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1. INTRODUCTION

JEVN is an advanced system of networked vendors specifically designed to help you manage all your sales vendors from just one central server in one location.

The JEVN System is made up of two main parts: a JEVN server and a JEVN vendor.

The JEVN server is the object that holds the inventory of the items on sale. It has to be kept rezzed at a (preferably) stable location.

The JEVN vendors are the objects that actually display and sell the items, taking them from the server inventory. You set these vendors up in stores around Second Life (SL) to sell your wares from.

To create your own vendor network to sell your products, you need first to setup the JEVN server, dropping in its contents the items you want to sell, their pictures (textures) and optionally any other object you need to better describe your product to possible purchasers (information notecards, for instance). When the server is on line and ready to deliver items, you can setup your vendors anywhere in SL. The vendors will register to your server and get from it the list of the items to sell.

Once your server is set up, and your vendors placed around SL, you won't need to travel around physically to update them any longer. The server will both automatically update all the vendors and provide you with a set of commands to help you remotely manage them.

The server will also keep complete sales logs that can be sent to up to five different email addresses at regular intervals.

The server must be set up before the vendors are.
2. THE SERVER

2.1. GENERAL DESCRIPTION

The JEVN network server is the object where you store the inventory of the items to sell. 

The server also stores all the information about the registered vendors and the logs of the sales.

From the server you issue all the commands to maintain and manage your network of vendors. 

The JEVN network server is the most important piece of your installation and should be placed at a permanent position. Moving and re-rezzing a server can be done in a relatively easy way, as explained later in this manual.

On the front pane of your server there are 3 colored LEDs (lights) with the following meaning:

a) A green/red LED

shows the server status. Green means the server is on-line and red means the server is off-line.

b) A blue/pink LED

shows when communication activity with vendor(s) is taking place. The LED turns briefly from blue to pink when the server is sending data to the vendors.

c) A dark/bright yellow LED

Indicates the presence of sale logs. Dark yellow means there are no new logs (sales) since the last report was sent by email and bright yellow means new sale logs are present and not yet emailed.

The server can be working in two different states: on-line and off-line.

· In the ON-LINE state the server is up and managing your network of vendors. The GREEN LED is on.

· In the OFF-LINE state the server is being configured and can not perform sales. The RED LED is on. When the server is set to off-line mode, all the vendors of the network are set off-line too.

When you rez a JEVN server from your inventory, it will whisper its release number and UID. Copy from chat history the id as it will be needed by the vendors to register and communicate with the server. The server UID is a very important piece of information, and will change whenever the server is taken back to your inventory and rezzed again. 

You can always get the server's UUID again touching the server and clicking the ID button
2.2. SERVER CONFIGURATION

Rez a JEVN server. Edit it and from the edit window select the contents tab.

You need to drop into this contents folder all the items you want to sell. If the item you are selling is actually composed of several parts (such a skirt and top outfit, or an object plus a help notecard), these must be put together in one box, and that box dropped into the server. (This is a system limitation in SL: objects such as the server cannot deliver multiple items).

For every item on sale you must also supply (in the server contents folder) a texture (picture) to be displayed by the vendors(*).  You have the option of indicating an information notecard (or some other item) that the vendor will freely give out to the users.

In the server inventory you will  also see two notecards: _config and _items. These notecards need to be filled in for the server to work properly and manage your vendor network. We will cover this soon.

*  Even if you are using a vendor model such as the JEVN GVS which does not itself require a texture, you must supply a texture, even if only a dummy one.
2.2.1. NAMING CONVENTIONS

In your inventory, you can have duplicate item names. Inside objects such as the server, however, SL does not allow for two objects to have the same name. If you were to drop something into the server contents folder that duplicated the name of something else already there, SL would automatically append a number to the name of the incoming item.
Example:

    In your inventory:

        Item name:    my_item

        Item texture: my_item

    In the JEVN server contents:

        Item name:    my_item

        Item texture: my_item 1

The number SL automatically appends BECOMES PART of the actual name of the item. If this happens to you, you must take this new name into account when you fill out the _items notecard.
** TIP

To make things easy, consider adopting right at the start an easy-to-remember naming convention that will keep related items sorted together. For instance, the display texture for an item might be named with an "_t" at the end, and the info notecard name for it might end with "_i".
Example:

        Item name:        my_item

        Item texture:     my_item_t

        Item information: my_item_i

2.2.2. LOCAL AND NETWORK OPTIONS

The information you are going to supply to fill the _config and _items notecard can be generally divided in two categories: local configuration and network configuration.

Local configuration is the options that only affect the behaviour of the server and are NOT sent to the vendors (for instance the frequency of the sale logs is a server configuration that the vendors are never aware of).
Network configuration is the options and information that NEEDS to be sent to the vendors (for instance, the Network name is a Network configuration)
Realizing that there is a difference between the Local and Network options will help you manage your installation in a more efficient way and will be further discussed later on in this manual.
In the following sections, while describing the various configuration options, Local options will be identified by [L] and Network options by [N].

** NOTE

In the _config and _items notecards, the lines starting with # are considered "user comments" and are IGNORED by the server, that is the server will NOT attempt to process the contents of the line.

You can use comment lines to add your own notes or reminders to the notecards.

2.2.3. THE _CONFIG NOTECARD

The _config notecard holds the configuration options that allow you to customize the behaviour of the server. 
Some options are mandatory and are needed for the server to work properly, others are optional and you can safely leave them out if you do not need them.

Optional information will be identified by [O], so, for instance, [LO] means a Local and Optional configuration and [NO] means Network and Optional configuration.

The most commonly used configuration entries are already present in the _config notecard. Others you will have to add if you need them. 

If an optional configuration is missing from the notecard, the server will assume the standard value.
The general format of a configuration option is:

option_name : option_value

Spaces between the options and values not important, as they are stripped by the server when reading them.

Example:

option_name: option_value

option_name         : option_value

option_name      :        option_value

The following is the list of the available configuration options:

2.2.3.1. Communication options

· Network: <network name> [N]

<network name> is the name of the network. This name will be shown as the first line of the floating text above the vendors and might be used for instance to show the name of your business;

    Example:

        Network: JE Technology Inc.

· Server: <server name> [L]

<server name> is the name (not UUID) you want to give to your server to tell it apart from others you might have. The name will be shown in sale logs so you can tell from what server the log has been sent;

    Example:

        Server: shoes server

· Password: <password> [N]

The password needed by the server to connect and communicate with vendors. The password is mandatory and can be any word you like.

    Example:

        Password: supercalifra
· Backup: <server UID> [NO]

The UUID of a backup server that will be used by the vendors to retry faulty item deliveries. Retry will take place only if the vendor did not receive a delivery acknowledgement from the main server.
The backup server MUST have the same password as the main server.

If no backup server is setup, the server will use its own ID as standard value for the backup server.

    Example:

        Backup: 12345678-90AB-CDEF-0123-4567890ABCDE

· fail_retry: <yes/no> [LO]

At times, the communication between the server and the vendors can fail for a number of possible reasons. One of the most common reasons of failure is when vendors get deleted from the world and the server still thinks they are there. Other reasons can be the SIM the vendor is in being down or having some temporary issues or the vendor itself being stuck , etc.
If this option is set to ‘yes’ the server will make a second attempt to communicate with the vendors that did not answer the first time (standard JEVN feature up to Rel. 3.5).

Please be aware that enabling the failure retry option can slow down the server performance particularly during vendor updates.
The standard value is ‘no’

    Example:

        fail_retry: yes

2.2.3.2. Server sharing options
· Second_Owner: <list of names> [LO]

<list of names> is a list of up to three (3) NAMES (not UIDS) separated by ';' of persons you want to allow to manage your server. This option is only related to the interaction of those people with server SCRIPTS and by no means deals with the permissions of those people to interact with the server as an object in SL.

    Example:

        second_owner: esmay Rand ; Jopy Weber
· Share_With_Group: <yes/no> [LO]
Set this option to 'yes' to allow all the people belonging to the same group as the server to access the server owner menu.

This option can be used if you want to share the JEVN server with other people. 

The standard value for this option is 'no'.

Please note that this option HAS NOTHING TO DO with the 'share with group' checkbox in the edit window for the server. That checkbox is managed solely by SL.

    Example:

        share_with_group: yes
2.2.3.3. Pricing options
· rate: <L$/USD rate> [NO]

The JEVN server assumes that all the item prices as you set them in the _items notecard are based on the standard exchange rate of 250 L$ = 1 USD. 

This setting will automatically adjust the prices of the items to the new exchange rate. 
If the exchange rate varies and you want to adjust prices accordingly, you just set here the new exchange rate. The new item prices will be modified by the server according to the following formula:

    new item price = item price * rate / 250

    Example:

        rate: 285

if the price for one item is 150 L$ the server will adjust the price of the item and sell it for 150 * 285 / 250 = 171 L$

This option can also be used for discount campaigns. Setting the new rate to a value less than 250 will allow you to sell all your item at a discounted price.

2.2.3.4. Loggings options
· Email_1: <email address> [LO]

<email address> is the primary email address the server will send sale reports to.

· Email_2:  <email address> [LO]

<email address> is the second email address the server will send sale reports to.

· Email_3:  <email address> [LO]

<email address> is the third email address the server will send sale reports to.

· Email_4:  <email address> [LO]

<email address> is the forth email address the server will send sale reports to.

· Email_5:  <email address> [LO]

<email address> is the fifth email address the server will send sale reports to.

** NOTE:

If no email addresses are  defined, the server will not keep any sale logs.
· Email_frequency: <hours> [LO]

<hours> is the frequency (in hours) between emailed sale logs. The time starts counting after a server reset.  or after logs have been mailed manually through the available 'mail' command.  
The standard value is 24

· log_separator: <character> [LO]

The fields in a sale log are usually separated by a "-". This option lets you setup a different separator for the fields of the log.

<character> is the new separator you want to use. 

Note that neither : (colon) nor ; (semi-colon) can be used as separators.

    Example:

        log_separator: /

· empty_logs: <yes/no> [LO]

Sale logs are usually sent by the server only if there are actually some logs to be sent. That is the server doesn't usually send empty emails.

If set to 'yes', this option will force the server to email logs at the defined interval, even if the email to send is an empty one. 
The standard value is ‘no’

    Example:

        empty_logs: yes

· instant_logs: <yes/no> [LO]

By default the server sends out emails at periodical time intervals.

