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Here at Bab Blabs we aim to get to the truth behind some of Habbo Hotel: 
Origins most famous characters whether that truth be the good, the bad, or 
the Jenny. The milkmaid-jenny to be precise.

Hello milkmaid-jenny, thank you for joining 
me. Firstly, please tell me what is the Origin 
of your name, “milkmaid-jenny”? Why not 
milkmaid-janice or milkmaid-susan? Well 
aren’t you a nosey cow. Asking me all these 
questions, trying to get under my skin. Well, I’ll 
tell you, Bab. I am actually named after my 
favourite Weasley child. The straight one who 
ends up with Harry.

You are longstanding member of the Habbo Origins community, a 
beloved character, comedian and competition grand prize winner. But 
tell me, how long have you been a milkmaid? What made you become 
one? All of the above are true. And since August 2024. What made me 
become a milkmaid? Well… an email that I don’t have access to anymore, that 
holds the one time code for my actual user that I created when Origins 
opened… so I had to make a new character.

Well no one cares what the actual user is. Please tell me what it is like 
to be from Habbo Norway. We invented ABBA, boats, fjords and high 
mountains, we invented Harry Potter, we invented sausage in flat potato 
wrapper, we invented sudoku, we invented the handbag and the television. 
What can we not do? We are luckily not like people from Sweden who are bad 
at soccer. MmmMmmmilkmilkMILK! MIIIIIILKKKKK!!!!!

Please calm down. My next question is rather personal… Why do you 
spit on innocent Habbos in Port Hana??? I… I… I miiillkkkkkkkkk… I was 
having a lot of fun with my dear friend URT, and when I am having fun, I 
produce vast amounts of salvia! After having so much fun and swallowing so 
much salvia I just could not bear another load, so I had to spit. I am so, so 
sorry to the man I hit with                        my spit.

It was a lady… Next I have a question submitted by a big fan, user 
Dublyu. He asks “what did Wilf blackmail her with to give up typo?” 
Dear user Dublyu. Sometimes kindness is rewarded. That is not what 
happened to Wilf. I sent Wilf a photoshopped image of my typo in his donation 
room (made with microsoft paint). Then I felt bad afterwards and gave it to 
him as he seemed very happy. Sometimes mistakes happen, and you just 
have to live with them. Like kids.

If you could be any other Habbo, who would you be and why? I will 
keep this short and simple and not elaborate… I would be Chicka. For obvious 
reasons. *Bites lip emoji and drinks milk mmMmmM churn that butter.*

And how do you spend your days on Habbo Origins? What are some 
of your favourite things to do? I usually spend my days non-verbal next to 
a fishing hole. CACKLES AUDIBLY. That’s YOU Bab! I go around, make friends, 
play with myself, write on stickies, check in with Harry, cash in my stamps, 
play Juoz carni or Bond falling furni (with rules made up on the spot to make 
sure CallumRangersFootballChub makes it to the finale). And I’m campaigning 
to become a Hobba!

Oh my. And other than milk, what 
would you say is your favourite Habbo 
or real life food? Sausage. I just love it. I 
just love sausage. In Norway we call it Pølse 
i Lompe which translates to “XL massive 
sausage”. I just can’t get enough of it. I eat 
it every day. I just love sausage.

Enough. Thank you milkmaid-jenny for taking the time to do this 
interview and let the Habbo world know a little more about you. I’ll 
let you have the last word, is there anything else you’d like to say to 
your valued fans and readers? Why is my head so small?

