A Guide to Understanding Virtual Worlds

Spunlogic
President

Spunlogic
Account Manager

sounlogic

(] ) v ) Spunlogic
Spunlogic Spunlogic  \arketing Coordinator
Creative Director Art Director



A Second Life Among Firsts

© Copyright2007 by Spunlogicl LCAIl RightReserved
Releasedi-ebruary2007

Thanksto Spunlogicfor all the office hours spentturning my SecondLife avatar into an exact
replicaof how | wish | looked - Spunlogi®irectorof Marketing

SpUnIOgiC'}g\ www.spunlogic.com



For those of us not actively involved in gaming or Vvirtual
environmentghose words might spring to mind somelonely guy
clickinghis way throughcyberspaceat 2 AM. The truth is that
gaming is an enormous market, with players spanning all
demographics

Adoption of technology has broken down the misconceptions
attached with this kind of thinking Take online dating as another
example remembemwhenwe usedto be embarrassedo admitwe
metsomebodyonline?

With that out of theway é Thisebookis an attemptto explainthe
phenomenothat is 0 Vi rWordad Throughouthis ebook

when| refer to virtual
worlds Thisby no meanssuggestghere are no others Thereare
othersbut noneas popular or successfas SecondLife at thispoint
intime
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OtherVirtual Worlds
A CokeStudios

A Kaneva

A Cyworld

A Nicktropolis

A HabboHotel

A Entropia

A Therecom

A TheMultiverséNetwork
A Dubit

A Worldscom

A Cybertown
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First, For that answerl turnedto the bearer of all
knowledge Wikipedia.

A virtual world is a computeibased simulatedenvironmenintendedfor its usergo inhabit
and interactvia avatars Thishabitationusuallyis representedn the form of two or three
dimensionalgraphical representationf humanoidsor other graphical or text-based
avatars) Someput notall, virtualworldsallow for multipleusers

= Theworld being computessimulatedtypically appears similarto the real world, with real
world rulessuchas gravity, topography,locomotionreal-time actionsand communication
Communicatiohas, until recently, been in the form of text, but now real-time voice
communicatiamsingVOIPisavailable.

Wikipedia refersto avatars D o rkrifovwhatthatis?
""""" In the shortestefinition,avatars are simplya graphical representatiorof oneselfusedin
c virtual worlds Youcouldevencall the display pictureson instantmessengerssuchas AIM
donsne st 8 bt ol . andMessengeLive- avatars
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Tange#i

| learned somethingvhileresearchinghiswhite paper. Maybe mostpeople already knowthis,and
| &just spiritually vacant But

é.
In Hindu philosophy,an avatar, avatara or avataram most commonlyrefers to the
incarnation(bodily manifestationpf a higherbeing (deva), or the SupremeBeing(God)

ontoplanetEarth Theword hasalsobeenusedby extensiono refer to the incarnationsf

God in other religions,especially by adherentsto dharmictraditions when explaining
figuressuchas Jesus

(Thank®Vikipedia, thoughl slightlyedited for economyf spaceand relevance)

Very interestingl supposany currentSecond.ife avatar couldbe considereca Goddess| mean,
shedoeshavechiseledibs and longsilkyhair.
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Soexactly

While | wouldnotnecessarilgonsideiSecond.ifea 0 g a nmgh® true senseof the word, its roots
candefinitelybe tracedbackto games

Computegameslike TheSimgwhichs a strategiclife simulatioromputeigame of the day-to-day
activitiesof one or more virtual people in a suburbanhouseholdocated near SimCity)quickly
manifestedinto online gaming or MassivelyMultiplayer Online games(commonlyeferred to as
MMOs) At the sametime,role playing games(RPGsyuchas World of WarCraft and EverQuest
haveonlyincreasedn popularity. Singleplayer RPGdecameMultiplayerRPGsplayed onlineand
strategizedby teamsof players

Thesesimulatiorand role playing environmentspawneda new form of onlineinteraction,not a

game,but a virtual world: a socialenvironmenivhereyou canbe whoyou wantto be, visitplaces
y 0 u i@evedbeen,and meetwithfriendsall aroundthe world.
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A Second Life Among Firsts

TheDraw of Anonymity

Similar to online gaming, people are drawn to the
opportunityto reinventhemselveas somebodydifferent

It couldbe said that nothingis moreboring thanwhowe
are everyday. A virtualworld allowsusto act out parts of
our personalitiesve w o u | dhme dtreal life. D o ngd t
drawing any naughty conclusiongust yet. While some
people are indeeda little risqué people like mehavefun
justbeingdifferent | havealteredmyavatarat timesto be
a heavysetwomanwith a Mohawk Why? Becausé can,

t h avhyd s -
. A
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Betyoud i dkmdwé

69% of Americanheads of
householdplay computerand
videogames

Theaverage age of the most
frequent game buyer is 40
years old. In 2006, 93
percent of computer game
buyers and 83 percent of
console game buyers were
overtheage of 18.