This option, if set to 'yes', will cause the server to email sale logs FOR EVERY SALE.

The standard value is 'no'.

    Example:

        instant_logs: yes

· log_notecards:<yes/no> [LO]

By default the server does not create any log when a notecard is given out.

This option, if set to 'yes', will cause the server to create a log also when notecards are delivered, just like it does for item purchases.

The standard value is ‘no’

    Example:

        log_notecards: yes

· im_on_deliver: <yes/no> [LO]
This option if set to 'yes' (no quotes) will enable the server to send you an instant message when an item is successfully delivered.
The standard value is ‘no’

    Example:

        im_on_deliver: yes

2.2.3.5. Other options
· randomize: <yes/no> [LO]

In a sale application, as it is expected, a user is given the item he/she buys. The randomize option will force the server to give to the purchaser a random item from the ones available, no matter what the user bought. The standard setting is <no>

· aux_key1: <UID> [LO]

The UID of an object in Sl that is able to get emails. To this object the server, upon successful delivery of an item, will send an email log of the purchase. The email message will have the following format (please check the server API section for more details about the message information):

    Subject: "Item sale"

    Message body (string): date hour \\ vendor_name \\ vendor_region (vendor_position) \\ item_sold \\ purchaser_name \\ purchaser_id \\ price \\ recipeint name \\ recipient UID \\ transaction Id
2.2.4. THE _ITEMS NOTECARD

The _items notecard holds the description of the items you want to sell. This description will be sent by the server to the vendors so they know what they have to sell.

The description for every item must be on a different line and is made by 9 fields separated by ‘;’ (semicolon).

price; texture_name; item_name; item_info_object; description; group_price; category; limited; info_type

The fields have the following meaning:

· price (mandatory)
The price of the item.

· Texture_name (mandatory)
The name or UID of the texture (picture) of the item to be shown by vendor. For the texture to be correctly shown by vendors, you need to have FULL permissions on the texture itself
· item_name (mandatory)
The name of the item on sale

· item_info_object (optional).

The name of an object that vendors will give out for free. It can be a notecard describing in detail your item or a gift or a demo of your item or a sound the vendor will play. The item_info_object must be in the server inventory in this case.

The item_info_object can also be the URL of a web page describing the item on sale. The web page will be opened in the user's internet browser. Please note that the url MUST begin with “HTTP://”
To let the server know the type of the item_info_object, you need so setup the info_type field accordingly (see below)
· description (optional)

A brief description of the item on sale that the vendor will show in the floating text.
The item description can be split on different lines by the vendors by including the characters '/n'. Every '/n' in the description string will be replaced by the JEVN system with '\n' (new line) thus splitting the description string on different lines.

   Example:

    "This is a long item description that the vendor should display on 2 lines."

    If you type it in like this:

    
This is a long item description that/nthe vendor should display on 2 lines

    The vendor will display it as:

    
This is a long item description that

    the vendor should display on 2 lines
· group_price (optional)

A group discounted price. Users wearing the same active group as the one the vendors is set to will be able to purchase the item at this price rather than at the standard item price
· category (optional)

Category of the item. The category of an item is a SINGLE, case sensitive, character (so 62 possible categories are available: a-z, A-Z, 0-9) that allows you to further specify the item itself. Every item can belong at most to one category.

Categories are used to include/exclude items from the sale set of vendors

· limited (optional)

Used to inform the server that the item is available only in a limited number of copies. This field can only take the value L (capital).

Please refer to the SELLING NO COPY OBJECT / LIMITED EDITION ITEMS section for a description of how no-copy and limited items are handled by the system.

· Info_type (optional)

the type of the item_info_object. It can be used to specify what kind of item the vendor will give out for free when users ask for item information. This field can take the following (small caps) values:

    n - if item_info_object is a notecard (standard value)

    g - if item_info_object is a gift (generic item)

    d - if item_info_object is a free demo for the item

    l - if item_info_object is a landmark

    s - if item_info_object is a sound to be played

    h - if item_info_object is the URL of a web page

Optional fields can be, of course, left out. That means the related field can be left empty, but the surrounding ";" must still be present. They can be left out only when at the end of the line itself.

To recap, semi-colons can only be left off when you have reached the "fields" in the line item description that you don't care about, and won't be adding anything further to that particular line.
Examples:

#Item: black shoes. No item_info, no discounted_price, no category, unlimited, no item_info type
100 ; black shoes_t ; black shoes ; ; black fashionable pumps

#Item: black shoes. price 100 L$, item_info_object is URL, no group_price, no category, unlimited, item_info type must is h (Url)

   100 ; black shoes_t ; black shoes ; http://www.black_shoes.php ; black fashionable pumps ; ; ; ; h

#Item: romantic hair. no category, unlimited, item_info is a demo
150 ; romantic hair_t ; romantic hair ; romantic hair_i; long romantic hair ; 120 ; ; ; d

#Item: Lambada (song). no description, no discounted_price, category M, Limited, item_info is a sound
130 ; Lambada_t ; Lambada ; Lambada ; ; ; M ; L ; s

2.2.5. WARNINGS AND ERRORS

During the configuration phase, you might get some errors or warnings from the server, as it checks the information you wrote in your _item notecard against the actual content of its inventory.

Please remember that the names of objects (items, notecards, textures) you write in the items notecard MUST MATCH EXCATLY (caps, number of spaces, etc.) the names of the objects as they appear in the server contents.

Errors will prevent the item from being loaded to the vendors.

Warnings are just there to remind you that something MIGHT be wrong, though not necessarily.

The server will specify the line number where the error was found. The line number start from 1 and all the lines (comment lines, blank lines, etc.) are counted.

So count the lines starting from the beginning of the notecard to get to the troublesome line. Please note that some lines can show as multiple lines in your notecard window. This is just because the line itself does not fit in the window and is wrapped around. It is still 1 line though. Try enlarge the notecard window in this case to make sure.

· Error in _items at line xx

The line number xx of the _items notecard is missing either the item or its picture (texture). This means that a semi-colon (;) is missing or the item is not in the right position in the line.

· Error - Texture yyyy not found

The texture yyyy specified for an item was not found in the server's inventory. This might mean that:

a) that the texture (picture) is not in the server's inventory;

b) that its name in the server's inventory does not match EXACTLY the name you wrote in the notecard;

c) that you do not have full permissions on the texture to display it.

· Warning - Object yyyy not found

The item yyyy was not found in the server's inventory. That might be due to 3 different reasons: 

a) the item is actually missing, 

b) the item name was mispelt in the _item notecards

c) the item is the first copy of a no-copy object already sold. 

In this case, the server will load all the same the item to the vendors, so IF YOU ARE SURE the name of the item is correct, the item will be sold correctly all the same

· Warning - Notecard yyyy not found

The information notecard you specified for one item was not found in the server inventory. This might indicate that the name of the notecard in the server's inventory and the listed name in the _items notecard do not match exactly.

2.3. THE SERVER USER INTERFACE

The server user interface is based on a series of commands that can be selected from context sensitive menus.

The menu system can be temporarily or permanently disabled to allow you to issue commands in chat.

To give a command to the server, you have to click it first (one click for each command). If the menu system is active the server will show a list of the available commands. If the menu system is not active (chat interface active), the server will whisper the prompt "Ready>". In this case, just say the command out loud.

After executing the command, the server will whisper "Done!" to let you know the processing has been completed and a new command can be issued.

While the server is processing one command, it will get into a busy state that will prevent from issuing further commands. The state of the server can be detected by hovering the mouse over it.

The commands to manage your server are described in the section that follow.

If not otherwise specified, all the commands can be entered both from the menu and chat interfaces (depending from what you have active). Some commands though can be only entered through the menu system, while others only via chat interface.

When you click the server to issue a command, please bear in mind you have 30 seconds to do that. After that time the server will stop listening and you will have to click it again.

2.3.1. SERVICE COMMANDS

Service commands are the ones that do not actually deal with the JEVN system managing, but are used to modify the user/server interface behavior to let you switch from the menu interface to chat interface (and vice versa).

· Menu off (menu only)

Permanently turns the menu interface off and enables the chat interface. When clicked the server will answer with the prompt 'Ready>' and will be waiting for you to say a command in chat.

· Menu on (chat only)

Permanently turns the menu interface on. When clicked, the server will ask you to chose a command from a list of available ones.

· Chat command (menu only)

Turns the menu interface off for one command only. The server shows the prompt 'Ready>' and waits for you to say a command. This feature can be useful for those commands that are not available from the menu interface.

· Script_upgrade

This command is to be used to start a server script upgrade when new releases are delivered

· - (menu only)

The empty button marked "-" sometimes appears in menus, when there is no command associated to the button itself. Though this kind of empty button is primarily there to keep buttons aligned, it can be used also in place of the standard "ignore" button provided by SL.

Like the "ignore" button it can be used when you want to select no command, but it is preferable in that it will not keep the server listening and waiting for a command like the "ignore" button does. So whenever possible, use the "-" in place if "ignore". 

2.3.2. SERVER COMMANDS

The set of available commands for the server varies according to the off-line on-line state of the server itself. Some commands are available only while the server is off-line (maintenance mode), others only when the server is on-line. Other commands still can be issued in both states.

As all the available commands do not fit a single menu window, they have been organized in sub-menus. Being the sub-menus organization rather straightforward and simple, it is not described in this manual.

2.3.2.1. Main Menu
· maintenance (on-line mode only)

If the server is on-line, sets it to off-line (maintenance) mode. The green light turn to red. All the vendors registered by the server are set to off-line too.

Use this command when you need to perform some maintenance (for instance reload the notecards) or housekeeping on the server.

· reset (off-line mode only)

Use this command after modifying one or both the notecards to make the server load the new information.

This command makes the server read and check the information from the _config and _items notecards. While reading the notecards, the server might whisper error and warning messages (refer to the related section for a list of them) if something is wrong.

While processing the notecards, the red light will flash to yellow to mean the server is working.

When processing is completed, the server whispers status information (number of items/vendors/logs and available free memory).
· update (off-line mode only)

This command will set the server on-line. 

The server will also update the information stored in the registered vendors sending them the new item list and set them on-line too. 

Use this command to set your installation back on-line if you modified either Network options or the item list. 
While updating the vendors, the sever checks that the operation completed correctly. At the end of the process, the server will whisper the list of the vendors that could not be updated correctly. If the fail_retry option is set to 'yes' the server will make a second attempt to update the vendors that did not answer the first time, before giving up.

