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Second Life: Power to the People or Virtual Surveillance Society? 
 

Surveillance in Second Life 
 

In the virtual world of Second Life, a device the size of a pixel can be so unobtrusively attached 
to a resident’s avatar that it is unlikely that they will notice.  In spite of its small size, the fact that 
this device is created out of code rather than physical materials means that it is capable of 
surveillance on par with high-level surveillance systems.  Beyond noting the identity of the 
individual to whom it is attached, this device can also track their movements within the world 
and relay any conversations they have back to the individual who attached it.  The resident, 
however, may never know that it is there, at least until the consequences of their surveillance 
become personally or professionally apparent. 

Despite the possible repercussions of digital surveillance ranging from blackmail 
(Lazarus, 2006) to corporate espionage (Au, 2007), many Second Life residents are not aware of 
the level of surveillance present in the virtual world.  Of those who are aware, the historical 
progression and more widely understood uses of these technologies have caused them to be 
largely dismissive of the potential threat to in-world or offline security.  The effects of 
surveillance technologies are real, though, and can be significant for Second Life residents in 
both their virtual and offline lives.   

In-world surveillance does offer some positive benefits to residents, including its 
accessibility in terms of availability, price, and usability.  These characteristics allow residents to 
empower themselves through their own use of surveillance, as well as to become aware of what 
technologies are available and how they are used within the world.  However, its increasing 
presence combined with a lack of residence awareness also makes it a significant threat to those 
who interact within the virtual world.  Although early surveillance technologies were relatively 
benign, the ways in which they have been developed, discussed, and used in a world that is 
perceived to offer anonymity have left residents largely unaware of their presence or inclined to 
discount their capabilities and effects. 
 
Surveillance Technologies: Their Uses and Threats 
 
Second Life is a virtual world that is based almost entirely on user-generated content.  As a 
result, residents are given a large amount of freedom not only to use the world in almost any way 
they see fit, but also to create for it.  In most cases, user-generated content revolves around items 
like clothing, hair, houses, cars, and pets, all of which can be used within the world.  However, 
this freedom also allows for residents to develop their own code for use within the world.  It is 
here that surveillance technologies come into play, with users creating – or buying, if they are 
unable to code – and deploying their own surveillance devices capable of anything from 
announcing when another resident has arrived in a particular area to remotely recording entire 
private conversations. 

While Second Life has long been subject to in-world surveillance, it has not always been 
as significant an issue as it is today.  The rise of increasingly intrusive technologies that offer 
more opportunities to collect information on other residents is a relatively recent phenomenon.  
Early in-world surveillance was frequently linked to infidelity and involved hiring a virtual 
detective to investigate rather than introducing technological interventions (Au, 2005, 2007).  
Historically, the rise of surveillance technologies in Second Life can be linked to these largely 
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personal concerns.  With much of the early surveillance dealing with infidelities, this early focus 
still holds today; technological forms of surveillance are now used to monitor suspect partners 
(Newman, 2011; Winterfeld, 2011).  However, these same technologies can also now be used for 
more illicit activities like gaining information about residents for purposes such as identity theft 
or blackmail (Geser, 2007; Lazarus, 2006). 

With its significant economy and the fact that many offline businesses have moved into 
the virtual sphere, recent developments in virtual surveillance are increasingly linked with 
business concerns.  Second Life has an in-world economy that is linked to offline economies and 
valued at $28.4 million USD as of Q4 of 2010 (Linden, 2011).  With the rise of in-world 
businesses, surveillance has taken on a new importance.  Technologies offer ways to remotely 
run and monitor in-world businesses that are always open and provide an effective way to greet 
customers and offer information.   

However, with the value of Second Life’s in-world economy as well as increasing 
number of offline companies that use the virtual world for business, surveillance is also a way to 
gather information and engage in activities related to corporate espionage (Au, 2007).  In 
general, “The availability of a market in virtual goods trading provides criminals with financial 
incentives to offend” (Makkai, 2009), and surveillance is used as a means to gain sensitive 
information.  By using surveillance around in-world activities such as planning sessions or 
meetings with vendors or clients, information can be gathered on business that operate solely 
within the virtual world, or on offline corporations that use the virtual space (Taylor, 2009).   