The Origins Observer has a Macklebee exclusive! With Project Keystone 
now out in the open, we caught up with Habbo Origins developer Macklebee 
(aka Dave) for the first edition of From the Dev's Desk, a new Q&A feature 
giving players a glimpse into the mind of it’s creator. From the ambitious client 
rebuild to what it means for the future of the game, we put your biggest 
questions to him. Here's what he had to say:

Over the last twelve months we've seen Origins receive frequent 
updates, new features and regular events. Project Keystone came as 
a surprise to most of the community. How did you manage to find the 
time to work on such a huge project while juggling everything else? 
It mostly came about out of necessity - especially for our Mac users, if we did 
nothing, Origins would soon be completely unusable for them, they already 
run a degraded experience as we've had to mute all sounds on the Mac client 
to avoid crashes caused by the very dependencies we currently use to enable 
them to play. There was therefore really no other option but to find time to 
work on it.  There has been a handful of things that've suffered a little bit 
because of it - we would've liked both Blueprints and Cooking to have been 
ready for release at this point, and whilst we've continued forward progress 
on both, we've had to prioritise KeyStone at times to ensure the client is ready 
to replace the existing Shockwave Client pretty soon.

What are you personally most excited about when it comes to Project 
Keystone? Is there a feature or improvement that you can't wait for 
players to experience? I don't know that there's a particular feature or 
improvement that we can't wait for players to experience, given the sole focus 
here is to ensure the experience is exactly the same as the shockwave client, 
but top of mind is: the removal of the sprite limit, the ability to select your 
hotel directly from the client with whatever hotel view you want - and the 
ability to hit escape without exiting the game! I've attached an image of one 
of the earliest window designs we made (it'll be touched up before release!) 
to enable that behaviour. 

Project Keystone gives Origins a much more modern technical 
foundation. Does this open the door to new gameplay mechanics, 
such as optional keyboard shortcuts or even the ability to move your 
Habbo using the arrow keys instead of clicking or are those the kinds 
of features that would move too far away from the classic Origins 
experience? Sure, these things would both be possible with the Keystone 
client - they're both technically possible with the Shockwave client. I think the 

takeaway for us is that we would be more rapidly able to implement 
experiences like that. Development currently has to be done on Windows 
machines, that's a bit of a pain when you're developing on a Mac. Keystone 
cuts down build time, testing time, shipping time, and improves the 
experience for developers and artists tenfold. 

We know that hand items and clothing have always been particularly 
challenging to implement in Origins. Does Project Keystone make it 
easier for new clothing options and hand items to be introduced in 
the future, or is the biggest challenge now creating the artwork for 
those assets? Actually - yes. As part of Keystone we've taken an approach 
that more modern games do (including Habbo), and have implemented the 
ability to for Keystone to download assets on the fly, exactly when they are 
required. This means we no longer need bundle all of the clothes, furniture or 
hand item assets into the game client and can just have them available as and 
when they're needed. Additionally, we've spent a good bit of time on a new 
"Asset Studio" application that is built ontop of the Keystone client, allowing 
our folks to get live, in-game rendering, positioning and animation of the 
assets they're creating in real-time, exactly as they'd appear in the client.

Looking back over the past year, is there a feature or update that 
you're particularly proud of, or one that exceeded your expectations? 
There's lots of great features that've entered the game that I'm particularly 
fond of, but I think the one that I'm most proud of, was the very first change 
we ever made to the client - for support of GDPR. It's not particularly shiny, 
and over time shows as some of our worst work when modifying the client, 
but it showed us that modifying the client was possible, that we could do it, 
and that Origins is something we could grow because of it. 

Has there been a feature that turned out to be much more difficult to 
develop than you originally expected? Not one that's particularly difficult 
to develop. There's actually far more support for Shockwave (incl. active 
development in the academic field at certain Universities) than we expected. 
These days some of the hardest things are not actual code, but tuning - 
making sure we get the levelling right for a skill like cooking, or that there's 
enough variety to create exciting expeditions.

The community is incredibly passionate and always full of 
suggestions. Have players ever inspired a feature or change that 
wasn't originally part of your plans or is there something you feel like 
you now want to execute which was tricky before on the new client? 
None of the skill based suggestions were in our original plans - they're all 
community led, and shaped the game direction. Minigames like the Derbys 
were player created games that we stole. With the new client i'd like to try and 
somehow explore sound, music. i've read quite a few comments from new 
users akin to "it's eerily silent in here" - it'd be nice to fix that, Habbo has 
some cool music that's been made over the years, there's opportunity to use 
some of it I think.

Finally, is there anything you could tease for 
the second issue of The Origin’s Observer?
I’ll leave this here.