· done (off-line mode only)

This command will set the server on-line. 

The server will NOT update the vendors, just set them on-line too.

Use this command to set your installation back on-line if you just modified some local configuration options.

As no new information are sent to the vendors, this command works much faster than the update command.

The sever checks that all the vendors correctly get back on-line. At the end of the process, the server will whisper the list of the vendors that did not answer correctly. If the fail_retry option is set to 'yes' the server will make a second attempt to set back on-line the vendors that did not answer the first time, before giving up.

· id

This command makes the server whisper its release number and its UID (the server UID is needed for the vendors to talk to the server)

· status

This command makes the server whisper the status information. Particularly the server will whisper:


The number of items on sale and the item free memory


The number of vendors registered and the number of free vendor locations


The number of pending sale logs and the number of hours due for the next log to be emailed


The server online – offline status

· Help
This command will open the JEVN User manual in a page of your internet browser.
2.3.2.2. Vendors Submenu

· list vendors

This command makes the server whispers the list of the registered vendors, the position in SL and the total sales of the vendor.

In case you own the JEVN Reporting add-on, you will see three values in the sale field: the total sales for the vendor, the current month sales and the current week sales.

In front of every vendor info there is a number that identifies that vendor and is needed by other commands.

The number associated to the vendors is static, that is it does not change. When a vendor is deleted, its number becomes available and can be assigned to a newly registered vendor.
· verify net

This command makes the server check the working status of every registered vendor and report it in whisper.
For every vendor the server will whisper the vendor number and location, the on line/off line status and the number of items on sale.

The server will also whisper the list of the vendors that did not answer to the server enquiry

· purge vendors

This command makes the server check the vendors in world and remove from the vendor list all the vendors that do not answer to the server enquiry. After checking the vendor status, the server (according with the confirm_purge setting) shows the vendors that should be deleted and asks for the action to perform. The possible actions are: Delete (deletes the vendor and proceed with the next one), Skip (does not delete the vendor and proceed with the next one), Del All (delete all remaining vendors without asking for confirmation any longer), Quit (do not delete the remaining vendor and terminate processing)

· delete vendors

Lets you delete any vendors from the vendor list. Vendors are shown 1 by 1 in a dialog box and the server asks for the action to perform. The possible actions are: Delete (deletes the vendor and proceed with the next one), Skip (does not delete the vendor and proceed with the next one), Del All (delete all remaining vendors without asking for confirmation any longer), Quit (do not delete the remaining vendor and terminate processing)

· relink (off-line only)

The relink command is useful to have the vendors change the server UID 'on the fly' and start talking to a server with a different UID than the one written in their _config notecards.

The relink command can help you save a lot of time (avoiding you the trouble of running by every vendor to update its _config notecard) when:

    a) for any reasons you take your current server back to inventory

    b) you want replace your current server with another one

In the first case (a), when you rez the server again it will get a new UID, though retaining both the list of vendors and log of sales. Of course, the vendors are not aware of the new UID the server got, so will be, on principle, unable to talk to the server again.

With the relink command the server will inform the vendors they have to use the new UID in place of the previous one.

In the second case (b), if you move the vendor list from the old server to the new one (by means of the Send_list and Get_list commands) you just replicate the situation of case (a), that is, you need the vendors start talking with a server with a different UID.

In both cases, you need to reset the 'new' server as usual, select 'relink' from the server service menu and lastly update the server.

As a consequence, all the vendors will automatically replace the UID of the old server with the one from the new server without the need to run to every vendor to update its _config notecard.

Please note, though, that the old server UID is still written in the vendor _config notecard, so if you need to reset the vendor, you must remember first to replace the old server UID with the new one.

· send_list

This command makes the server say on a private channel the list of the vendors for another server to get. Used for server switching during upgrades or to backup your vendor list to another JEVN server.

· get_list

This command makes the server receive on a private channel the vendor list from another server. Used for server switching during upgrades or to receive the vendor list from another JEVN server. This command will delete the receiving server's previous vendor list.

· Export

This command will make the server email the vendor list to the first email address (email_1) from the server _config notecard.

The vendors, in the list you will receive, are in the following format:

vendor UID \ vendor name \ vendor release \ vendor Region (vendor position) \ vendor_total_sales \ vendor_monthly_sales \ vendor_weekly_sales

· Import

This command will make the server load a new vendor list (and discard the current one) from a notecard called '_vendors'. You must create the '_vendors' notecard in the server main inventory and populate it with a list of vendors that you got by means of the 'Export' command.

2.3.2.3. Sales submenu
· list logs

This command makes the server whisper the list of the pending (not yet emailed) sale logs.

The sale log lists, for every purchase, the time, the place, the name and UUID of the purchaser, the item bought and the amount paid.

If the item was delivered to someone other than the purchaser (through the buy as a gift add on) the log will also show the UUID of the avatar the item was delivered to.

If your item was bought via QB interface or FirstMeta account, you will see in the log also the transaction ID preceded by QB or FM accordingly

· mail

Immediately emails the list of the pending sale logs by mail and clear the list.

2.3.2.4. QB submenu

· Qb Login

This command takes you to the QB special web page for JEVN users where you can manage the items from yours JEVN server

· Qb Submit

This command sends the item list from your JEVN server to the QB web database. If the item list is empty, all the previously listed items from the same server will be deleted from the QB database

· Qb Get Hud

This command delivers you the QB Hud attachment. Wear it and get access to all the QB features.

2.3.2.5. Service submenu
· restart (off-line mode only)

This command resets most of the scripts in the server, though keeping the list of vendors and the pending sale logs.

· reboot (off-line mode only)

This command completely resets the server scripts and sets back the server as if it was newly rezzed. All the information about vendors, logs and items will be cleared. 

· Script_upgrade

This command is to be used to start a server script upgrade when new releases are delivered

· text on/off

This command (TEXT SUBMENU) turns on or off the server floating text.

· color <color>

This command (TEXT SUBMENU) sets the color for the server floating text. Available colors are: white, black, yellow, red, green and blue.

· warnings on/off

This command (VERBOSITY SUBMENU) turns on or off the warnings the server might whisper (see WARNINGS AND ERRORS section) while reading the items notecard.

· verbose on/off

This command (VERBOSITY SUBMENU) turns on or off the server verbose mode. In verbose mode the server will whispers information about operations it is performing (for instance the number of the vendors it is updating.)

· Menu off (menu only)

Permanently turns the menu interface off and enables the chat interface. When clicked the server will answer with the prompt 'Ready>' and will be waiting for you to say a command in chat.

· Chat command (menu only)

Turns the menu interface off for one command only. The server shows the prompt 'Ready>' and waits for you to say a command. This feature can be useful for those commands that are not available from the menu interface.
2.3.2.6. Chat only commands
These commands can be issued to the server only in chat. That means you need to touch the server and click the ‘chat command’ button. When the server whispers “Ready>” you can type the command in the chat window.

· Menu on

Permanently turns the menu interface on. When clicked, the server will ask you to choose a command from a list of available ones.

· verify xx

This command makes the server check the working status of the vendor number xx (xx is the number available from the 'list vendors' command) and report it in whisper.

· register xx

This command makes the server update the vendor number xx (xx is the number available from the 'list vendors' command.)

· remove xx

This command removes the vendor number xx (xx is the number available from the 'list vendors' command) from the server vendor list.

Use this command to manually remove from the server the vendors that have been deleted from the world.

· send <vendor> <command>

This command can be used to remotely send one command (among the available ones for the vendor) to one or all vendors for the vendor(s) to execute.

Please note that the server can only send commands to the vendors that are already registered to that server.

    <vendor> can be the number of a vendor (see vendor list) or 'all'.

    <command> is one of the commands the vendor can accept.

To remotely send a command to vendors, select 'chat command' from the server menu, then type in chat 'send' followed by the vendor number and the command for the vendor.

    Examples:

        send 10 color red

sets the floating text color to red for the vendor number 10

        send all mute                   
sets all the vendors in mute mode

        send 7 maintenance            sets the vendor #7 to maintenance

        send 7 reset                    
has the vendor #7 execute the reset command

        send 7 register                 
has the vendor #7 registering again to the server

· kill all/<vendor number>

This command unregisters the selected vendor (or all vendors) from the server and deletes it/them from the world.

2.3.2.7. Emergency menu
· abort (menu only / busy mode only)

When you issue a command to the server, the server will enter a 'busy mode' while executing the command. In 'busy mode' the server will not accept any other command as a previous one is in progress.

As some commands (particularly the update command) can take a while to finish and you might want to abort that command, the abort button has been provided. This command acts as the restart command (that is, resets the server scripts, keeping the vendor and log lists).

After hitting the emergency abort button, you will need to reset the server.

***** NOTE

The server and the vendors NEVER talk to each other unless it is strictly necessary (when a user purchases an item or when you update the vendors, for instance.)

As a consequence, the server is NOT aware if a vendor is deleted from the world. The vendor will still be in the server list and the server will try to talk to it during updates or network verification.

As the vendor, of course, does not answer, the server will pause and wait for an answer, before giving up. And if fail_retry is enabled, the waiting time doubles, because a second communication attempt is made.

This can considerably slow the server down, particularly if many vendors are missing.

A purge vendor can significantly improve performances in this case.
2.4. MOVING/RE-REZZING A SERVER

It happens sometimes that you need to move your servers to another location.

This is not a problem, if you need to move the server for a short distance, you can safely use the arrows.
For longer distances, moving the servers can be done by attaching the server to some parts of your body (HUD too is ok) and just teleport to the new location. Once there, just DROP the server and you're done. (Note: this option is no longer usable as it seems the ‘DROP’ option is no longer available from the pie menu).
Another way of moving a server would be to set it to maintenance and take it back to inventory. 
When at the new location, rez the server (the SAME server) again, then issue the following commands: 
reset, relink (from the vendors submenu), done.

Your vendors will get back on line, ready to perform their duty. If you like, do a verify net to check the vendors working status.

Apart from moving the server, there are a few other reasons why they could be sent back to your inventory: an object return by land owners or a mistake on your part, for instance.

Just do not panic. The procedure explained before will set back your network on line in a couple of minutes.
** ATTENTION
By relinking, the vendors are instructed by the server to talk to the new server UID rather than to the one they have in their _config notecard. This works fine till you need to reset the vendor. In that case you will need to set the new server UID in the vendor config notecard or else the old, no longer working, server UID will be loaded again by the vendor and it will not be able to register.

