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This CD and the software included on it have been de-
signed to run on both Macintosh and Windows systems
using a Web browser. System requirements vary depending
on what you download from the CD. Please review all soft-
ware readme files before installing or running any of the
software included on this CD.

For more information about this CD please refer to the
CD appendix at the back of this beak.

Minimum System Requirements, Macintosh Platform

» Computer: 68030

» Memory: 8MB of RAM

» Platform: System 7.0 or higher

» Software: Web browser

» Hardware: 2X CD-ROM drive
Windows System Requirements 105413

» Computer: 386 IBM PC-compatible

» Memory: 8MB of RAM

» Platform: Windows 3.1, NT, or 95

»  Software: Web browser

» Hardware: 2X CD-ROM drive

CD Start Instructions
1 Place the CD-ROM in your CD-ROM drive.
2 Launch your Web browser.

3 From your Web browser, select Open File from the File menu. Select the CD-ROM (usually
drive D for PCs and the desktop for Macs ), then select the file called Welcome.htm.
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PLEASE NOTE—USE OF THE DISC AND THE PROGRAMS INCLUDED ON THE DISC PACKAGED WITH THIS BOOK AND
THE PROGRAM LISTINGS INCLUDED IN THIS BOOK IS SUBJECT TO AN END-USER LICENSE AGREEMENT (THE “AGREE-
MENT”) FOUND AT THE BACK OF THE BOOK. PLEASE READ THE AGREEMENT CAREFULLY BEFORE MAKING YOUR PUR-
CHASE DECISION. PURCHASE OF THE BOOK AND USE OF THE DISC, PROGRAMS, AND PROGRAM LISTINGS WILL
CONSTITUTE ACCEPTANCE OF THE AGREEMENT.
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Introduction

The World Wide Web is in the early stages of an incredible transformation
into the World Wide Community. No longer is the delivery of information or ser-
vices the primary value on the Web: Sites are now struggling to form a bond with
the people who visit their site to transform them from mere casual visitors into
loyal, returning inhabitants. The people are becoming the real value of the Web.
With the accelerated rate of change that we know as “Internet time,” this sweep-
ing change will transform the Web in a very short time. Right now, Web travelers
are searching for places to call home, and right now the popular sites are provid-
ing attractive communities where travelers are settling. Right now, your site can
become one of these home spaces, developing a loyal following of repeat customers.

If you are involved in development, design, or management of Web sites on
the Internet, then this book is for you. You already know that Web sites need every
edge in attracting visitors and in keeping them interested in a site. A virtual com-
munity will create that attraction, build that loyalty, and give your site that edge.
With How to Program a Virtual Community you'll learn not only the practical,
hands-on skills for running your community software, but also the design skills
you need to create a truly attractive and interesting community.

How to Program a Virtual Community is the first comprehensive book that re-
veals the history, building blocks, and design principles for building and managing
a virtual community. It is a hands-on guide to the construction of livable virtual
communities using affordable software available today. While there are a few
books in the marketplace that describe virtual communities, none give Web au-
thors a construction guide for building human-friendly places using easy-to-learn,
commercially available tools. This book shows you how to extend your one-way
Web site into a dynamic, effective, active community—even if you don’t know
how to program.

Part 1 of this book is the foundation material that will give you an overview of
virtual community design principles, history, and software. Here you will decide
which community style is right for your site, and what software you will use to
build it. The CD-ROM that accompanies this book contains everything you need
to build your community.
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Introduction

Parts 2-7 lead you through the process of designing and creating your virtual
community. One by one, the building blocks of community design are described
in detail. Each part focuses on a single aspect of your community, taking you from
concept to design to implementation in your chosen software package. Once
you've chosen the software you will use, you can easily find the chapters that
apply to you, and the extensive examples that are included on the CD-ROM..In«
Part 8 you'll publish your virtual community on the Internet and connect it to
your Web site.

In Part 9 you'll find an overview of the fast-paced developments surrounding
virtual community software and design, as well as projections about how trends,
new features, and new ideas will affect your community. This information will
prove invaluable to you as you steer your new community through the rapid de-
velopments on the Internet.

As you read this book, keep in mind that any text that is in red will be com-
mands for you to type. The other colors of text are simply used to highlight parts
of code or commands to make them easier for you to read. In program listings,
words in boldface are keywords for you to type exactly as shown. Words in italics
are placeholders that you should replace with the appropriate value indicated.

At http://www.insideout.net/community/ you’ll find links to new virtual
community companies as well as additions to the scripts included on the CD.

If you have technical questions regarding the use of the CD software, contact
techsupport@mcp.zdp.com. I would be very interested to hear about the
community you built using this book, so send your comments to me at
mpowers@insideout.net. Enjoy the book and your new community!
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