With Issue #2, The Origins
Observer Continues to Grow

—The Origins Observer Team

With Issue #2, the Origins Observer continues to grow 
alongside the community it set out to document. What 
began as a single publication has evolved into something 
more open and distributed — a shared newsroom shaped 
by multiple fan sites, creators, and players from across 
the Hotel. 

As our world continues to expand, so does this publication  
carried forward by everyone who chooses to be part of it. 
Happy reading!

The Origins Observer 
Written by Habbo players, for players.

The Origins Observer is a community 
driven publication dedicated to the 
stories, events, opinions, and culture 
shaping Habbo Hotel: Origins. Created 
in 2026 by Dreads (Editor-In-Chief) 
& Dublyu (Senior Editor) with support 
from fansites & community contributors.

We Need You! 
Habbo has always been shaped by 
its community — the rooms we build,
the events we host, and the stories
we tell. This editorial is no different. Are 
you a writer, pixel artist, or just a Habbo 
with something important to say?

Get Involved! 
Help us shape the next issue.

Thank You to Our Hosts!

Written By Bab, Gold Hobba, .COM

Bab Blabs: Starring milkmaid-jenny
Bab Blabs 
Art by Jeca

Written By Pandamonium, .COM

Overall, Habloons have been a positive addition to 
the hotel. From a power dynamic basis, they have 
democratised the liquidity items used to trade, 
improving the general flows within the economy as 
we are no longer hard-locked to ever-depleting 
items such as Dinos or HC Sofas. Whilst this sort of 
killed my mojo because I originally played Habbo 
pre-gold bars and loved the thrill of HC/Dino 
trading, this move empowered those who spend 
money buying credits, and newer/returning 
players, which is a positive step away from the 
concentration on the older player-base that 
previously yielded the most power. It also brings 
the general market into a more rational basis – the 
weekly rares are now sold at a premium, not 
desperately flogged for a few dinos. 

However, whilst the economy tilts to naturally 
favour paying players, it has been left structurally 
imbalanced. As our marker of value (Habloons) is 
an uncapped asset which can be purchased without 
any real limit, it is an ever-increasing asset being 
used to trade for assets with a quantity ceiling. This 
means that in a totally normal and rational market, 
the value of rares should naturally be inflationary 
as a general rule. Rares’ quantities can never 
increase from the moment they leave the 
catalogue, but the quantity of gold bars can, has 
and will continue to. 

There are of course, exceptions that prove out this 
rule: the red dragon is a perfect recent example of 
the underlying madness which adds flavour and 
fun to the Origins economy. People woke up and for 
no good reason, decided for a few weeks that they 
would overpay – it quickly shot up from 4-5 GBs 
ending up at 12 GBs. Mercifully traders realised 
they’d been un poco loco, so this has now corrected 

down to a more reasonable 7-8 GBs (still just over 
double its pre Habloon price.) 

So, we value items in an asset that structurally can 
never really retain or increase its relative value, we 
lurch as a mass of sheep all desperately scrambling 
to buy, then sell, items for no real reason, 
and every first Wednesday of the month, some 
masked menace appears and adds in an 
additional demand-side spike. With a currency 
item which is printable ad finitum and in perpetuity, 
we no longer have a whispering voice in our head 
when we see outrageous prices, or at least, it’s a 
voice with less volume. The Noco Day madness 
should be enjoyed, of course, but this is a 
manifestation of the underlying imbalance that the 
developers have left in our economy, and 
until now, seem ambivalent to. Pre Habloons, the 
underlying value of a Dino or a HC Sofa would 
mean that traders could not spike prices too much 
on Noco Day – because people just wouldn’t buy 
and would skip Noco. 

Whilst the inclusion of high value items may 
temper this trend and enforce a solitary moment of 
sanity, the introduction of Habloons has eroded our 
already questionable self-control and underlying 
logic when trading on Noco Day, because we 
ascribe less and less value to Gold Bars. Thus, we 
have daily, weekly and now monthly pressures at a 
systemic level – inflation is almost guaranteed. 
Cost of living crisis? Try cost of trading crisis. 