2.5. THE BACKUP SERVER

The backup server is just another JEVN server that the vendors can use to try and deliver an item if the first delivery attempt fails for any reason. 
The backup server must be configured (that is have the same password and item list) as the main server.

The easiest way to create a backup server would be to setup the main server first, then create a copy of it. The newly created server will have the same configuration as the main one and just a different ID.

To setup a backup server:

1) setup the main server first, drop items, pictures and whatever in its contents and fill the_ items notecard accordingly .Fill the _config notecard entries, with the exception of the backup option;

2) setup a second server with just the same configuration as the main one;

3) get the second server ID and set it up in the backup option of the main server _config notecard;

4) reset and update both servers.

To modify the backup server for a main server:

1) set the main server to maintenance, edit the _config notecard and set the new ID for the backup option

2) reset the server

3) relink the vendors

4) issue the command ‘done’.

Of course, being the backup server just a standard JEVN server, you can register vendors and use it to sell your items too. Particularly you can setup the main server to work as a backup for the backup server.

So, say you have a server A that is your main server and set a second server, B, as backup server for A. In the same way, you can set the server A as backup for the server B, that is have each server work as a backup for the other one.

In this case, all vendors registered by server A that need to retry a failed delivery, will use server B for the second attempt and all vendors registered by server B will use server A to retry a failed delivery.

Lastly, please note that, if the backup option for a server is not set, the server itself will be used by vendors for the second delivery attempt.

2.6. SHARING THE JEVN SERVER
There are different level of sharing that you can achieve for your JEVN server.

1. granting access to the owner menu of the JEVN server 

This can be achieved by means of the Second_Ower and/or Share_With_Group options in the server _config notecard

Depending on what options you setup, only some people (the second owners) or all the people belonging to the same group as the JEVN server will be granted the rights to access the server owner menu.

Note that granting access to the server owner menu to other people is just a software option and has nothing to do with their ability to edit and modify the notecards in the server.

2. granting access to the server contents

To grant other people access to your JEVN server, you need to share it with a group.

All the people belonging to the group will be able to add or remove items from the server contents, though will not be able to read the notecards in there.

To share the server with a group, edit the server, check the 'Share with group' checkbox and select the group you want to share the server with. NEVER DEED the server to the group. Just share it with the group. 

3. granting access to the _items notecard (and other notecards)

To allow other people to read and modify the notecards in the server contents, you will need to share every notecard you want to grant access to, with a group. To do that, right click the notecard and select 'Properties' from the popup menu. Then check the 'Share with group' checkbox for the notecard.

All users belonging to the same group as the server, will be able to edit and modify the notecard.

Please note that when someone drops an item into your server, you automatically become the owner of the item. So if different people manage your server and they drop something there to be sold, they need to drop it full perms and you, as the new owner and the one that actually sells the item, will have to adjust the next owner permissions for the item.
2.7. MAX NUMBER OF ITEMS/VENDORS/LOGS
· ITEMS

There is no definite limit to the number of items a server can hold.

Theoretically the only limit is the available script memory. Nonetheless, I consider 250/260 items as typical numbers. This is just a rough number though, so don't take them as actual limits. Memory consumption varies depending on the length of the name and description of your items, so please check available memory with the status command.

Please note that NOT ALL the JEVN vendors can show that number of items. Particularly, vendors with no preview panels might not be able to show all the items from the server..

· VENDORS

As for vendors, a server can hold 90 vendors. This is a fixed limit and the status command will tell you how many vendors are already in use and how many you can register to the server.

· LOGS

The same considerations as for items, apply to sale logs, though their number is much less compared to items. I would expect, on average, a server to be able to keep 30/40 sale logs.
2.8. THE JEVN SERVER API SUPPORT

There are at present a few APIs to connect JEVN to external scripts and allow you to process with external script both the list of vendors and the list of sale logs (those not yet emailed)

To make use of the API provided, you should drop your script in the red/green led.

If you need to have your scripts use linked message, you can safely use the range of numbers between 11000 and 49999

a) List of vendors

You can activate the API to get the list of vendors with the following linked message:

        llMessageLinked(LINK_THIS,10001,"","");

The sever will send via linked messages the list of vendors. Your script must provide a link_message event 

       link_message(integer l_dat, integer n_dat, string s_dat, key k_dat)

to handle the following codes:

    n_dat = 10002 - vendor description

    s_dat = vendor UID \\ vendor name \\ vendor release \\vendor Region (vendor position) \\ vendor_total_sales \\ vendor_monthly_sales \\ vendor_weekly_sales
    n_dat = 10003 - end of list

Please note that the monthly and weekly sales are present only if the Vendor Reporting add on is present.
b) Sale logs

The sale log API is activated whenever the server registers the log for a new purchase.

The sever will send via linked messages the log for the new sale. Your script must provide a link_message event 

       link_message(integer l_dat, integer n_dat, string s_dat, key k_dat)

to handle the following codes:

    n_dat = 10007 = sale log

    s_dat = date hour \\ vendor_name \\ vendor_region (vendor_position) \\ item_sold \\ purchaser_name \\ purchaser_id \\ price \\ recipeint name \\ recipient UID \\ transaction Id
where the recipient name and recipient UID fields are only present if the item is bought as a gift through the Buy as a gift add on and transaction Id is only present if the item was paid for via Quick Buy or other third parties accounts. To parse correctly the s_dat field, please use llParseStringKeepNulls().
For compatibility reasons, the old,deprecated, 10005 API message is still there

    n_dat = 10005 - sale log

    s_dat = date hour - vendor_name - vendor_region (vendor_position) - item_sold - purchaser_name (purchaser_id) - price

Please note that the s_dat strings have the same format as the ones you see in whisper, so you must parse them accordingly. Particularly, if you changed the standard field separator "-" to anything else, the new field separator will be used by the server to compose the log string.

You can also have the sale log delivered via email to any object in SL, by setting up the aux_key1 option in the config notecard.

The email message sent by the server has the following format:

    Subject : "Item sale"

    Message body (string): date hour \\ vendor_name \\ vendor_region (vendor_position) \\ item_sold \\ purchaser_name \\ purchaser_id \\ price \\ recipeint name \\ recipient UID \\ transaction Id
c) Send email message

This API interface allows you to send an email message through the JEVN server mail subsystem.

To send an email message you need to activate the API module with the following linked message:

        llMessageLinked(LINK_THIS,10004,param1,param2);

where:

param1 is a string made by the destination email address and the email subject, separated by a "\\"

param2 is the email message you want to send (must be no longer than 800 characters)

    e.g. llMessageLinked(LINK_THIS,10004,"myemail@test.com\\test message","text of message");

after sending the message the API module will answer with the following linked message (email sent):

        llMessageLinked(LINK_THIS,10006,"","");

that you must parse in you link_message event handler before submitting another email.

d) Receive email message

The JEVN server checks for incoming mail and processes all the email coming from vendors and PVs.

Unknown email messages are sent to 3rd parties script via the API interface, for customized processing through, the following linked message:

        llMessageLinked(LINK_THIS,10008,received_mail,"");

where:

received_mail is the incoming email message in the following format:

    sender_eamil_address \\ email subject \\ message body

To process incoming email messages you need to process the linked message in your link_message event handler.

e) Get configuration options

This API can be used to get some server configuration options. At present it returns just the character used as separator in the sale logs.

        llMessageLinked(LINK_THIS,10011,"","");

The sever will answer to this request with the following linked message: 

        llMessageLinked(LINK_THIS,10012,configuration_options,"");

where:

configuration_options is the log_separator character used in the sale logs. 

More options will be added in the future, so please parse this field as a list of options separated by "\\"
f) Get number of items

This API can be used to get the number of items on sale by the server.

        llMessageLinked(LINK_THIS,10015,"","");

The sever will answer to this request with the following linked message: 

        llMessageLinked(LINK_THIS,10016,number_of_items,"");

where number_of_items is the numeric string representing the total number of items on sale

g) Retrieve item by number
This API can be used to retrieve the information of one of the item on sale.

        llMessageLinked(LINK_THIS,10017,item_number,"");

where item_number is a numeric string representing the number of the item you want to retrieve information about. Items are numbered from 1 to number_of_items (this value is obtainable by API 10015).

The sever will answer to this request with the following linked message: 

        llMessageLinked(LINK_THIS,10018,item_info,"");

where item_info is a string formatted in the following way:

item_info = limited \\ price \\ texture \\ item \\ info_type \\ description \\ group price \\ category \\ item_info_object

· limited: 

can be 0 (item not limited) or 1 (item limited)

· price: 

item price

· texture: 

UID of the item texture

· info_type: 

1 = notecard

2 = gift

3 = demo

4 = landmark

5 = sound
6 = Url
· description: 
item description

· group price: 
item price for groups

· category: 

category of the item

· item_info_object: 
informational object (notecard or whatever)
If the item was not found, item_info will be empty.

h) Reset completed

The sever will issue the following linked message to signal the completion of the reset procedure: 

        llMessageLinked(LINK_THIS,10019,"","");

i) Retrieve item by name

This API can be used to retrieve information about one of the items on sale based on the name of the item.

        llMessageLinked(LINK_THIS,10021,item_name,"");

The server will answer to this request with the same linked message 10018 as described above or with an empty item_info string in case the name of the item was not found.

3. THE VENDORS

3.1. GENERAL DESCRIPTION

The vendors are the terminals of your JEVN network. They are the components that actually show and sell your items.

Unlike stand-alone vendors, networked vendors don't have an inventory of their own, but rather sell stock stored in your central server.

Once rezzed, vendors need to "register" with a server. Registering is the activity that makes the vendor known to the server, and makes the stock list known to the vendor. 

After a vendor is successfully registered to a JEVN server, you will just need to keep the server updated. The server will then in turn take care of keeping the vendor updated.
3.2. THE JEVN VENDORS

The JEVN system comes with a number of different vendor models that can be categorized as follows:

a) single prim vendors

There are two types of single prim vendors: the Mod Nx vendor and the Mod B vendor. More later on this..

b) 'standard’ 3 to 5 prims vendors

The 'standard' vendors have a display panel and two arrows to browse back and forth through the items. The standard vendors are named from Mod1 to Mod9 and will be referred by "Modx" in this manual. 
Please note that though the Mod5 vendor has two preview panels, these two panels, in fact, work just like the standard model arrows, letting you browse through items and not pages of items.
c) vendors with preview panels

These type of vendors are made up by a few preview panels and two arrows to browse back and forth through PAGES of items.