The issue here is not just that surveillance can be used to obtain information, but that the 
information can be used in problematic ways.  On a personal level, surveillance is a threat to 
residents’ information, either within the world or in their offline lives.  Information can be used 
as a means of disrupting the resident’s virtual life – an element of personal experience and social 
interaction that is highly important to many individuals (Bargh, McKenna, & Fitzsimons, 2002; 
Turkle, 1995; Wolfendale, 2007) – or their offline life through activities such as blackmail 
(Lazarus, 2006).  Professionally, surveillance is a threat to the integrity of businesses, both in 
terms of their information and with respect to private information about vendors, clients, or 
projects (Au, 2007).  Therefore, people who are conducting surveillance in Second Life could 
steal enough information to seriously damage the virtual, offline, or business life of a resident. 
 
Awareness of Surveillance 
 
Virtual world surveillance can be empowering for residents.  With prices for devices as low as 
L$500 (about $2 USD), anyone can have access to and deploy surveillance technologies.  As a 
result, residents are able not only to use technologies in ways that can benefit them, but to gain 
awareness of how they are used and what their capabilities are.  The flip side of this availability, 
however, is that surveillance is prevalent throughout the world and, more importantly, is not 
commonly recognized or seen as a threat. Based on discussions in-world and in Second Life’s 
forums, residents do not appear to be generally aware of surveillance technologies within the 
world, or are confused about or dismissive of their implications. 

Speaking to the modern culture of surveillance, David Lyon asserts that, “people seldom 
know that they are subjects of surveillance, or, if they do know, they are unaware how 
comprehensive others' knowledge of them actually is” (1994, p. 5).  This idea is echoed by a 
Second Life resident who, in referring to the virtual world, recommends that, “All users of SL 
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should be aware that tiny, invisible objects might be relaying their conversations to other AVs, or 
even sending IMs or HTTP messages out of SL. A bit like real life really, it's just that bugging is 
easier in SL” (sparti, 2007).  Without this awareness, this ongoing and prevalent surveillance can 
become problematic for residents.  

Awareness is largely dependent on how long a resident has been in Second Life and how 
active their involvement has been.  Those residents who are established within the world – 
marked not only by time in world, but regularity of logins and engagement in Second Life 
activities – are generally more aware of surveillance technologies because of their involvement.  
Longer-term residents also have the most to gain or to lose as a result of surveillance, such as 
long-standing relationships, social status, or business interests.  As a result, they are more likely 
to be aware of these technologies as they seek to protect their own interests, either by using these 
technologies for themselves, or by seeking ways to prevent them from being used against them. 

Conversely, more inexperienced residents are at a disadvantage when it comes to being 
aware of surveillance.  Speaking on the issues inherent in in-world surveillance, Second Life 
journalist Wagner James Au states that, “A newbie or inexperienced person especially wouldn't 
even know to look for things like this, let alone know how to find them” (Au, 2007). While this 
statement may not seem to be a concern at first, when considered in light of the proportion of 
Second Life residents who could be considered newbies or otherwise inexperienced, its 
significance increases.  Population data made available by Linden Lab suggests that up to 90 per 
cent of the Second Life population could be considered new or inexperienced, indicating that 
many residents may also not be fully aware of the possibility of surveillance (Linden, 2011). 

This lack of awareness is reflected first in the volume of discussion around in-world 
surveillance, and also the ways in which it is discussed. Despite its potential repercussions, 
surveillance is a topic that is not widely discussed through official or unofficial channels.  With 
respect to the former, Linden Lab does not work to raise awareness of surveillance issues beyond 
dealing with significant or immediate threats.  Of the 1560 references to surveillance found 
within the official Second Life domain, three are official statements from Linden Lab. In terms 
of the latter, a similar lack of information and engagement is also seen in user discussions of in-
world surveillance.  Although there is more information available from users than from Linden 
Lab, information dealing with the implications of surveillance in the world is found only 55 
times in the official domain. 

In addition to the lack of discussion topics, the ones that are posted show that few 
residents are responding to or even reading the threads that deal with these issues.  For instance, 
one thread deals with heads-up display (HUD) devices that allow avatars to remotely listen in on 
other residents’ conversations.  The thread shows that only 17 residents responded to the original 
comment while 20 viewed the thread. Within these forums, general discussion threads can easily 
reach 300 hundred or more responses, with some threads receiving thousands of responses.  
Compared to these other discussions, threads dealing with surveillance are not only 
underrepresented but also have significantly less interaction from resident.  This lack of attention 
suggests that residents are unconcerned about the possibility of surveillance and therefore not 
viewing the threads, or that they are unaware because no one is reading them. 

