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Please see the Change Log notecard included with the Group Changer HUD for  

details on what is new and what is changed. 

The HUD attaches to the lower right point of your screen by default, but can be attached to any 

point or moved to any point on your screen without affecting its operation.  The first time you 

attach it, it will display its main menu.  To activate it after its first attach either touch it or say /1 

cgmenu.   This HUD is entirely menu driven.  No notecards are needed for normal operations. The 

HUD does, however, support backing up its association lists to a notecard and reading that back in if 

you so desire.   The HUD will support up to 11 association files. 

• This HUD requires RLV/RLVa to be active on your viewer.  You do not need a relay device howev-

er.  The official Linden Labs viewer does not have this functionality and as a result this gadget 

will not work on that viewer.  I have tested this gadget on the Firestorm and Singularity viewers. 

• On Firestorm, you have to turn on the RLVa functionality.  To do this go to Avatar > Preferences 

> General and turn the check on for "Allow Remote Scripted Viewer Controls (RLVa).   Click apply 

and restart Firestorm 

• On Singularity, the RLVa functions are turned on by default and unless you have turned them off 

in preferences you do not need to do anything special.  

Quick Start Guide: 

NOTE:   

Enabling the RLV functions does not in any way put you or 

your viewer at any risk. RLV is safe. Simply enabling RLV will not invade 

your privacy, lag your viewer, or cause you to breach the Second Life 

terms of service.  RLV only functions on objects owned by you. All other 

world objects require you to have a RLV Relay to pass their special 

commands on to you. If you don't wear a relay device, you are immune 

from all external attempts to use RLV to act upon your avatar.   

This HUD does not act as relay device.   

This HUD only takes advantage of the specific routine to 

change your active group that is present in your viewer and as it is 

owned by you, it does not need a relay to perform this function.    

In addition to changing your active group, the HUD  takes 

advantage of the  ability to add or remove clothing and objects in rela-

tion to any group activated by the HUD.   This is fully documented in 

later in this document.  

If you do have and use a relay, this HUD will not interfere 

with that relay in way.  This HUD can, however, lock itself to prevent 

removal and that cannot be overridden by any added relay device.   

Please be aware that if the locking and unlocking of the HUD 

is handled by an external relay instead of this HUD itself, the visual lock 

indicator will not always accurately reflect if the HUD can be removed 

or not.   

 



Status At A Glance 

 

 

 

When all the rings are either green or 

black, the HUD is active and locked in-

to place.  The HUD will issue a group 

change command on every teleport 

or region border crossing.  

 

 

 

When the outer border ring is red, 

the HUD is in an inactive state and 

will not do any group updates on tel-

eportation or region border cross-

ings. 

 

 

 

When the 3rd border ring is red, th HUD 

is not locked and can be detached.  Nor-

mally you will want to leave the HUD 

locked so that is not removed by acci-

dent or mistake when changing outfits. 

 

 

 

When the innermost border ring is dark 

maroon, the HUD will not issue a group 

change command when it determines that 

the active group will not actually change.  

See “Administrative Options > Always 

change” below. 

After a group change is issued, the HUD enters a 60 second cooldown phase.  During this cooldown time, no new group 

change command can be issued.  If a teleport or region border crossing is detected the group change event is queued and will 

be issued after the cooldown timer has expired.  The group change command will be for the then current region or parcel.  

During the cooldown the main face of the HUD will cycle through the six colors shown above, making one change every 60 

seconds to give a visual aid on where in the cooldown phase the HUD currently is.  See “How It Works” for more details. 



Menu Options 

This image is the main menu for the HUD.  It 

allows for adding or removing land to group 

association, controls the operation of the HUD 

itself and methods to display, backup, and 

load in associations from file.   

 

 

 

 

 

 

 

The center line of buttons the state of the HUD.  These buttons are toggles and show:  
• if the HUD is running or not running  

• if the HUD is locked or not locked  

• if the HUD will issue a group change command on every teleport or region crossing.   

Each button will have a check when active, or an “x” when not active.  These states are also reflected 

by the HUD object itself and its ring colors. (See: Status At A Glance).  The Close button will close, of 

course the menu. 

The left line of buttons is for adding or removing land to group associations and activating any op-

tional add on modules. In this picture, the add-on buttons are blank, but when any optional module 

or modules are installed the button(s) will reflect what modules are available. (See Adding Removing 

Associations below for more details.) 

The right row of buttons is for  

• setting a default group to use when there is no defined association for a given region or parcel. 

• administrative functions (that include listing all associations, backing up and restoring association 

lists and clearing the association list, and installing updates)  

• forcing a group change action on demand 

 



Adding and Removing Associations 

Clicking on either the “Add Assoc” or “Rem Assoc” 
button from the main menu will bring up this menu. 
This menu will ask if the association is for the cur-
rent region/sim, the current parcel, or if you want to 
manually specify a Region or Parcel name.   

You can also cancel back to the main menu.   