There are two types of vendors with preview panels: the Mod P and the Mod S series. 

The Mod P type vendors have a central display panel and 4/6/8/10 or 20 side preview panels.

The Mod S type vendors have just preview panels and no main display.

    Mod P4 - central panel, 4 preview panels, 11 prims

    Mod P6 - central panel, 6 preview panels, 13 prims

    Mod P8 - central panel, 8 preview panels, 15 prims

    Mod P10 - central panel, 10 preview panels, 17 prims
    Mod P15 - side panel, 15 preview panels, 20 prims
    Mod P20 - central panel, 20 preview panels, 27 prims

    Mod S15 - 15 preview panels, 22 prims

    Mod S20 - 20 preview panels, 27 prims

    Mod S24 - 24 preview panels, 31 prims

    Mod S30 - 30 preview panels, 37 prims

All the vendors are configured in the same way (with a few differences depending on the vendor model) and need to be registered (see vendors commands) by the server. 
Registering if the activity that makes the vendor known to the server. The server, consequently, sends the item list to the vendor for it to start working.

The server keeps a list of the registered vendors. When the list is full, the server will not accept any more registration from new vendors.

The Mod Nx vendors are the only exceptions to the above behavior. They have a different type of configuration and do not need to be registered with a server. This means that the server will never be able to update the Mod Nx vendors (though sale logs will always be recorded.) On the other hand, these types of vendors do not take any server memory, so there is no limit to the number you can have for one server.

Even if the these vendors don’t have to be registered with a server, the server UUID still needs to be provided as the vendors are going to sell one item from the server inventory. Sales reports will be managed by the server in the usual way.
3.3. VENDOR CONFIGURATION

After rezzing a JEVN vendor, edit it and from the edit window select the contents tab. In the vendor inventory you will see one notecard called _config.

This notecard must be filled in. In it, you supply the vendor with the information it needs to connect to your server.
3.3.1. LOCAL AND NETWORK OPTIONS

The information you are going to supply to fill the _config notecard can be generally divided in two categories: local configuration and network configuration.

Local configuration options only affect the behavior of the vendor and are NOT sent to the server (for instance the color of the floating text is a local configuration).

Network configuration options are the options and information that are to be sent to the server (for instance, the Vendor name is a Network configuration). If these are changed, you need to register the vendor again with the server for the changes to take effect..

In the following sections, while describing the various configuration options, Local options will be identified by [L] and Network options by [N].

** NOTE

In the _config notecard, the lines starting with # are considered "user comments" and are IGNORED by the vendor, that is the vendor will NOT attempt to process the contents of the line.

You can use comment lines to add your own notes or reminders to the notecard.

3.3.2. THE _CONFIG NOTECARD

The _config notecard holds the configuration options that allow you to customize the behaviour of the vendor. Some options are mandatory and are needed for the vendor to work properly, others are optional and you can safely leave them out if you do not need them.

Optional information will be identified by [O], so, for instance, [LO] means a Local and Optional configuration and [NO] means Network and Optional configuration.

Some of the configuration entries are already present in the _config notecard. Others you will have to add if you need them. Configuration options can be added everywhere in the _config notecard. 

If an optional configuration is missing from the notecard, the vendor will assume the standard value.

The general format of a configuration option is:

option_name : option_value

the number of blanks (spaces) is not important, as they are stripped by the vendor

Example:

option_name         : option_value

option_name      :        option_value

option_name:option_value

The following is the list of the available configuration options:

3.3.2.1. Communication options
· vendor: <vendor name> [N]

The name you want to give to your vendor (to tell it apart from other ones registered by the same server). The name of the vendor (and its position in world) will be shown in sale logs.

· server: <server UID> [N]

The UUID of the server the vendor will register with. You can get this UUID from the server with the command "id" from the server menu (see server commands).
· backup_server: <server UID> [N]

The UUID of a second server the vendor will try contact in case of unsuccessful registration or undelivered items. The backup server MST have the same password as the main server.
Please check the APPENDICES section for a discussion about the backup server
· password: <server password> [N]

the SAME password you setup in the server _config notecard. The password in the server and vendor _config notecards MUST MATCH EXACTLY or they won't be able to communicate.

3.3.2.2. Profit sharing options
· second_owner: <second owner UID list> [LO]

Here you may provide a list of up to 3 UUIDs of people who want to share profits with. The UUIDs in the list must be separated by a ; (semicolon).

Please note that in contrast to the server, the UUID and not the name of the second owner has to be used in the vendor configuration.
· second_owner_share: <percentage list> [LO]

The list of percentages of profits you want to assign to the second owners of the vendor. 
There must be a percentage for every second_owner of the list. The percentage is a number ranging from 0 to 100. 
When a sale is correctly performed, the vendor splits the amount received between the owner and the second owners according to the defined shares.

If you want the amount to be given to a second owner to be a FIXED amount rather than a percentage, just enter the fixed amount as a negative number.

Example:

    second_owner : <id of second owner 1> ; <id of second owner 2> ; <id of second owner 3>

    second_owner_share: 15; -300; 10

in the above example, the first second owner will get the 15% of the income, the third one will get 10% while the second one will ALWAYS get L$ 300 regardless of the profit amount.

The second owners will get their share ONLY IF the purchase completed successfully.

3.3.2.3. Item selection options
· exclude: <excluded categories> [NO]

excludes one or more categories from the vendor sale set, limiting the items the vendor will be able to sell.

<excluded categories> is a string made up by the categories of the items you want to exclude from the vendor.

Not available for Nx vendors.

Example:

    exclude: JjM

the items belonging to the categories J, j and M will not be sold by the vendor.

** Note

items with no category will never be excluded from the vendor sale set

· include: <included categories> [NO]

includes one or more categories in the vendor sale set, limiting the items the vendor will be able to sell. 

Include always takes the precedence on exclude (that is, if there is an include option, the exclude option will be ignored).

All the categories that are not included, are automatically excluded from the vendor sale set.

<included categories> is a string made up by the categories of the items you want to include in the vendor sale set.

Not available for Nx vendors.
Example:

    include: HTb

only the items belonging to the categories H, T and b will be sold by the vendor.

** Note 

items with no category will never be included in the vendor sale set.

· item: <item name> [NO] - only for Mod B and Mod Nx vendors

<item name> is the name of one of the items in the server inventory.

The Mod B vendor, like all the JEVN vendor, can show and sell all the items from the sever inventory. Being it a one prim vendor it is also suitable to sell just one item, like boxes do.

This option forces the Mod B vendor to discard all the items from the item list received by the server, apart from the one specified by <item name>.

The vendor will become then a single prim/single item vendor.

3.3.2.4. Vendor behavior options
· undeliver_refund: <y/n> [LO]

This option, if set to 'y', will force the vendor to refund the purchaser also when a 'technical problem' is encountered, that is when communication between the vendor and the server fails and the item is (usually) not delivered.

By enabling this option, it is possible that, in some cases, the item is actually delivered and the vendor, due to communication failures still refunds the purchaser, being unaware of the delivery outcome.

The standard value for this option is 'n'

        Example:

            undeliver_refund: y
· refund_1$: <y/n> [LO]

This option lets you decide if you want the vendor to refund 1 L$ items or not. If the option is missing, 1 L$ items will always be refunded.
The standard value for this option is 'y'.
Example:

    refund_1$: y        the vendor will refund 1 L$ when the item is purchased. The item is then free

    refund_1$: n        the vendor will not refund 1 L$. The actual cost of the item is then 1 L$

· die_on-sell: <y/n> [LO] - only for Mod Nx vendors

This option is available only for the boxed vendor and causes the vendor to become inactive after a successful purchase. In other words, the vendor will sell the item only once. The owner can set back the vendor to work with the restart command available from the drop down menu.
· use_description: <y/n> [LO]

Usually the JEVN vendors make use of the Object Description slot of the vendor, to show the name and price of the item on sale, so that when the mouse hovers on the vendor, those information are shown to the user.

If you set the use_description option to 'n' (standard setting), the vendor will not use the Object Description slot and will let it free for you to use (for instance to fill it with keywords to be used in SL new search engine).

· auto_update: <days> [LO] - only for Mod Nx vendors
The number of days after which the Nx vendor will automatically reload the item information from the server. Since the Nx vendor is not registered by the server and can not be automatically updated, the vendor itself will periodically contact the server to update the information about the item on sale.

If the auto_update option is equal 0, the auto_update function will be disabled.

The default value for the auto_update option is 8.

3.3.2.5. Appearance and interface options
· text: <on/off/auto> [LO]

Sets the floating text for the vendor to on/off or auto. In 'auto' mode, the text will be hidden after 1 minute of vendor inactivity and shown again when items are browsed. 

· color: <while/yellow/red/blue/green/black> [LO]

Sets the color of the floating text to the color selected. Available colors are: white, black, yellow, blue, red, green

· volume:<loud/normal/silent/mute> [LO]

Sets the volume for the chat messages. 
Sets the volume for the chat messages. 

· loud: the vendor will SAY all messages in chat

· normal: the vendor will WHISPER all messages in chat

· silent: the vendor will not whisper in chat the item name and price while some automatic functions are active (show and first) to prevent spamming

· mute: the vendor will never whisper in chat the item name and price 

Please note that service messages are always whispered, no matter what the volume choice is. Service messages are the ones that the vendor whispers when resetting and registering and when an item is bought
· show: <time> [LO]

Enables or disables the autoshow feature. Autoshow allows the automatic cycling of the textures of the items.

<time> must be in seconds and is the frequency with which the textures are shown. When <time> is 0 (default setting) this feature is disabled. When someone uses the vendor, this feature is suspended and resumed after 5 minutes of inactivity. The autoshow feature always takes precedence on the "autofirst" feature.

Not available for Mod Nx vendors.

· first: <time> [LO]

The number of minutes of inactivity after which the vendor will automatically go back displaying the first item in the list. <time> is expressed in minutes. If <time> is 0 (default setting) this feature is disabled. When someone uses the vendor, this feature is temporarily suspended and resumed after 5 minutes of inactivity.

Not available for Mod Nx vendors.

