 

empty beer bottle by the chair, “We both take dreams 

seriously…but the fact that you’re dreaming of a fic-
tional place may be nothing more than an overworked 

imagination.”

Letting out a sigh, Alan answered, “I know, I’ve 

considered that too. But these dreams Brian, they’re 

becoming more vivid than any other I’ve ever had, and 

I keep hearing it…that strange call.”

“It’s a game Alan…nothing more.”

“I know, I know.” Alan responded, sighing again, 

“But if  that’s true, than what do you call this?”

Alan began to rummage through some papers  that 
were scattered upon his  computer desk; notes, game 

magazines, Dungeon & Dragons and all the other pa-

perwork necessary to be a geek were tossed aside. 

Eventually he brought up what appeared to be a piece 

of paper that he had printed off of the Internet (this 

easily given away by the address markings  on the up-

per left had side).

Handing Brian the map, Alan turned away once 

more looking out his  window. Brian brought up the 

sheet towards  the dying light of the room, his eyes 
squinting ever so slightly, his  fingers doing their best to 

hold steady the sheet.

“A satellite photo?” Brian cocked an eyebrow, 

“Alan wha-”

“Look closer!” Alan turned quickly, drawing out a 

player's  guide to his  copy of Uru, flipping through the 

pages  frantically, pausing only to instruct Brian further 

before returning his  attention to the guide, “Look at 

the pages behind it!”

Brian began to flip through the individual pages, 
realizing he hadn’t noticed that what Alan had given 

him wasn’t a single sheet of paper, but a small stack of 

what seemed to be twelve pages. Each shot was labeled 

with “new_mexico” along side some coordinates and 

other numbers Brian had no understanding of. Each 

shot showed what seemed to be a small mountain and 

what appeared to be a small canyon right alongside it.

With each turn of the pages, the image became 

clearer and clearer. The small canyon was  actually a 

type of cleft and, although Brian couldn’t  tell quite ex-

actly, there appeared to be a trailer parked near it. 

“You see?!” Alan’s  eyes  blazed with a strange eager-
ness, one Brian had not seen in his friend for some 

time. He held out the strategy guide, pointing out a 

picture to his friend, “Now look at my book!”

Although the pages  were shaking from Alan’s 

adrenaline-shot hands, Brian noticed the screenshot of 

the mountain side, cleft and the trailer of the game’s 

first NPC, Jeff Zandi. Brian scratched his chin, realiz-

ing how similar the game screens were to the ones 

Alan had found on the Internet, however there was  still 

the matter that the shot in the book was  done overlook-
ing the horizon, not through a satellite photo.

“Well, I must admit they are pretty  similar.” Stand-

ing up, Brian continued, walking past his  friend and 

permitting his  eyes  to scan that bland urban horizon. 

He smiled, his  eyes  half closed and began to think to 

himself how wonderful it would be if Alan were cor-

rect. Imagine, he thought to himself, entering a realm 

thought only to exist within fantasies  and computers; a 

realm where one could enter any world, a thousand 

possibilities; a million exits  from the harsh realities that 
surrounded them. Although Brian was  not nearly as 

miserable as  the oppressed peoples of the world or 

anything, he still found himself smothered by the 

blandness of life every now and then. Heck, it was be-

cause of that blandness  that Brian had turned to writ-

ing to begin with.

“However, this isn’t proof enough Alan, we both 

know that.”

“We can check Brian!” Alan grasped the side of 

Brian’s  arms, shaking him lightly, his  eyes  flashing with 
a frantic light of inner vision, “This  map has coordi-

nates, it tells  exactly where we can find this  cleft and 

see if I’m going crazy or not! We’d just  drive down to 

New Mexico and then-”
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“Drive to New Mexico?” Brian shook his head, 

“Look, we’ve just  entered summer break, we need to 

find jobs, you and I don’t have the kind of cash to 

make that trip. We both know that we have responsi-

bilities here, far too many to just run off  and do this.”

Alan had a strange look in his eyes, one that 

screamed out in desperation and frustration towards 
Brian. They even began to water for a moment or so, 

but soon enough, his eyes  closed and nodded in accep-

tance.

“Yeah…yeah, you’re right about that.” Alan let out 

a defeated sigh, “We both know that it isn’t real any-

how.”

“I really wish your dreams were right Alan.”

Nodding, Alan let out a light chuckle, “Yeah, me 

too.”

Brian began to push the memory back into its 

place; setting it within his mind like an old film that he 

had pulled off of a video shelf. Now, the large young 

man stood in the middle of what was not supposed to 

exist, a place thought up in the imaginations of many, 

a wound in the 

Earth that  was 

supposedly faked.

But it wasn’t, 

it was  real and it 
was before the 

young writer as 

obvious  as the 

very a i r he 

breathed. Brian 

removed his  sun-

g l a s s e s  a n d 

rubbed the sweat away from his  eyes, his  mouth still 

opened in pure shock. The sun beat down upon him as 

would be expected in this desert. Yet, looking below at 
the bottom of the cleft, Brian could see a whole patch 

of strange blue flowers and cool inspiring springs  of 

water.

“Looks like I owe you an apology my friend.” He 

quietly whispered, “If  only others knew…”

It had taken Brian some time to get to New Mex-

ico; yet from what he saw now he understood that he 

was correct in accepting the journey. Alan had been 

gone for at least a week now, only leaving behind a sin-

gle email to Brian explaining that he had to go to “that 

place”. Brian shrugged it off until he tried to call his 

friend and found no answer, the situation then became 
quite clear when Alan’s parents  called, questioning 

Brian about where Alan might be.