Thirty-eight percent of all

game players are women. In

fact, womenover the age of

18 represent a significantly
greater portion of the game

playing population(30%) than
boys age 17 or younger
(23%).*

* From the Entertainment Software Association. The stats are a combination of both computer and console gamimgnwww.theesa.c



SecondLife (wwwsecondlifeom)was createdin 1999 by LindenLabs,a privately held company
Thefounderis PhilipRosedalethe formerCTOof RealNetworks

Tange#R

Thecreator,Rosedalesayshe got theidea backin 1992 whenhiswife handedhima copy
of the book SnowCrashby Neal Stephenson

| Gsorey o ujuimp dn Amazorcomright away to pick thisbook up. But,justin caseyou
decideto putthat purchaseff for a few hour¢ SnowCrashisa very popularbookin the
world of technologyand cyber culture It is basicallya scifi storyabouta heroin the not
too-distant future who unravelsa mysterythat transverseoth the real world and the
oMetaversed *

* Métaversé i D vidual Bniverse online. Refer to your lingo glossary, page 12.

Second Life founder Philip Rosedaie avatar form
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A Second Life Among Firsts

Second Life

Now,fOr a more completeanswer to what _
Demographics

SecondLife iS,I e turits the bestsourceSecond. i f e 0 s

very ownwebsite SecondLife users, by age:
(as of the writing of this
m SecondLife is a 3-D virtual world entirely built and ebook

owned by its residentsSinceopeningto the publicin

13-17 (Teern) 1%

2003, it hasgrown explosivelyand [as of the writing 18-24 28%
of thisebool is inhabitedby well over a total of 3.5 25-34: 39%
millionpeople from aroundthe globe. 35-44: 21%

45+: 12%

B Fromthe momenyou enterthe World you'lldiscovera
vast digital continent, teeming with people, Vialevs. Female _
. . . (asof January2007):
entertainment,experiences and opportunity Once
you've explored a bit, perhapsyou'll find a perfect 41% Female
parcelof land to build yourhouseor business 59% Male
B You'llalso be surroundedby the Creationsof your Activity by Region
fellow residentsBecauseaesidentgetain the rightsto . 0
theirdigital creationsthey canbuy, selland trade with gn'tedStates 31%
. rance 13%
otherresidents Germany 11%
UnitedKingdom 8%
m The Marketplace currently supports millions of US Netherlands 7%
dollars in monthly transactions This commerceis Spain 4%
handled with the inworld unitof-trade, the Linden Brazil 4:/0
dollar, whichcanbe convertedto USdollarsat several Canada 3%
. . . Belgium 3%
thrivingonlineLinderDollarexchanges Italy: 204
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A Second Life Among Firsts

TheEconomyof Second.ife

Thelast bullet you read on the previouspage was about the
Second.ifed Ma r k edlrpHatdbuletyoureadd MI L L1 ONS 6
of USh in monthlytransactionsp-world commerceando L i nd e n
Dollars With that,| e thlldaboutthe economyf Second.ife

m Second.ife hasa fully-integratedeconomyarchitected
to reward risk,innovationand craftsmanship

B Residentsreate their own virtual goodsand services
Becauseesidentgetain the IP rightsof their creations,
theyare able to sellthemat variousinrworld venues
Businessesucceedby the ingenuity, artistic ability,
entrepreneuriabcumenand good reputationof their
owners

B Residentsvhohaveamassedotsof LindenDollarsare
matchedwith residentsvhowantto buy LindenDollars
at LindeX(our official LindenDollar exchange)or at
otherunaffiliated third-party exchanges

m Second.ife'sreal estatemarketprovidesopportunities
for Residentdo establishtheir own communitieand
businesk®cations

(Thankagainto the SecondLifewebsite)
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A Snapshot of Success

(as of the writing of thisbook
in February 2007):

Total Residents:
3,658,261

Logged In Last 60 Days:
1,195,222

Online Now:
17,594

US$ Spent Last 24h:
$1,335,353

LindeXActivity Last 24h:
$184,682
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SCé if you questionthe financialopportunitiegpresentedby virtual worldslike SecondLife, think
again.