So how do you solve a problem like the Origins 
economy? The long-term solution isn't to remove 
Habloons, introduce taxes on trading or try to 
amend their underlying usage; they've improved 
trading considerably and have restored a more 

rational underlying bias as well as much needed 
liquidity. However, the scales that control this tilt 
are not sturdy, and the underlying structure of the 
economy is either unfinished because there are 
other priorities in our weekly releases, or an area 
of ambivalence to the developers because they 
focus on item’s quantities, not values.  

I finish simply on a word of caution to the game 
developers; we have been down this road before. 
Corrective actions were ill conceived, poorly 
executed, and also far too late. Please do not leave 
it too late again – it is much easier to change 
course than it is to try to reverse course. The idea 
of currency sinks is neither new, nor revolutionary 
to the trading elements of online games. Subtle, 
noticeable currency sinks which incentivise the 
Habbo experience by offering meaningful quality of 
life or usability benefits are a vital way to maintain 
the underlying value of Habloons. The moment 
they become worthless, is the moment credits 
themselves are worth less. That will manifest not 
just in the player base penalising the 
credit-purchasing player base as they try to enter 
the rares market, it will also remove the underlying 
need to purchase credits at all.

Written By Wilf, Event Creator, .COM

An Interior Design Intervention

A Proper Send Off

Fates & Fortunes

Tucked away in the darkest corner of the Library, an elderly 
fortune teller sits surrounded by dusty books. Guests pass by in 
search of knowledge, while whispers of fortunes and misfortunes 
drift between the shelves. Drawn by curiosity, you approach her 
and ask what she sees in the days ahead. She gazes into the 
crystal ball, smiles knowingly, and says: "The richest fortunes 
seldom arrive in the hands of Habbos who chase them."

Art by
Spirit-sea

Written By Dreads, Editor-in-Chief at 
The Origins Observer, .COM

Tune In. Rock Out!  
RockHabbo is an old-school Habbo DJ radio 
fansite with a modern twist. Tune in to our live 
DJs, chat with the community in our nostalgic 
MSN-style chat room, and earn Rocks while 
you listen. Spend them on our Habbo Trading 
Card Game to open booster packs, collect your 
favourite cards, and chase ultra-rare drops.

Sponsored By Upthevale, .COM
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Written By Dublyu, Sr. Editor
at The Origins Observer, 
Silver Hobba, .COM

This month we're shining a 
spotlighton heylookjorge, who has 
quickly become an active member of the Habbo Origins 
community. Whether he's tending to his garden, fishing or 
exploring rooms, he's found himself far more invested in 
Origins than he ever expected.

Before joining Origins, heylookjorge played on the US 
Hotel under the username neogeo32, first joining Habbo 
in the summer of 2004 after spending a couple of years on 
Coke Music. His return came after a friend mentioned 
browser games, prompting him to search online and 
discover Habbo Origins!

One of the biggest surprises after returning was how much 
easier room design has become. He joked that "adults 
with money have a much easier time designing rooms 
than teens," while praising advanced furniture placement 
as a game-changing addition after years of relying on 
glitches to create unique layouts.

What started as a nostalgic visit soon became much more. 
Features like Fishing, Gardening and Events Competitions 
have kept him coming back, with the grind proving more 
enjoyable than expected. Having already reached 99 
Gardening, he now spends much of his time fishing, 
exploring player rooms and chatting with fellow Habbos.

When asked about his favourite event, Jorge highlighted 
the Second Anniversary celebrations, particularly the 
Present Smashing activity and Activity Pass, which helped 
bring the community together. Although he acknowledges 
the community can sometimes feel a little cliquey, his 
unique experience has been overwhelmingly positive. He 
describes Origins as friendly and welcoming, with 
moments that genuinely capture the atmosphere of 
Habbo back in 2006.

Looking ahead, he's hoping to see the return of the Neon 
furniture line or even the addition of Diner furniture, 
to bring some long-awaited room ideas to life! Finally, 
Jorge has one message for the community: "If you 
see me around, feel free to say hi or send me a friend 
request. I'm always looking to meet more people and 
explore the hotel."