Naturally, Brian didn’t bother to explain the situa-

tion, deciding it  to be best if he kept the information to 

himself. Besides, no one would’ve believed him, and 

above all he did not desire Alan’s  name (and sanity) to 

be tossed aside; Alan had problems with his family, as 

is  when it  came to their views on his  mental health, 

though Brian knew it was just the usual eccentricities 

of  a creative person.
The desert sand shifted ever so softly underneath 

his  boots, Brian’s  back turned towards the sun, away 

from the strange cleft and back to his  vehicle. After 

reaching his  tanned car, Brian unlocked it with a sim-

ple click of his  keys, swinging the back seat open and 

pulling out a 

backpack.

Although Brian 

never imagined 

that he would be 
actually stepping 

foot out of real-

ity, he did use 

some of the last 

scraps of his 

checking account 

to create a sur-

vival pack. Filled with ropes, rations, a survival hand-

book, climbing gear and other small things he thought 

he might need if  things got... physical.
Strapping his hunting knife to his  leg, Brian turned 

back towards the cleft, his  eyes  narrowed, readying 

himself  for things to come.
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Autumn is coming to the cavern, and though 
the temperature in Ae’Gura changes about as often 

as the “0” on Victor Laxman’s pellet-o-meter, fall is 
nevertheless a great time for explorers to show off their 
seasonally savvy sense of style!

WHAT’S IN:

You can never go wrong with fall colors.  Change that 
Riven tee to a nice shade of burnt sienna.  If you have 

colorblock, visit Eder Delin for inspiration.

Guilds are hot this month with the arrival of Guild Pubs.  
Support your favorite by sporting a freshly pressed Guild tee shirt!

If you like trespassing, chances are you’ve already discovered 
the DRC shirts in Phil’s Relto.  Show off the latest designer 
threads to impress more your lawful friends.

WHAT’S OUT:

Shorts are for summer, so lose those Daisy Dukes ASAP!  If you’re a guy, 
don a manly pair of cargo pants.  Sheilas can try on some 
skinny jeans.

by Shimmerillion

GET THE LOOK

LEAF-CRUNCHING BOOTS

WHERE: Minkata Cavern 4
No, I don’t remember how 

to get there, either

A VARIETY OF PANTS

WHERE: Your closet!
Your legs will
 thank you.

DRC “CULT” SHIRT

WHERE: Phil’s Relto  
Ok, so the DRC isn’t 

really a cult ... Or is it??

GUILD TEES (5 COLORS)

WHERE: Kirel
Your shirt  choice will 
affect your Guild Pub.

CAVERN COUTURE
Find a way ... Make a home ... Look fabulous!



KI Toons
by Thend & ireenquench

CREATIVITY 
CORNER
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Golden KI Winners

CREATIVITY 
CORNER

Kadish - Light Spiral
by vinder

A Snowy Surprise
by Natika

Library and GZ Beam
by Rileyroo

Glow
by Rileyroo



Cavern Activities
Activities courtesy of MystOnline.com

Spoken Word Night
Oct 17, 2007 @ 7:00 PM EST

For now, Spoken Word Night is "unofficial" until 

after SWN 50 which is still in the works. Regardless, 

come on down to the Uru Obsession hood and have a 

good time. Either bring your favorite artist's work, 

your own work, or simply enjoy the work of the people 

presenting.

UO Presents: Game Night
Oct 17, 2007 @ 9:00 PM EST · Link

Mid-week blues have you down? Need something 

to help get you to the weekend? Looking for something 

to do before the season finale? URU Obsession's  got 

you covered! Join us as we kick off our new weekly 

program, Game Night! Each Wednesday between epi-

sodes, we'll feature a game selected by you! Of course, 

just because a game won the vote doesn't mean you 

have to play it. There'll be plenty of explorers looking 

to play other games URU has to offer; the only way to 

find out what people are playing is to show up. Gather 

in the UO hood starting at 6 p.m. Cavern Time on the 

26th and we'll start the games from there.

Under the Roots!
Oct 19, 2007 @ 7:00 PM EST · Link

New episode or no, Under the Roots! returns to 

the Watcher's Pub so that everyone can dance. Starts 

at 5PM KI time.

Cavern Timeline
• September 8th (“Deception” Day 1): Phil con-

tinues to spread the word that “he” is coming. 
Cate discusses the Guild Pubs.  Sharper dis-
cusses the Bahro War in the Watcher’s Sanctu-
ary.

•September 9th (“Deception” Day 2): The Guild 
Pubs are opened by the DRC to mixed fanfare.  
Phil discusses colors in the GoG Hood.

•September 10th (“Deception” Day 3): Dr. 
Watson and Michael Engberg return to the 
Cavern.  A new Spark is discovered in Tele-
dahn, and the Spyroom is re-opened, granting 
access to Phil’s Relto.  Phil announces that “he” 
is here from the rooftop of the Tokotah Build-
ing.

•September 11th (“Deception” Day 4): Cate 
announces that Dr. Watson will not rejoin the 
DRC.  Sharper decides to join the good Bahro 
in their fight.  Laxman updates explorers on the 
Lake-lighting progress.

•September 11th (“Deception” Day 5): Dr. 
Watson makes an important speech in Blab-
bity’s Hood.  The DRC Vest appears in Phil’s 
Relto.  A new Relto Page is found in the Cleft.

•October 3rd: A new sparkly is found in Phil’s 
Relto.

BULLETINS

http://www.uruobsession.com/forum/index.php?act=ST&f=13&t=31722
http://www.uruobsession.com/forum/index.php?act=ST&f=13&t=31722
http://uotr.blogspot.com/
http://uotr.blogspot.com/