When adding a Region or Parcel you will be asked to 
supply a group name to associated to the area.  
When removing an association you are only asked 
for the region or parcel name.  

 

When adding a region,  clicking on “This Region” or “This Parcel” will bring up an input box asking 
for the group name to associate with the current land.   Simply type in or copy paste the name of 
the group you want associated with the current parcel.   If the current region or parcel already has 
an association the action will be cancelled and you will be told in nearby chat.   

• The group name must be exactly as it appears on the group lists including any leading or trailing 
blank spaces. 

• If the group name contains a comma ( , ) or a pipe character ( | ), you must use the group’s UUID 
instead of its actual name. This is a restriction of the RLV system and can’t be avoided.  The UUID 
for a group may be found on the group’s information form. 

• If you want to turn off an active group for a given region or parcel, use the name “none”.  

• If the input form is left blank no association will be made for the current region or parcel. 

Clicking on “Specify Region” or “Specify Parcel” will first bring up an input form for you to input a 
region or parcel name.  Again it must exactly as it appears on its “about land” form.  If you leave the 
form blank, it will default to the current region or parcel.   

• When adding an association, If a specified region or parcel already has an association the action 
will be cancelled and you will be told in nearby chat.  After a region or parcel has been specified, 
the HUD will then ask for the group name to associate. 

• Only one association per area can be made.  If you wish to update an association pair, you must 
first delete a given regions or parcels association and re add it with the new group detail.  



Administrative Options 

Default Group 
 

Default Group will allow you to specify a de-
fault group to use when there is no direct associa-
tion for a given region in the list.   

• If you supply a group name, the same rules for 
capitalization, spaces and special characters as 
specified for setting land or parcel associations 
apply.  

• Inputting the word “none”.  This will instruct the 
HUD to unset any active group when teleporting 
into a region with no listed association.   

• Hitting submit without putting anything into the 
input box.  (no entry).   This will instruct the 
HUD to do nothing when teleporting into a re-
gion with no listed association.  Your current ac-
tive group will remain active.  

Always Change 
 

When this option it checked off, a group change 
attempt will be only made on any teleport that the 
HUD has determined will result in an actual change 
in the active group. 
 
• The HUD checks to see if the last known group 

matches the expected group for the current re-
gion or parcel and the last known group the 
HUD activated are the same, then in most cases 
a change to the active group is not needed.  

 
• A secondary check is done against the last 

known role title text from the last HUD initiated 
group change, against the current active group 
role title text.  This check helps the HUD to de-
termine if you have changed the group manually 
since the last automated change.  If the title role 
text values are the same in most cases a change 
to the active group is again not needed.   

 
• Between these two checks, unneeded changes 

to the active group are minimized, however if 
you change the active group manually and the 
new active group’s selected role title text 
matches the last observed role title text as set 
by the HUD automatically, this check will incor-
rectly assume that a change to the active group 
is not needed. 

 
• The default behavior of the HUD is to always 

attempt change the active group on teleports, 
bypassing any active group checks.  This insures 
that the active role will always match for the 
region by rule regardless of any possible manual 
changes.  

 

Change Now 
 

Forces the HUD to attempt to change the active 
group.  Reasons to use it include: 

• If the active group change fails to happen as ex-
pected due cooldown conditions outside of the 
HUD itself 

• if you have manually changed the group and 
wish to quickly change it back to the group asso-
ciated with the current region or parcel.      

NOTE: This command CANNOT override the forced 
cooldown timers set by the viewer or by the simula-
tor.  All it will do is queue the group change request 
to run as soon as it is available. 



Manage 

The Manage menu allows for  

• the backing up of the association list to a notecard 

and later importing that list back into the HUD from 

the notecard if needed.   

• updating the HUD in place when new releases are 

available without having to completely replacing the 

HUD. 

• listing the current entries in a more human readable 

format and for clearing the association lists entirely.   

• Selecting Dump will cause the association list to be output to the nearby chat window.  
Simply copy the output to a notecard.  The notecard name must begin with “gca_” and 
can be any descriptive name after that.  Once the note card is created, edit the HUD an 
add the card to the HUD’s inventory tab.  Adding the notecard to the HUD can only be 
done when the HUD is unlocked or rezzed in world.   The dump screen will look similar 
to this:  

 

• Selecting Load will bring up a numbered list of the first 11 group association note cards 

(sorted alphabetically).  Click on the numbered button that corresponds to the listed 

notecards.  This action will overwrite the current association list  and the HUD will ask 

for confirmation before proceeding.  Depending on the number of associations this ac-

tion can take up to a minute to complete.   



Manage Continued 

• Selecting “List Entries” will cause the current association list to be displayed in the nearby 
chat window.  This is the same list as from the dump command but in a more human read-
able format.  It cannot be used to create a back up association file.  The list entries out put 
wil look similar to this: 

 

• Selecting “Clear All” will delete all current associations.  You will be asked to confirm.  This 

action cannot be undone once completed unless you have a current backup file to reload 

the association from. 