· repeat: <1x1/2x2/3x3/4x4> [LO] (deprecated)
· zoom: <1x1/2x2/3x3/4x4> [LO]

The vendor is able to show the item texture in different resolutions. 1x1 means 1 horizontal and 1 vertical (standard setting), 2x2 is 2 horizontal and 2 vertical and so on. 
Not available for Mod S vendors

· user_tile: <y/n> [LO] (deprecated)
· user_zoom: <y/n> [LO]

This option allows the users (purchasers) to modify the resolution of the item texture shown by the vendor. The available options will be shown in the drop down menu for the vendor. 
Not available for Mod S vendors.

· chat_description: <y/n> [LO]

This option will make the vendor whisper in chat the description of the item along with its name and price. The standard setting is <n>.

Not available for Mod Nx vendors.

· second_owner_menu: <on/off> [LO]
Enables or disables the owner menu for second owners. 

If second_owner_menu is on, second owners are presented with the vendor owner menu when they click the vendor.

The standard setting for second_owner_menu is 'off'
· user_menu: <on/off> [LO]
Enables or disables the menu users will see when the click the vendor. 

If user_menu is on (standard setting) when users click the vendor they are presented with a menu of available commands (get notecard, buy as gift, pay First Meta, texture zoom). The blue menu window also displays the item name, description and price.

If user_menu is off, by clicking the vendor the user will be given the item notecard (if available) and no menu will show up.

3.3.3. MOD Nx VENDORS CONFIGURATION
The Mod Nx vendor is special type of single prim/single item vendor that does not need to be registered to the server.

Since there is no registration, the server knows nothing about the Mod Nx vendor and is not able to automatically send any information to it. Particularly, the JEVN server is not able to update this type of vendors automatically. 

On the other hand, the Mod Nx vendor takes up no server resources and that means you can have out any number of Nx vendors, regardless of the limit of 90 registered vendors.

Due to the fact there is no automatic update, the vendor has the ability of periodically refreshing the information from the server. The frequency of the periodical refresh is determined by the 'auto_update' option.

Should the server not answer to the vendor enquiry, the vendor will automatically retry to connect to the server every hour.

When the Nx vendor is up, it talks to the JEVN server in 2 different occasions:

    1 - during the reset phase, to load from the JEVN server the information about the item on sale and the backup server

    2 - while delivering an item

The item the Mod Nx vendor is going to sell, must be setup in its config notecard using the item option.

Thus, among the various options you can setup in the vendor _config notecard, there are two that are important to this vendor (please read about them in the previous pages):

the ‘item:’ option that enables you to select the item you want the vendor to sell;

The ‘auto_update’ option that will periodically force the vendor to reload the information about the item on sale.
3.3.4. WARNINGS AND ERRORS

While reading the _config notecard, the vendor might whisper some error messages if something in the _config notecard is wrong:

· Missing server ID

You did not provide the UID of the server the vendor will register to

· Missing password

You did not provide the server password

· Unknown option <option>

You mispelt one of the options or tried to assign an illegal value to it.

3.4. THE VENDOR USER INTERFACE

The vendor user interface is based on a series of commands that can be selected from context sensitive menus.

The menu system can be temporarily or permanently disabled to allow you to issue commands in chat.

To give a command to the vendor, you have to click it first (one click for each command.)

If the menu system is active the vendor will show a list of the available commands. If the menu system is not active (chat interface active), the vendor will whisper the prompt "Ready>". In this case, just say the command out loud.

After executing the command, the vendor will whisper "Done!" to let you know the processing has been completed and a new command can be issued.

While the vendor is processing one command, it will not accept further commands.

The commands to manage your vendors are described in the section that follows.

If not otherwise specified, all the commands can be entered both from the menu and chat interfaces (depending on what you have active.) Some commands, though, can be only entered through the menu system, while others can only be entered via the chat interface.

When you click the vendor to issue a command, please bear in mind you have 30 seconds to make a choice or issue a command verbally. After that time, the vendor will stop listening and you will have to click it again.
3.4.1. SERVICE COMMANDS

Service commands are the ones that do not actually deal with the JEVN system managing, but are used to modify the user/vendor interface behaviour to let you switch from the menu interface to chat interface (and vice versa).

· Menu off (menu only)

Permanently turns the menu interface off and enables the chat interface. When clicked the vendor will answer with the prompt 'Ready>' and will be waiting for you to say a command in chat.

· Menu on (chat only)

Permanently turns the menu interface on. When clicked, the vendor will ask you to chose a command from a list of available ones.

· Chat command (menu only)

Turns the menu interface off for one command only. The vendor shows the prompt 'Ready>' and waits for you to say a command. This feature can be useful for those commands that are not available from the menu interface.

· - (menu only)

The empty button marked "-" sometimes appears in menus, when there is no command associated to the button itself. Though this kind of empty button is primarily there to keep buttons aligned, it can be used also in place of the standard "ignore" button provided by SL.

Like the "ignore" button it can be used when you want to select no command, but it is preferable in that it will not keep the vendor listening and waiting for a command like the "ignore" button does. So whenever possible, use the "-" in place if "ignore". 

3.4.2.  VENDOR COMMANDS

The set of available commands for the vendor varies according to the off-line/on-line state of the vendor itself. Some commands are available only while the vendor is off-line (maintenance mode), others only when the vendor is on-line. Other commands still can be issued in both states.

As all the available commands do not fit a single menu window, they have been organized in sub-menus. Being the sub-menus organization rather straightforward and simple, it is not described in this manual.

3.4.2.1. OFF-LINE COMMANDS

· reset

this command makes the vendor read and check the _config notecard and get ready to register with the server.

Use this command whenever you modify the _config notecard to make the vendor load the new options.

· register

This command makes the vendor send a registration request to the server. When the server gets it, it updates the vendor with the list of the items on sale. If the vendor is unable to get an answer from the server within 90 seconds, it will abort the operation and go back into maintenance mode. If you're sure the server is up and running, try registering again. Lag can influence the communication process. When the registration is completed, your vendor will go on-line and sell your items.

You can register the same vendor to the same server as many times you like. The server will NOT create additional records in its database.

This command is not available for Nx vendors.
· unregister

This command unregisters the vendor from the server and the vendor will be deleted from the server database, thus freeing some space there.

The server will be slowed down when trying to update vendors that no longer exist, so use this command when you decide to remove a vendor or to register it to another server. Alternately you can delete the missing vendors directly from the server by means of the remove or purge vendors commands (refer to server commands section of this manual).

Not available for Nx vendors.
· done

If the vendor was previously registered and you set it off-line just to change some local options, after resetting the vendor use this command to set it quickly back on-line without registering back to the server.

Not available for Nx vendors.

· restart

When in maintenance mode, this command completely resets vendor scripts. This command can be used to reset the vendor if it shows a weird behaviour (e.g. it doesn't respond to the commands).

Should you happen to reset/recompile the scripts from the SL tools menu, please hit this command before resetting the vendor. JEVN scripts need to be reset in a specific order that SL does not grant, so you might end up with a messy vendor. The restart command will take care to reset all the scripts in the expected order.

3.4.2.2. ON-LINE COMMANDS

· maintenance

This command sets the vendor back in maintenance (off-line) mode.

Not available for Nx vendors.

· text on

Enables the floating text above the vendor (standard setting)

· text off

Disables the floating text above the vendor

· text auto

Enables the autohide feature for the floating text above the vendor. The text will be shown when the vendor is used by someone and automatically hidden after 1 minute of inactivity.

· color <color>

changes the color of the floating text above the vendor. 

<color> is one of the available colors: white (standard setting), red, blue, green, yellow and black

· show <time> (chat only)

Enables or disables the autoshow feature. Autoshow allows the automatic cycling of the textures of the items by the vendor.
<time> must be in seconds and is the frequency with which the pictures are shown. When <time> is 0 (default setting) this feature is disabled. When someone uses the vendor, this feature is suspended and resumed after 5 minutes of inactivity. The autoshow feature always takes precedence before the "autofirst" feature.

Not available for Nx vendors.

· first <time> (chat only)

The number of minutes of inactivity after which the vendor will automatically go back displaying the first item in the list. 

<time> is expressed in minutes. If <time> is 0 (default setting) this feature is disabled. When someone uses the vendor, this feature is temporarily suspended and resumed after 5 minutes of inactivity.

Not available for Nx vendors.

· notecard/landmark/demo/gift/play/info (menu only)
Delivers the information item for the object shown. If the information item is a sound, a sound preview will be played for 30 seconds.

The vendor will show a different label according to the type of the information object set in the server _items notecard.
· loud

In loud mode, the vendor will SAY in chat both the service messages and the item description.

Not available for Nx vendors.

· normal

In normal mode, the vendor will WHISPER in chat both the service messages and the item description.

Not available for Nx vendors.

· silent

in silent mode (if autoshow or autofirst mode active) the vendor will not whisper in chat the description of the item shown. Those information are still whispered though when a user clicks on the arrow buttons.

Not available for Nx vendors.

· mute

in mute mode, the vendor never whisper the description of the item shown even if arrows are clicked. Service messages, though, are always whispered.

Not available for Nx vendors.

· group_pr on

This command enables the group price feature for the vendor (see discount related section)

· group_pr off

This command disables the group price feature for the vendor (see discount related section)

· discount: <percentage> (chat only)

This command enables or disables the vendor local discount (see discount related section).

<percentage> is a number for 0 to 100 that indicates the discount percentage you want to set. All the prices of the items on sale by that vendor will be adjusted accordingly.

If discount is set to 0, the discount is disabled.

· 1x1 - 2x2 - 3x3 - 4x4

These commands will make the vendor display the texture of the item repeated 1,2,3 or 4 times both horizontally and vertically

3.5. MAX NUMBER OF ITEMS

There is no definite limit to the number of items a vendor can hold. Theoretically the only limit is the available memory. 

The actual number of item is greatly influenced by the length of their name and description, as these information take up vendor memory. So the longer the names/descriptions, the less items a vendor will be able to store.

There are though some differences among the various type of vendors.

· Standard vendors

The standard vendors (Mod B, Mod 1 to Mod 9) should be able to hold between 100 and 200 items. If the server sends more items than the vendor available memory, all the exceeding items will be silently dropped by the vendor. 