Even instances where surveillance is noticed and discussed serve to highlight the lack of 
awareness of most other instances.  This is the case with recent reactions surrounding use of the 
program RedZone in Second Life.  This program records IP addresses, ostensibly to ban 
problematic residents from particular areas.  Consequently, the technology is considered a threat 
because it can be used to gather identifying information and link online to offline lives 
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(LindenLab, 2011).  This technology has been more widely discussed than most, with 500 
threads on the Second Life forums and up to 2700 views of certain threads. In contrast, general 
surveillance is discussed in ten threads, and ChatSpy specifically appears in one.  No other 
surveillance technology has this level of awareness.   

RedZone is as much a surveillance technology as any other in Second Life.  Its marked 
presence in current Second Life discussions does, on the surface, suggest that a larger segment of 
the population can become aware of and concerned about (for reasons which will be discussed 
later) surveillance. However, the possibilities for awareness revealed in this singular example 
also highlight the lack of awareness of other devices.  While RedZone is an instance where 
surveillance is recognized and provokes a response, this is only one of many surveillance 
technologies.  Awareness of other specific technologies and surveillance in general remains 
extremely low.  As such, what is most revealing about the RedZone discussion is that while 
awareness of problematic surveillance technologies could likely be raised for other technologies, 
by and large it is not, and residents are still largely unaware of surveillance in general or the 
multiple ways beyond tracking IP addresses that it can be deployed in-world.   

As the example of RedZone suggests, not all residents are completely unaware that there 
is surveillance in Second Life.  However, of those that are aware, many remain unaware of what 
these technologies can do and whether they should be concerned.  As a result, the tone and 
content of the discussions that do occur is as suggestive as the lack of discussion.  While 
discussions of in-world surveillance are not common, those that do exist are marked by 
residents’ lack of awareness of and confusion about in-world surveillance.  These discussions 
tend to take two forms: residents who are asking questions about the possibility of surveillance, 
and residents who have been negatively affected or need assistance. 

The majority of the forum threads that deal with surveillance reveal a lack of awareness 
of their capabilities. The comments that start threads almost exclusively start with a question 
about surveillance, or express uncertainty about what is possible in-world.  One thread, for 
example, starts with a resident asking, “I know trackers in SL are illegal. But what exactly do 
they do besides record conversations of a person who is on the other side of the sim. Do they also 
track IMs? Do they track you if you are off sim? I was told about them, but not in great detail. 
Can anyone help?” (Twine, 2010).  In this example, there is clear uncertainty about what exactly 
in-world surveillance can do.  In the same forums another resident asks,  
 

Today I was chatting with a friend on her land at the open channel and, even if no one was near 20 or 30 

meters from us, she told me "There is someone spying on our chat…" …I got intrigued: Is there a way 

you can tell if someone is spying on you?    That chat listening is only for open chat or for private IM as 

well?   To know you are being listened is because you are the land owner or for the use of an HUD as 
well?   And of course: can you block that action?” (Guardian, 2010). 

 
In this instance, the resident has moved from no knowledge to some knowledge of surveillance; 
however, there is still recognizable confusion around what kind of surveillance is possible as 
well as its consequences and whether it can be avoided.   

This example also points to another feature of discussions around in-world surveillance 
caused by lack of awareness.  As in this example, much of the discussion of surveillance in 
Second Life is reactionary rather than proactive or preventative.  A common topic in the posted 
surveillance discussions is new users who have attached a piece of technology to their body that 
has done something unpleasant and unanticipated.  These accounts are indicative of the 
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willingness of many Second Life users to accept and use items that they are not necessarily 
familiar with, and their lack of awareness of the fact that these items may contain technologies 
that allow for surveillance.  In the official Second Life forums, one resident tells the story of 
another resident who visits her club.  She recounts, 
 

The other day a regular visitor came to my club, and as I walked toward him to say hello his collar 

spammed my chat to tell me who owns him. This let me know it was one of those nasty creepy creepy 

creepy little chatspy collars. I immediately switched to im.  Turned out, he did not know his collar did 

that.. did not know it was tracking all his teleports and reporting who is around him and what was said.  