• With version 4.11, the group change boxes all come with an Upgrade Module.  This mod-

ule will allow any version of the Group Change HUD from version 4.10b and later to be up-

dated in place, automatically transferring all currently defined land/group associations to 

the upgrade version.   

 Before updating your HUD it’s highly recommended that you create a backup associa-

tion file in case something goes wrong (like a viewer crash) during the update process.  

 To initiate the upgrade process, rez the Upgrade Module and select update from the 

Mange menu.   More information can be found in the notecard included with the Up-

grade Module.   

 



Adding and Removing  

Attachments and Clothing 

The Group Change HUD can add and remove clothing and attachments in relation to group names.  

This is an entirely optional feature that needs to be very specifically set by you up to work.  To ena-

ble this feature: 

• If it does not already exist, create a folder in your inventory called #RLV.  This folder needs to be 

as the same level as the main system folders such as Clothing, Object, etc.  

• Under the #RLV folder create a subfolder named “.GroupChange”.  (the dot/period at the begin-
ning of the folder name is required). 

• For any groups that you want the HUD to add clothing or objects when the group is activated, 

create a subfolder with that groups name.  All rules for adding a group association to the HUD 

also apply here. 

• Place a copy for a link for each time you wanted to be added when the group is activated in this 

folder.  All object will have to have been worn at least one time for Firestorm or Singularity to 

know where to attach the item. If you are using Marine Kelley’s Restrained Love Viewer, see the 

documentation for that viewer for any special requirements.  

• When setup, the folders will looks similar to this: 

• When the a group is activated by the HUD, the 

HUD will check for a corresponding association 

folder and add all items it finds to your avatar.   

• When the group is deactivated (when another 

group is activated) all items for the “previous” 

group are removed before the HUD adds anything 

for the new group. 

• If you change your active group manually the 

HUD has no way to determine this.  This can 

sometimes cause clothing or object to become 

unexpectedly removed since the HUD has no rec-

ord of the group change and will attempt to re-

move object from the last known active group.   

 



How It Works 

• When teleporting into a new location the HUD will ask the server for name of the region 
you entered along with the parcel name you land in.  It then checks to see if the parcel 
name is in the list of group associations and if an entry is found, it will change your active 
group to the group name associated with the parcel. 

• If the Parcel name is not found in the list of associations, the HUD will then look for the 
region name in the list of group associations and if an entry is found, it will change your 
active group to the group name associated with the region. 

• If neither the Parcel name or Region name are found in the association list, it will change 

your active group to that listed as the default group, unset your active group to none, or 

do nothing, depending on your setting for default group. 

• This HUD will also activate if you physically cross a Region/Sim boundary by walking/
flying/driving/etc.  But a limitation of Second Life is that the servers only report region 
crossing, not parcel crossings.  If you have parcel level associations, those will only acti-
vate on a teleport event or using the “Change Now” command. 

 



As of Firestorm Release 6.0.2, group changing by way of RLV scripting has been changed and 
the active group can only be changed once per minute by scripted means, no matter how 
many objects are used to attempt make the change.  Any scripted attempt to change the ac-
tive group during this throttle period is silently ignored.  This change will also be implemented 
by Linden Labs in upcoming server releases as well.  

This HUD is compliant with this limitation and actively works to prevent a group changes from 
failing entirely due to teleporting between regions or parcels too quickly.   

• After a teleport or region crossing, if a change is made to the active group, a one-minute 
countdown starts.  Any other teleports or region crossings that occur while the countdown 
is active are seen by the HUD,  but they are not acted on until the countdown expires.   

After the countdown expires, a check is made using then current region or parcel to deter-
mine if the active group should be changed.   

• If the last known “current group” matches the association rule for the current region or 
parcel and no active group change is needed and the option to always change is turned off, 
nothing is done, and no countdown clock is started.   

If the option to always change is turned on, an attempt will always be made to change the 
group on detected region or parcel crossings.  

• As of version 4.11d the HUD can attempt to determine if the group has been manually 
changed by you by comparing the last known role title with the current role title and they 
do not match a group change will be initiated.  This is not always accurate since multiple 
roles across multiple groups might have the same role title text.  If needed, you can use 
the chat command “/1 cgnow” or the HUD menu option “Change Now” to force a group 
change update.  

• If an active group change is performed the countdown clock is restarted.   

• Manually changing your active group does NOT activate the Firestorm, the Second Life, or 
this HUDS countdown timers.   

The cooldown timer was implemented due to the creation of title cycling HUDs that took ad-
vantage of a change in the group change command to allow for group title selection by script.  
This was causing significant lag in some regions.  Rather than removing the feature all com-
pletely the timer was inserted instead to mitigate the impact on the servers.  This group 
change HUD has never supported title/role selection on group change, and there are no cur-
rent plans to do so at this time.  

Group Change Cooldown Timer 