So is possible that a server stores say 220 items and a standard vendor can store (and sell) just 115.
· Vendors with preview panels (MOD P and MOD S)

This kind of vendors do not have the same limitations as standard vendors and they can store a larger number of items so they can show and sell ALL the items a server can hold. These kind of vendors can usually hold a few hundreds items. The rule of thumb to determine the umber of items for this type of vendors would by to multiply 45 by the number of preview panels. So a Mod P4 might hold about 180 items and a Mod P10 450.
3.6. CUSTOMIZING VENDORS

All JEVN vendors are fully modifiable and customizable. You can change their textures, dimensions and even shape, to suit your tastes.
Apart from vendors Mod S, all the JEVN vendors display the item texture on all the sides of the main prim and of the preview prims to allow for an easier customization.
You can also move JEVN vendor scripts to your own vendors. To do that:

a. rez one JEVN vendor and edit it

b. move all the scripts from the vendor prims to a folder in your inventory.

c. link the prims of your vendor so that the main screen is the parent prim of your vendor (that is you need to link it last)

d. drop the above scripts in your vendor in the same prim as you found them in the JEVN vendor

e. click the vendor and hit the RESTART command

f. try and reset the vendor to see if everything works.

Vendors with previews (MOD P and MOD S) must be linked so that:

· the main vendor screen is the parent prim (linked last). Even Mod S vendors have a "main screen" made up by a little black box where the floating text is shown.

· the preview prims are linked consecutively (one after the other, no holes among them)

3.7. ITEM SPECIAL PRICES

The behaviour of the vendors can be slightly influenced by some particular prices of items. Keeping in mind that it is not possible (as of today, Sl doesn't allow that) to pay an object L$ 0, here is how vendors will behave according to the following special item prices:
· item price set to 0 L$

the item will be shown by the vendor in the usual way, that is its texture will be shown on the vendor main screen and any information notecard/item (if present) will be given out when the vendor is left clicked. Just the item will be not buyable. Using a faked item with price set to 0 then might be used, for instance, to show a presentation screen for the goods on sale.

· item price set to -1 L$

if an item has a price set to -1, the vendors will behave in the following way: when the item is to be shown on the main screen of the vendor, its price will be temporarily set to 0 by the vendor and the vendor will behave as described above.

When the item is to be shown on the preview panel of MOD P/S vendors, its texture will be shown on the panel, but the item will not be clickable.

This feature can be used to group items so that every group is shown in one page of a Mod P vendor. If a group of items has less items than the available preview panels, faked items with price set to -1 can be used to fill the vendor page

· item price set to 1 L$

all items with price set to 1 L$ will force the vendor to refund the purchaser. In other words, when someone purchases a 1 L$ item from the vendor, he/she will be refunded, unless the refund_1$ option is set to 'n'.

3.8. THE JEVN VENDORS API SUPPORT

The JEVN vendors provide some API support for 3rd party scripts to interact with the vendor.

To make use of the API provided, you should drop your script in the main vendor screen.

If you need to have your scripts use linked message, you can safely use the range of numbers between 11000 and 49999

a) Selected item information

Every time a new item is shown by the main vendor screen, the vendor will issue the following linked message:

    llMessageLinked (LINK_THIS, 10300, itemInfo, "");

itemInfo is a string made up in the following way:

    itemName \\ itemFullPrice \\ itemDiscountedPrice \\ JEVN internal flag \\ refund 1$ option

If the vendor is off line, the following linked message will be generated:

    llMessageLinked (LINK_THIS, 10302, "", "");
You will need to process this message in your link_message event handler.

b) Request for selected item information

When your script needs to know what item is currently shown by the vendor, it should issue the following linked message:

    llMessageLinked (LINK_THIS, 10301, "", "");

The vendor will answer to the request with the following linked message:
c) Selected item information (answer to request 10301)

    llMessageLinked (LINK_THIS, 10302, itemInfo, "");

itemInfo is a string made up in the following way:

    itemName \\ itemFullPrice \\ itemDiscountedPrice \\ JEVN internal flag \\ refund 1$ option

If the vendor is off line, itemInfo is a null string ("")

d) Transaction information

If you want to provide an alternate payment option for the item on sale than the standard JEVN fast pay one, once the item has been paid for, you need to inform the vendor that payment has been received and item must be delivered.

To do so, your script should issue the following linked message:

    llMessageLinked (LINK_THIS, 10303, transactionInfo, optional_string);

transactionInfo is a string made up as follows:

    itemName \\ payedAmount \\ avatarId \\ avatarName \\ JEVN internal flag

JEVN internat flag takes the following values:

   "0"  standart item

   "1"  limited copies item

optional_string is any string your script needs to receive back by the vendor for later processing.

Upon receiving the linked message, the vendor will perform some further tests and acknowledge the transaction with the linked message 10304

e) Transaction acknowledge (answer to 10303)

    llMessageLinked (LINK_THIS, 10304, transactionAcknowledge, optional_string);

transactionAcknowledge is a string made up in the following way:

    transactionResult \\ transactionInfo

    where transactionResult can take the following values:

        -1 = transaction accepted (the vendor will instruct the server to deliver the item)

        0 = transaction refused

transactionInfo and optional_string are the strings received through linked message 10303 and sent back to your script as they are.

f) Item bought

When the JEVN vendor gets paid for an item, it will issue the following linked message:

    llMessageLinked (LINK_THIS, 10305, deliveryInfo, "");

where deliveryInfo is a string made up as follows:

      buyer name \\ buyer id \\ itemName  \\ amount paid

After this message, the vendor will also issue a second one with the delivery outcome:

    llMessageLinked (LINK_THIS, 10307, deliveryOutcome, "");

where deliveryOucome can take the following values:

   "-1" the item was correctly delivered

   "0"  the server did not acknowledge (maybe the item was delivered, maybe not)

   "1"  the server refused to deliver the item and the purchaser was refunded
g) Next item
This is a linked message you can issue to have the vendor display the next item of the list

    llMessageLinked (LINK_THIS, 10308, "", "");

h) Previous item

This is a linked message you can issue to have the vendor display the previous item of the list

    llMessageLinked (LINK_THIS, 10309, "", "");
APPENDICES
APPENDIX A - HOW SALES ARE PERFORMED BY THE JEVN SYSTEM

In the JEVN System two "players" are involved when an item is purchased: the vendor that gets the money from the purchaser and the server that delivers the item purchased.
When an item is purchased, the vendor assumes that the item (being it on sale) is available in the server inventory. so, after receiving the money, it sends a request to the server to deliver the item to the purchaser.

Upon receiving the request, the server delivers the item, stores the information about the sale in its logs and informs the vendor about the correct completion of the operation.

If, for any reasons, the item could not be delivered, the server still informs the vendor that something was wrong and sends an IM to the owner about the faulty transaction.

At this point, at the vendor side, 3 things can happen:

1. the vendor gets the acknowledge from the server the item was delivered

In this case, the vendor thanks the user for the purchase and, if directed via its config card, splits the amount among the owner and second_owners.
2. the vendor gets a not acknowledge, that is the server said the item could not be delivered

In this case the vendor tries again delivery through the backup server and, if the item still could not be delivered, informs the user that the item was out of stock or unavailable and refunds the user.
3 - the vendor does not get any information from the server.
In this instance, the vendor does not know if the item was delivered or not, nor does it know what went wrong in the communication process.
There are actually two things that might have gone wrong in this instance:

a. the server didn't get any delivery request

b. the server got the request, delivered the item and sent the acknowledge back, but the vendor did not get it.

As the vendor cannot ascertain which of the two possibilities has occurred (so it can't be sure if the item was delivered or not) it first tries to deliver the item again through the backup server. If deliver fails the second time too, the vendor  keeps the money (or refunds according to the undeliver_refund option), warns the user of a possible technical problem and asks him/her to contact the seller.

At the server side, according to the various permissions YOU have on the item, item delivery works in the following way:

1. items with full permissions

They are delivered with no complications.
2. no mod items

They are delivered with no complications.
3. no copy items / limited items

the server will deliver the item and any other copies of it you might have (see APPENDIX E).

When all the available copies of the object are sold, the server will inform (through the vendors) further users the item is out of stock AND warn you in im that the item could not be delivered. The vendor will refund the purchaser.

4. no trasf items

the server will still try to deliver the item and actually think it was delivered ok (SL does not give any confirmation or error about delivery), but SL itself will prevent the item from being actually delivered as you don't have transfer permission.

In other words, delivery silently fails.

In this case, the sale was completed ok for the server, so money taken, sale logged but actually the user doesn't get any item. In all likelihood, you will hear from your customer :}
APPENDIX B - SETTING UP DISCOUNTS

There are 3 different types of discounts you can setup with the JEVN system:

1. Global discount

2. Group discount

3. Vendor discount

[Note: the discount tools can also be used to implement price increases.]
1. GLOBAL DISCOUNT

The Global discount applies to all the items in a JEVN server and to all the vendors registered to the server.

To setup the Global discount you need to change the "rate" option in the JEVN server _config notecard. The standard value for the rate option is 250, that is, 250 means 100% of the item price you wrote in the _items notecard.

Setting the rate option to a different value will automatically adjust the price of the items accordingly.

For instance, if you want to set a global 20% discount on your items, just decrease the rate option by 20%.

This way the price of the items can also be increased, without changing the _items notecard.

To calculate the new rate value for a specific discount, use the following formula:

        rate = 250 - (250 * discount) / 100

(Step 1) Calculate the new conversion rate according to the above formula.

(Step 2) Apply the new conversion rate in the JEVN server _config notecard

(Step 3) Reset and update the server for the change to take effect.

Example 1: to apply a 10% discount

        rate = 250 - (250 * 10) / 100 [note the minus sign]

        the new rate works out to be 225.

Result: An item in the _items notecard with a price of L$ 1000 will now be sold for L$ 900.

Example 2: to apply a 10% price increase

        rate = 250 + (250 * 20) / 100 [note the plus sign]

        the new rate works out to be 275

Result: An item in the _items notecard with a price of L$ 1000 will now be sold for L$ 1100.
2. GROUP DISCOUNT

The Group discount applies only to some of the items on sale from one or more vendors and only for the users whose ACTIVE group is the same as the group the vendor is set to.
ACTIVE group means that (a) they belong to that group, and (b) have that group tag activated over top their heads. This is a SL scripting limitation; it is the only group that Linden script can detect.

There is no way to specify the group you want the discount be available for. The group of the vendor is what matters here.

The group discount allows the users belonging to the same group of the vendor to purchase the item at the discounted price you set in the server _items notecard for that item.