A Spotlight On:
heylookjorge

Friends Are Worth
Celebrating!

This issue’s Room of the Moment goes to Tako Belle by Wsly — a vibrant dining spot 
packed with personality, perfect for grabbing a bite, catching up with friends, and 
pretending you didn’t just see what’s happening in the kitchen. 

Building the Future of Origins 

This month, Origins players received some surprising news. Behind the scenes, the Origins 
team have been working on one of the biggest technical projects in the game's history. 
Project Keystone was announced, which is a faithful rebuild of the client we currently use 
today, utilising modern technology while ensuring that Origins remains just as we want it: 
Origins.

This new client will deliver some massive benefits to players, such as the game loading 
much faster than it currently does. Shockwave has always had its limitations for room 
builds, with many rooms reaching the sprite limit. With the new client, the possibilities are 
now dramatically expanded, and there will be no more script errors! If you think room builds 
are impressive currently, things are going to become much bigger and more impressive.

With this project, there are many doors that have been opened for Habbo Origins, such as 
the potential for a mobile app in the future. While that is likely quite some time away, it 
remains an exciting prospect. One question many players asked was whether Keystone 
opens the door to features such as a resizable game window. The answer, technically, is yes, 
but it is not quite as straightforward as everyone would hope. Habbo's rooms and public 
spaces were designed around a specific resolution, which means stretching them to fit a 
larger window can result in the game looking different from how it was intended.

Another exciting improvement comes in the way content will be delivered. At present, 
updates containing new furniture, event items, etc. typically require players to update the 
client, and I can imagine this will continue until Project Keystone is fully integrated once 
Project Keystone moves beyond beta. However, this should mean that added furniture lines, 
seasonal content, rares, and public rooms will be delivered more seamlessly and not require 
an update every time.

Perhaps one of the biggest benefits, albeit one that players may never directly notice, is 
what Keystone means for development itself. Modern technology provides Origins with a 
much stronger foundation for building and maintaining the game, making it easier for 
developers to introduce new features and improvements while reducing the likelihood of 
unexpected issues appearing elsewhere. Whilst no software is ever perfect, it should allow 
the team to spend more time creating content and less time battling the limitations of 
ageing technology. As with many older codebases, introducing new features can sometimes 
have unintended consequences elsewhere in the game. While this new client isn’t going to 
remove all bugs from existence or prevent new ones from happening, they should be much 
easier to identify and resolve than before.

We are anticipating further information regarding the beta in the coming weeks. It’s a very 
exciting time for the game, and many of us look forward to seeing how this is rolled out.

Ever wondered what happened to that child you adwopted back in 2003? Well... they're 
making trash like this. But who really deserves the blame? Was it the neglectful adwoptive 
parwent, who abandoned their child in 2008 to chase a career at Urban Outfitters or 
Abercrombie & Fitch? Or was this outcome simply inevitable because of spoilt bwabies like 
n-a-t-a-l-i-e-x? Has she ever outgrown the vanity of youth? Judging by this room... I'd say 
absolutely not. 

But, jokes aside, n-a-t-a-l-i-e-x is genuinely one of the pillars of this community—whether 
she realises it or not. She's always getting involved, always supporting others, and is loved 
by almost everyone (subject to availability). We could definitely use more people like 
n-a-t-a-l-i-e-x... just preferably with less t-a-c-k-y usernames. And, in all honesty, I was 
genuinely shocked to discover she was capable of stacking two plinths on top of a pillar. So, 
where credit is due...

W-e l-o-v-e y-o-u, n-a-t-a-l-i-e-x. ❤

Written By Dublyu, Sr. Editor at The Origins Observer, Silver Hobba, .COM

Written By Macklebee, Developer at Sulake, Origins Project Lead

Exclusive: Macklebee Talks About The 
Future of Origins & Project Keystone!