(Ember, 2009) 

 
The main issue in this account is the fact that user is unaware of what the collar he is 
wearing is capable of doing.  Similar accounts appear regularly in Second Life discussions. 
In addition to having in-world movements and conversations recorded, residents detail being 
stalked or even controlled by other individuals (Giadelli, 2010; Viper, 2010) because they 
have used items that have built-in surveillance and control.  These accounts suggest that 
many residents are not aware of the possibilities for virtual surveillance or, in cases where 
help is requested, how to avoid it or deal with it when it happens. 

Perhaps even more telling is that in this example, the individual with the collar is 
described as a “regular visitor,” someone who has been in-world long enough to become 
known to a club owner, be referred to as a “regular,” and who is consequently neither a 
newbie nor inexperienced.  Despite presumably being at least somewhat familiar with the 
world, this resident is unaware enough of the possibility of surveillance that he unknowingly 
attaches a piece of technology to his body without knowing what it is capable of or likely to 
do.  As in this example, even residents who are moderately established within the world can 
run into issues with surveillance in unanticipated forms or spaces. 

Finally, although some residents may be aware of surveillance devices, they are frequently 
unaware or skeptical of their efficacy, and therefore willing to discount the technologies and 
their respective threats.  When skeptical, residents are inclined to disregard the potential effects 
of the technology.  This disregard is best captured in the words of Au, a long-time Second Life 
insider, and former official chronicler of the development of Second Life through the blog New 

World Notes.  In looking into surveillance technologies, Au tries a bug designed for attaching to 
avatars and spying on conversations, and writes that,  

Some bugs allow spies to hear conversations anywhere in the world, but Loki [Clifton] tells me that this 

particular bug he's put on me can only monitor nearby conversations on this island.  I don't believe it, so 

I fly away from Loki Clifton and Biscuit Carroll, past 25 meters (beyond normal listening range), and 

keep flying until I'm hundreds of meters away. When I'm at the edge of the ocean, with no one around, I 

say something: "I'm wholly skeptical that this bug works." I fly back to the building where Clifton and 

Carroll wait. "'I'm wholly skeptical that this bug works,'" Loki repeats back. "You can be as skeptical as 

you like, Hamlet," Biscuit Carroll tells me. "The effing thing works." 

Despite his long tenure as a Second Life resident and insider, Au clearly establishes his disbelief 
and skepticism with regards to the functionality of the technology.  These sentiments are echoed 
in online discussions, both in residents’ uncertainty about what surveillance is capable of and a 
general disbelief that surveillance is possible and does what they have been told it can do.  In 
believing that these technologies may not work, residents are at a disadvantage, especially if they 
do not seek to protect themselves from such intrusions. 
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Understanding the Unaware 
 
Resolving surveillance issues in Second Life is dependent on first understanding why there is a 
lack of awareness of in-world surveillance.  Generating resident awareness is hindered by three 
main factors. First, the historical progression of technologies and their uses have constructed 
surveillance in a way that is non-threatening, or at least justifiable.  Second, the ways in which 
surveillance is deployed and discussed do not make apparent the potentially insidious uses of 
these technologies.  Finally, the expectation of online anonymity reduces concern around 
surveillance, especially in instances where explicit links between online surveillance and offline 
life are not made.  

Although Second Life surveillance technologies have changed and multiplied over time, 
early perceptions of the deployment and dangers of in-world surveillance have remained and 
undermine residents’ awareness.  Because of their initial and long-standing focus on personal 
matters like infidelity, surveillance appears as a relatively innocuous technology.  Coupled with 
the idea that those who were watched were possibly unfaithful and at the very least suspect, if 
not outright guilty, surveillance was also justifiable within the popular imagination (Au, 2005).  
As a result, surveillance is not seen as a threat for all but the guilty. Although current 
surveillance technologies are far more indiscriminate, far less innocuous, and certainly not 
limited to the guilty, these early perceptions undermine awareness by downplaying the uses and 
consequences of surveillance. 

Furthermore, the forms of surveillance that have remained most visible to residents over 
time those that are not likely to be perceived as a significant threat.  Technologies that are visible 
to residents – either because they are made to be visible within the world, or because they make 
themselves known by offering a greeting or other information – are those that are generally not 
used for purposes other than detecting the presence of a resident and welcoming them or 
providing information. While they may not be entirely innocent, these are also the technologies 
that are least likely to track sensitive information that could be used against another resident. 
Therefore, residents’ awareness of when, where, and how surveillance happens has largely been 
predicated on those technologies that are noticeable but that do not offer the greatest threat. 

