[15:42]  Sebastian Lathrop: velvet - set up a php script that communicates with a mySQL database and use httprequests to send data to the script from SL

[15:42]  Sebastian Lathrop: down side : server outages wil knock out your script      up side : vastly improved potential for data storage and manipulation

[15:43]  Velvet Tripp: yeah .. and i am afraid, that the server wont respont fast enough

[15:44]  Sebastian Lathrop: haha to be honest, i find that my server processes data faster than SL does normally

[15:44]  Velvet Tripp: ah .. cool :)

[15:45]  Trent Platthy: You only real problem is server outages, or network problems between server and SL. Shouldn't be bad though.

[15:45]  Velvet Tripp: na . .wont be bad ... its not an important one :)

[15:46]  Sebastian Lathrop: but yea, as far as http requests.. well let me put it this way, if you have a web server you should probably never be having scripts read notecards

[15:47]  Sebastian Lathrop: http requests always seem to process faster

[15:49]  Kephra Nurmi: the benefit of http is, that you can read several lines at same time, as long as the fit into one buffer

[15:51]  Velvet Tripp: got another idea to play with: iöö use several scripts. every script for a part of the array.

[15:51]  Velvet Tripp: ill

[15:51]  Sebastian Lathrop: and have them all communicate with link messages?

[15:52]  Velvet Tripp: i thought so.

[15:52]  Velvet Tripp: would be pretty the same script .. say ... 10 times

[15:52]  Velvet Tripp: just the index would be different

[15:53]  Sebastian Lathrop: that wouldn't be bad. depends on how many scripts though. more scripts means more lag

[15:53]  Velvet Tripp: i know ... lots of lots of script then :-/

[15:53]  Sebastian Lathrop: if it isn't real important, i would seriously go http request

[15:54]  Velvet Tripp: will do so - as soon as i got a proof-oc-concept from the script :)

[15:54]  Sebastian Lathrop: having to deal with php and mySQL or whatever for the first time is a pain but i think the state of scripting in SL would be much better if everybody knew how to do it

[16:30]  Velvet Tripp: how many httprequests can i send?

[16:35]  Tmyclyk Dmytryk: 200/200 seconds, I suggest if you're making a script that you plan on selling, don't push it

[16:35]  Tmyclyk Dmytryk: That's per owner per sim

[16:36]  Velvet Tripp: so .. if i got 200 prims at a sim, each can send exactly one httprequest every 200 seconds?

[16:37]  Tmyclyk Dmytryk: Yes

[16:37]  Velvet Tripp: damit .. i want c++ back.

[16:37]  TigroSpottystripes Katsu: wow

[16:37]  Velvet Tripp cries.

[16:50]  TigroSpottystripes Katsu: when using llParseString12List, if the string starts  with a separator and doesn't has any other instance of the separators in it, will it have 1 or 2 itens?

[16:53]  Mephistopheles Thalheimer: 1

[16:54]  TigroSpottystripes Katsu: ok, thanx

[16:54]  Mephistopheles Thalheimer: llOwnerSay( "Number of elements: " + (string)( llParseString2List( "|rabbit", ["|"],[]) != [] ));

[16:55]  TigroSpottystripes Katsu: mmm, that cheks if it has 1 or two entries?

[16:57]  Mephistopheles Thalheimer: as many as there are, try:  llOwnerSay( "Number of elements: " + (string)( llParseString2List( "|rabbit|duck|quail", ["|"],[]) != [] ));

[16:59]  Mephistopheles Thalheimer: ( mylist != [] )  is just a more efficient way of saying llGetListLength( mylist )

[16:59]  TigroSpottystripes Katsu: but does it know the diference between a list with one and a list with two itens?

[17:01]  Mephistopheles Thalheimer: Not sure of what you are asking, llGetListLength() tells you the number of items..

[17:01]  TigroSpottystripes Katsu: yes, so you gonna make me test it to get the answer?

[17:03]  Mephistopheles Thalheimer: well, the answer to your first question was 1... but you are welcome to cut and paste and see it empirically for yourself

[17:04]  Mephistopheles Thalheimer: if the string starts  with a separator and doesn't has any other instance of the separators in it, will it have 1 or 2 itens?  Answer = 1, QED:  llOwnerSay( "Number of elements: " + (string)( llParseString2List( "|rabbit", ["|"],[]) != [] ));

[17:54]  Kephra Nurmi: Jack: my vendor has a http backend for that (and others)

[17:54]  Emma Nowhere: why will the server change keys?

[17:55]  Bad Maladay: you will either need rely on the owner to keep the key updated or you will need to have an http server and database to keep the keys updated

[17:56]  Emma Nowhere: hmmm

 [17:57]  Emma Nowhere: ok, so, there are three options, 1) the server key doesn't change and the clients know it  2) the client keys don't change and the server knows it or 3) you have a centralized directory server who's key never changes that your clients talk to

[17:58]  Emma Nowhere: and the centralized director server has a list of all the servers

[17:58]  Emma Nowhere: that centralized directory server could be external and queried via http or could be an in-world server

[17:59]  Jack Gelfand: but when the sim goes down. doesnt that change the key?

[17:59]  Emma Nowhere: no

[18:00]  Jack Gelfand: so the only way of possibly changing the key is to re rez?

[18:00]  Sidney Chambers: Emma do you have any information availbable about your vendor?

[18:00]  Emma Nowhere: key only changes when you rez a new instance of a copiable object

[18:01]  Jack Gelfand: or take into inventory and rez again?

[18:01]  Emma Nowhere: take to inventory and rez again of a no-copy object doesn' generate a new key (i don't think)

[18:02]  1Roger Cortes: if you can copy the objecy it wil change key on rez rez from inventory

[18:02]  Jack Gelfand: ok so if i was to make it say the key on state_entry and put the key in the description. that would be easy to change?

 [18:04]  Sidney Chambers: Ok.. I'm mainly trying to find information about the details of building client/server apps in SL