When a group discount is active, the vendor will show "* group price:" followed by the price for the group in the floating text for that item and will show ALL the purchasers with the two prices available for the item, but ONLY users belonging to the right group will be allowed to buy at the lower price. When a user tries to purchase the item without having the correct group tag active, s/he will be refunded and the item will not be delivered.
To setup a group discount, you must

a - setup the discounted price in the server _items notecard for the items you want to set up the discount for (remember to reset and update after modifying the notecard);

b - enable the group price feature for the vendor using the vendor price on/price off commands from the Group_opt menu
If the group discount is disabled or a discounted price is not specified, the group discount feature will not be available

Using the group discount allows for some interesting features, like selling items only to group members. To achieve that, you need to set the price of the item to 0L$ (this will prevent everyone to buy the item) and set the group price for the item at the desired value (this will enable group members to buy the item at the group_price price).

3. VENDOR DISCOUT

The vendor discount applies to all the items on sale through one particular vendor and applies to ALL purchasers.

This is a local vendor setup.

To setup a vendor discount you must:

a - click the vendor and select the command "chat command"

b - when the vendor shows the prompt "Ready>" type the command "discount" (no quotes) followed by the discount percentage you want  to apply. The vendor will automatically adjust all the prices of the items according to the discount percentage you specify.

Example:

        discount 20            to apply a 20% discount on all your items price

        discount 0              to disable the vendor discount

Note that the discount command can be given at any time after the vendor is on line and takes effect immediately.

APPENDIX C - USING CATEGORIES

As described above, it is possible to assign items to a category of your choice when you fill the _items notecard in the server inventory.

A category is represented by ONE character (a letter or a number) to which you assign a particular meaning. Categories are case sensitive, so the category P and p are regarded as different. This way you have 62 different categories available ( a-z, A-Z, 0-9).
Categories can be used by the vendors to INCLUDE or EXCLUDE groups of items from the ones they sell.

This way you can set all our items in one server and have the vendor filter which items to sell
Items can belong to at most one category (but in the items notecard you can replicate items to assign them to more that one category).

Vendors can include/exclude any number of categories from their sale set.

Include and Exclude are the option you need to add in your vendor _config notecard to make use of categories.

The include option will always take the precedence on the exclude option. So if you set up both options, only the include option will be taken into account by the vendor.

If no include/exclude options are setup for a vendor, it will show all the items, regardless of the category they belong to.

Include or Exclude are the options you need to add in your vendor _config notecard to make use of categories.

The include option will always take precedence over the exclude option. So, if you set up both options, only the include option will be taken into account by the vendor.
Otherwise, if the category of the item matches one of the categories in the vendor exclude list, the item will not be shown and sold by the vendor.

Items in the server that do not belong to any category will never be included or excluded, because they have no category to be filtered upon. 

This means that:

(a) If the include option is set, they will never show, because without a category, they will never meet the set include criteria AND

(b) If the exclude option is set, they will always show, because without a category, they will never meet the set exclude criteria.

One of the most obvious uses of this feature is to prevent mature items to be sold in PG Sims.

Say you have a number of pg items to be sold by all vendors and a number of mature items (and a category M to identify them) to be sold only by vendors in mature sims.

The _items notecard might look like this:

# pg items. no category as they are to be sold everywhere

200; pg_item1_pic; pg_item1

250; pg_item2_pic; pg_item2

100; pg_item3_pic; pg_item3

# mature items. category M as they are to be sold only in mature Sims

300; mature_item1_pic; mature_item1; ; ; ;M

400; mature_item2_pic; mature_item2; ; ; ;M

200; mature_item3_pic; mature_item3; ; ; ;M

The vendors in mature sims will not have the 'exclude' option in their _config notecards, while for vendors in PG sims, you will have to add the option:

exclude: M

to prevent them from displaying items from the M category.

More complex situations can be made up with categories. Say, for instance, that you make the following set of items:

Furniture (category = F)

Outfits   (category = O)

Shoes     (category = S)

Jewelry   (category = J)

Gadgets   (no category)

· to sell just outfits and shoes:

include: OS

· to sell just furniture:

include: F

· to sell shoes and gadgets:

exclude: FOJ

· to sell just gadgets:

exclude: FOSJ

· to sell all items but not gadgets:

include: FOSJ

APPENDIX D - GIVING OUT FREE ITEMS

As you have learnt in this manual, it is not possible in SL to pay objects 0 L$ to buy from them: the pay option doesn't work with that amount.

Therefore, giving out a free object through a vendor is not as easy as one may believe.

This can be overcome by taking advantage of some of the JEVN features.

a) Items sold for  L$ 1 are refunded (see the section about special item prices);

b) Any object can be setup as item_info_object in the _items notecard and given out for free.

The best way to give out a free item would be to set it up in the following way in the _items notecard of the server:

1 ; free_item_pic ; free_item ; free_item ; please, click the vendor to get a free copy

That way you inform the vendor that the item is to be refunded if someone chooses to buy it and that the item is to be delivered for free if the user clicks (left clicks) the vendor.

A suitable description can invite the user to click the vendor to get a free copy of the item.
APPENDIX E - SELLING NO COPY OBJECTS / LIMITED EDITION ITEMS

The JEVN server is able to sell items available only in a limited number.

You may wish to sell limited numbers of an item either because:

(A) You are marketing the item as a "limited edition" item and so therefore need to restrict sale of the items to a fixed number; OR

(B) You have obtained from someone else a fixed number of items for which you do not have copy permission. When they are all sold, then your stock of them will be depleted.

[Note: no-copy objects as defined for the meaning of this section are those for which YOU do not have copy permissions.]

The JEVN server, if correctly configured, will take care of both requirements.
In the discussion that follows, the term LCI (Limited Copies Item) will be used to refer both to limited edition items and to no-copy objects..

How to sell a Limited Copies Item (LCI)

(1) Drop the item and copies of it into the server inventory. 

If the item is a no-copy one, then drop all the copies you have (or want to sell) in. If the item is a limited edition one, then just drop it in a number of times that matches the number of editions you want to sell. E.g. If you want to sell 20 copies of a limited edition painting, then drop it in 20 times.

NOTE: All the copies you own of the LCI item MUST have the same name, so that, when you drop them into the server inventory, a number is automatically appended  to the name of every copy apart from the first one.

Just be sure NOT TO use the same name for the texture, as that might trick the server into mistaking it for another copy of the item. We recommend naming the texture with an "_t" at the end.

(2)  In the item notecard, add JUST 1 line to sell just the first copy of the LCI. The server will sell every available copy. If the item is a limited edition item, just remember to add an L in the limited field of the item description (see items notecard section above to refresh your memory on this, or see example that follows in a few lines),

(3) Reset and update the server as usual.

(4) When all the copies have been sold and someone else tries to buy one, s/he will be refunded and the server will instant message you that copies have run out
Example:

You own 10 copies of an LCI called my_LCI_item.

(1) Drop all the 10 copies into the server contents folder. You will see them there with the names:

                my_LCI_item

                my_LCI_item 1

                my_LCI_item 2

                ........

                my_LCI_item 9

(2) Add one line to the items notecard to sell the my_LCI_item object

    if the item is a no-copy item

        100; my_LCI_item_texture; my_LCI_item

    if the item is a limited edition item

        100; my_LCI_item_texture; my_LCI_item;;;;;L

You need to add just one line to sell all the copies of that object!

(3) Reset and update the server as usual.

When someone buys a copy of the object, copies are sold starting from the first copy.

At some point, you might find that the server inventory will hold just the remaining copies, such as:

                my_LCI_item 7

                my_LCI_item 8

                my_LCI_item 9

This is because the other copies been sold.

If you need to reset the server at this point, DO NOT CHANGE the description for the LCI item in the items notecard, or counting will go off.

During a server reset,  you will get a warning message that the item "my_LCI_item" was not found. Ignore this warning; the server will continue selling the remaining copies with no issues.
APPENDIX F - PROFIT SHARING

A) Server Level:

Profit sharing can be achieved at the server level by means of an additional script (the JEVN Profit Splitter) available separately from JEVN.

B) Vendor Level:

Profit sharing is a built-in function of the JEVN vendors.

At the vendor level, you can share profits among 4 people: the owner of the vendor and up to three other people.

To activate profit sharing for a vendor, you need to set up in the vendor's _config notecard both the second_owner and second_owner_share options (see the section about vendor configuration.)
APPENDIX G - JEVN AND SECURITY

A brief note about JEVN security.

The security of the JEVN system is based on two pieces of information:

a - the JEVN server UUID

b - the password you provide

These are the keys to your system.
Without the correct JEVN server UUID and the password, there is no way to access your JEVN servers and steal your items.

Even if someone were able to steal the JEVN script source code, the source code would be of no use to him/her without the server UUID and password.

You and only you own the keys to your system. Do not give them away.
APPENDIX H - USE OF THE BACKUP SERVER

To understand how the JEVN Vendors use the server and backup_server information, we need to introduce the following concepts:

main_server:            is the main server you setup in the vendor _config notecard

backup_server:          is the backup server you setup in the vendor _config notecard

server_backup:          is the backup server you setup in the server _config notecard

main_working_server:    is the server the vendor is currently registered to

backup_working_server:  is the server the vendor is currently using as a backup

When registering, the vendor first tries to register to the main_server. If registration fails, the vendor tries to register to the backup_server. When registration succeeds, the server, the vendor could registered to, becomes the main_working_server.

During the registration process, the server sends to the vendor the information about its own backup (server_backup). If the server_backup has been setup, this server becomes the backup_working_server for the vendor. Otherwise, the vendor will use the second server (either main_server or backup_server) as backup_working_server.

The backup_working_server will be used by the vendor to retry the delivery of items that, for any reason, failed on the main_working_server.

Since this can be confusing, here are some examples:

Let's say we have 3 JEVN server that we will conventionally call S1,S2 and S3 and that the server S3 is a backup server only for the S2 server while no backup is defined for the S1 server.

Now let's say that in our vendor we setup the following options:

server: (UUID of server) S1

backup_server: (UUID of server) S2

At registration the vendor will first try to contact the server S1. If the registration to the server S1 is successful, the server will also send to the vendor the UUID of its own backup server. Since no backup has been setup for the S1 server, the vendor will retain its own backup server as backup_working_server

main_working_server:    S1

backup_working_server:  S2

If the registration with the server S1 failed, the vendor will try register to the backup server S2 Since S3 is the backup server for the S2 server, after registering the vendor will use the following working configuration:

main_working_server:    S2

backup_working_server:  S3

In other world, after registration the backup_server form the server _config notecard always takes the precedence on the backup_server from the vendor _config notecard.