Similarly, those technologies that are a threat can be easily hidden, making them almost 
completely invisible and difficult to detect.  Because they are virtual and not contingent on 
material components, surveillance devices can be shaped in any way.  They can be made so 
small – in some cases, the size of a pixel – as to be virtually undetectable, or they can be 
constructed to look like something else entirely – a vase of flowers, or a piece of clothing, for 
instance – so that they will not be noticed, or will be assumed to be a part of the environment. As 
a result of this freedom, many of the more harmful technologies are hidden, increasing the 
likelihood that residents will not be aware of their presence and use simply because they cannot 
be seen or detected. 

In addition to their relative invisibility within the world, positive descriptions of 
surveillance technologies also compromise resident awareness.  In most cases, surveillance 
technologies available in-world and through the Second Life Marketplace are described in terms 
that make them sound relatively harmless.  For instance, one program is advertised as “A sensor 
to greet and record the names of visitors and their arrival time” (Melendez, 2011), a description 
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that is more reminiscent of a greeter and guest book than tracking software.  Conversely, of those 
ads that do advertise their actual and potentially more suspect uses, many position the technology 
in terms of blaming other residents for their necessity.  One ad claims, for example, that “it's a 
great way of finding out who has been snooping around you're home or business while you're not 
there” (Zapedzki, 2011).  In this instance, while the purpose of the technology is made clear in 
no uncertain terms, it is positioned in a way that suggests that using surveillance measures is, at 
least in some instances, necessary and justified.   

By rationalizing their use or focusing on the positive or harmless features, descriptions of 
surveillance further undermines awareness of the potential negative effects.  Without explicit 
information about the threats associated with these technologies residents are unlikely to be 
aware of them, or to make others aware because the threat is not perceived to be high. To return 
to the example of RedZone, this particular technology became a concern for residents because its 
express purpose was to gather identifying information that could be linked to residents’ offline 
identities.  This consequence is problematic for many who inhabit the virtual world for its 
anonymous identity creation and interactions (Wadley & Gibbs, 2010). 

Although other surveillance devices work to obtain similarly identifying information, 
their threat is not made as explicit as RedZone’s.  With other programs, information is 
unintentionally provided by a resident and recorded rather than being tracked down 
automatically by a program.  While this difference is relatively small, the perceived threat with 
RedZone is explicit enough to ensure that residents are concerned enough about the technology 
to discuss it and attempt to raise awareness.  Furthermore, its threat is indiscriminate and is as 
applicable to residents who fastidiously protect their privacy and anonymity as it is to those who 
readily share private information, which further increases the likelihood that residents will be 
concerned, discuss the issue, and try to generate greater awareness.  Although other in-world 
surveillance may present as great a threat, unless that threat is made explicit, it is unlikely that 
residents will be widely aware of it. 

Finally, awareness of surveillance is also limited by the perception of being anonymous 
within the virtual world.  If online interactions are assumed to be anonymous, there is little 
reason to be concerned about surveillance.  Second Life promotes anonymity by allowing 
residents to provide as much or as little information as they like.  Furthermore, taking on an 
alternate identity in the virtual world is acceptable, and even expected (Boellstorff, 2008). 
Second Life is intended to be a space in which residents are anonymous and need not be linked 
to their offline identity.  As a result, it is assumed that surveillance technologies will not be a 
significant issue even if they are in use. Because it virtually eliminates perceived consequences, 
this assumption does not lend itself to awareness of surveillance, and is further undermined in 
ways that can be threatening through the collection of information and residents’ own tendencies 
to divulge information within online environments.   

Assuming that the virtual world allows for anonymous interactions is somewhat 
reasonable if developers and residents both work to secure and maintain in-world privacy.  
However, these ideals are not always met.  On the part of the world’s developers, surveillance 
technologies are disallowed and are sometimes banned when they are found to be in use.  
Despite these restrictions, though, and a general ban on such devices in the world’s terms of 
service, surveillance is still widely used within the world and is only removed when complaints 
are made, which is again dependent on resident awareness.   