Written By Dreads, Editor-in-Chief at 
The Origins Observer, .COM

Talking Habloons: 
The Good, The Bad, The Panda

After years of answering questions, welcoming 
newcomers, and serving as one of Origins' most 
recognisable Help Desks, HAT has officially closed its 
doors. As Speedy steps away, we bid farewell to a true 
community institution that helped countless players find 
their footing. Thank you HAT!

Spotlight Starts With You.

Do you have a friend who’s 
made a lasting impact on the 
community? Send their name 
our way and help us celebrate 
the players who keep Habbo 
Hotel: Origins thriving.

You own 10 ducks. This is not a 
guess, you definitely bought them, 
there was a phase. What nobody can 
tell you is which room they are 
standing in today, or why past-you 
thought splitting them across three 
rooms was a system. Ducks are just 
the start, of course. There is a sofa 
somewhere, a rare you swear you 
still have, and a whole collection 
scattered across rooms like you were 
hiding it from yourself. If any of this 
feels familiar, meet Origins 
PowerShell, a companion app I have 
been building for Habbo Origins over 
the last few weeks with add-ons just 
like the one I'm describing.

At its heart it is a small window that 
sits on your desktop next to the hotel 
and quietly knows things. Who is 
online right now. What a player's 
profile, badges and skills look like. All 
of it a click away, without stopping 
what you are doing. And before 
anyone worries: it never touches the 
game. Origins PowerShell only uses 
public information, so there is 
nothing hooked into your client and 
nothing that puts your account at 

risk. It sits beside Origins, not inside 
it. That "beside, not inside" idea 
shapes everything. I want the app to 
enrich how you play, not replace the 
hotel or compete with it. So 
whenever Origins adds one of these 
features to the game natively, the 
version living in PowerShell steps 
aside and retires. It is here to fill 
gaps until the hotel fills them itself.

The core app stays small on purpose, 
because the fun part is add-ons. You 
bolt on only the extras you want, and 
the one I cannot wait to show you is 
Furni Manager. Take a proper look at 
the image next to this piece, because 
it is a whole panel you click through, 
not a single lookup, and the 
screenshot says it better than I can.

Which brings us back to those ducks. 
Furni Manager was inspired by the 
furni storage concept Dreads 
proposed for Origins itself, and it 
does exactly what your memory 
refuses to. It tracks what furni you 
own, how much, and where it lives, 
so your whole collection is finally in 
one place. Open a piece for its details 

and trade value, mark your rares so 
they stand out, and browse the full 
list whenever you like. That pile you 
half remember becomes something 
you can actually flick through. And 
true to the point above, if real furni 
storage ever lands in Origins, Furni 
Manager bows out gracefully.

Furni Manager is only the first. At 
launch you can also add Habborazzi 
for news and bookmarks, this very 
Observer included, Origins FM to play 
fansite radio while you build, and Bob 
Broker for quick price checks on any 
furni (no relation to our own 
BobBarker, and no, he does not do 
commentary). A few more are 
coming too, the sillier kind, but those 
stay under wraps until release.

None of this happens in a vacuum, 
and credit is always given where it is 
due, to the concepts, the fansites, 
and the people whose ideas the 
features are built on. That matters to 
me, because for all the ideas I 
borrow, the app itself is a solo 
project I am putting together myself, 

out of community resources and 
pieces made from scratch, shaped by 
what people ask for along the way. 
So think of it as the friend who 
actually remembers where your 
ducks are. 

Think an add-on has to be there on 
day one? Tell me. The first version is 
not far off, so keep an eye out.

Written By Proxy, .COM

Origins PowerShell: A Duck-friendly Tool

WARNING: Virtual cigarettes. Real smoking causes serious health risks.

Uniting The Community One Dart At A Time

Written By Dreads, Editor-in-Chief at 
The Origins Observer, .COM

The Ultimate 
Carny Experience
Super rares. Classic Habbo mayhem. Zero 
Excuses.Walk in, take your shot, and try not to 
anger the RNG gods. Get in line for the 
ultimate Carnival experience. You’ve got to ask 
yourself one question: Do I feel lucky? Well, do 
ya punk?

Sponsored By Joku, .COM

Sponsored By DoubleDogg, .COM