While the illicit collection of information about residents is a problem itself, when 
combined with residents’ tendencies to divulge information in-world, the risks are further 
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increased.  Relying on assumed anonymity might not be a problem were residents to protect that 
aspect of virtual life.  However, research on virtual worlds and online interaction indicates that 
despite the possibilities for maintaining complete anonymity in virtual spaces, many people give 
identifying information to others.  For instance, 85 percent of people in a Habbo Hotel study 
knew the real names of most of their in-world friends (Slot, 2009).  Similarly, research suggests 
that, “users often divulge personal information, location, education level and occupation to other 
players when there is some establishment of trust between users” (Dudley, Braman, Wang, 
Vincenti, & Tupper, 2010). As a result, it is not unusual for virtual world participants to offer 
identifying information to their trusted online friends while assuming that the information they 
provide will be secure and their anonymity will be maintained with respect to the remainder of 
the population.   

Sharing personal or sensitive information is not necessarily a problem itself, especially 
with other residents who are trusted.  However, sharing personal, identifying, or sensitive 
information in-world where anyone could be using a surveillance device can be, since even 
information shared in confidence becomes available to others.  Previously, in-world surveillance 
has been linked to social engineering.  One study refers to the use of an avatar, suggesting that, 
“This avatar over time could, through conversation built of trust, socially engineer other user’s 
real information if it’s divulged” (Dudley et al., 2010).  With digital surveillance the need to 
develop this relationship is eliminated, since the trust that exists between friends and 
acquaintances can be exploited by outside parties. With a surveillance device planted on an 
avatar or somewhere close by, personal conversations between friends or business associates can 
be recorded.  So long as residents are largely unaware of surveillance and assume that they are 
anonymous to the general population while continuing to share their personal information – even 
if only with select individuals they have no reason not to trust – there is a chance that that 
information can be compromised. 
 

Conclusions 
 
Given the real and potential threats to online and offline life, awareness of surveillance is 
important.  When residents are aware of surveillance they can change their behaviours within the 
world, develop ways of circumventing the technologies, and even alter the behaviour of others.  
For instance, when RedZone became an issue, being aware of its use allowed residents to stay 
away from areas that were using the technology, and started mapping sims that were known to 
use the program.  Some residents also developed GreenZone, a technology designed to detect the 
use of RedZone.  The anti-RedZone lobby was used to successfully pressure in-world business 
and land owners to not use the technology on their land.  In one discussion, a resident writes that, 
 

Those who have used this thing - I hate to sound like McCarthy here - but I don't intend to throw any 

business your way until you have made some sort of statement to your customers that you did not 

understand what this thing really does to people, and that you have removed it, and will not use it in the 

future. (Magic, 2011) 

 
Eventually the pressure was so great that Linden Lab banned the program from being used in-
world.  To have these responses, whether they involve a shift in individual or collective security, 
residents need to be aware of the presence of these technologies and their possible effects.  
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 As shown in the response to RedZone, there are many ways to deal with the threat of in-
world surveillance.  Being aware of surveillance and not revealing personal information is one 
option.  By “sweeping” a parcel of virtual land, surveillance technologies can be detected (Au, 
2007).  Counter-surveillance technologies – which are often based around surveillance 
technologies – are also becoming more available to help deal with the threat.  Furthermore, a 
number of in-world businesses are based on the detection and removal of surveillance devices 
from avatars and land.  These responses, however, depend on residents being aware of the 
possibility of being subject to surveillance, and many are not.   

In one sense, the use of surveillance technologies in Second Life offers residents the 
opportunity to protect their own identities, information, land, businesses, ideas, and interests 
from those with questionable motives.  Used in appropriate ways, residents can use surveillance 
technologies to strike a balance between their own need for privacy and security and the needs of 
other residents.  For those who are aware of its uses and who have the need, in-world 
surveillance offers an accessible, inexpensive, and user-friendly technology to those who wish to 
detect infidelities, run a virtual business, or even protect themselves through the use of counter-
surveillance measures, which may also run on technologies intended for surveillance.  

As one resident suggests, however, “If you are overly concerned about privacy, then SL 
is the wrooooooong place” (Avedon, 2010).  At present, surveillance is not an element of Second 
Life of which many residents are conscious or knowledgeable.  Although there is some 
recognition of technologies like RedZone, which gain the attention of larger than usual segments 
of the population, there are many other inexpensive, readily available, and widely used devices 
of which many residents are not aware and may, in some cases, fall victim to as a result. 
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