At the end of Novemberof 2006, SecondLife spit out its first millionaire Yes,you did read that

right,t h anldcs . Themillionaireis AnsheChungwhosefortunein Second
Life includesvirtual real estate,cashholdingsin Lindendollars,and severalbrandsin SecondLife
Shealsohassignificantirtual stockmarketinvestments Second.ife Bornin China,sheis currently
a citizenof Germany

Ansheand her husbandGraef, run AnsheChungStudios Keep in mindthat the estimateof her
worth only valuesher inworld assetsat currentmarket rates, not the assetsof her real-world
businesProbably the mostsignificantstatisticis that Ansheaccomplishethisstartlingfeat in only
30 monthsNottoobad fora ¢ s ibdies i ihyewaskne
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So the obvious question becomes

Truly,the bestway to get thisansweris to setup
yourownfree accounaind checkit outfor yourself

Incasey o u ribrqute ready to jumpintothe ocean
€ .L e teditbe water.

0 Wh eanhyoud o Psé& muchbigger questiorthan
it appears L e tréak thisquestionup into a few
parts

1. What canyoudo withd or TO- youravatar?

2. Wherecanyougo?

3.  What creativethingsare usergdoingin Second
Life?
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SecondLife Lingo

> a 3-D virtual universe
online

: Reallife
' primitivegeometricshapes

: harassmenidf otherSecond
Lifeusers

. Everythingthat happens
insideSecond.ife

i Travel inside SecondLife
by clickihnga map or typing an
addresscode ThinkstarTrek

1 the SecondLife currencyd
named after the company that
startedthephenomenaon

You, when you are a
membepf Second.ife

: HeadsUp-Display If y ou 0 r e
not a gamer or a fighter pilot, this
mightbe a newterm Thinkof a sub
menu that gives you added
functionality So, if | 6bowling in
Second Life, I might be able to
downloada HUDthat gives me my
bowlingfunctions
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L e statwithbasicfunctionality
Chat justasit impliesyou canchatwith otherSecond.iferswhiley o uiG-wodd
Walk walk to get to yourdestinations

Fly: Thisis a virtual reality, so why not fly? Flyingallowsyou to quickly navigateto your
destinationor to simplyexploreyoursurroundings

Teleport Y o u i Neawv York, but you want to be in Dublin?No problem,teleport there
ThinkStarTrek,0 b e men p Second.ife!
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SiKS

Justlike we canuseour body languagein real life to showsomebodywe are irritated or bored, or
justdanceon the spot(like whenhavetoo manydrinksin real life), sowe canin Second.ife He r e 6 s
someof the gestureghat comebuiltin withyouravatar (youcanalwaysget more,of coufse)

Dance Oh yes,novirtual selfis completewithoutsomekiller moves
Shrug

Actbored Tellsomebodywithouttellingthemto 6 g Bgto

Smoke Somethinghat looksevenlesscoolirnrworld.

Clap

Cry

Laugh

To T T Do Do o Do

Make your avatar anythingyou want Be a replica of your RL person,or choosesomething
completelydifferent Y o usédeverythinginworld from everyday folks to zombies,Transformers
and StarWars charactersThidgsyourchanceo be whatyouc a méeal life, solive it up!

0 0 0 in the true senseof the word - is mostdefinitely a part of SecondLife Amateurand
establishedRLdesignerdavestylesavailable in Second.ife for download Usersanupgrade their
styleby purchasingnewhair stylestexturesand accessorieslike shoesglassesand evenpets

Spunl ogicdés VP of Client Services. | ®&dm digging the Captainds hat é not
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Thereisa hugeworld to be discoveredn Second.ife Sotake
youravatar exploring Usethe mapin Second.ife,do a simple
searchfor your interestd say an event,or a city - and when
you find what y o u akiag for there (Yes,i t
really assimpleasit sound$

Replicasof real world locationsare being created in SL,
allowing people to visit placesthey have neverbeen before.

Fancyan authenticlrish pub experience?Teleportto Dublin
One devoted Dublinnative created an always growingreplica
of the socialdistrict,completewith pubs Pullup a stooland visit
withthe localsand touristsAnd Dublinis justoneexampleof RL
citiesbeingbuiltin Second.ife

Onceyouget to yourdestinationyou canclickon otherSecond
Lifersand viewtheirprofile to learnmore

Of coursejf youc a fir@ &a place youlike ... you canalways
purchaseyour ownland and build your ownvision'Youcanbuy
land by parcels,whichare $5USfor 1/ 128th of a region (a
regionbeing512 squaremeters)
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Major Destinationsin Second
Life

A Korea

A Ireland

A NewYorkCity, TimesSquare
A LosAngeles

A SoutrBeachMiami

A Ibiza

South Beach CI96

Los Angeles Hor,g.e; &

=, 4, s g ‘_.:g"’
|5 !ni’iuf

— -—
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Individualsare doing all sortsof creativethingswithinSecondLife It wouldbe 60 u n ftasuggest
that the following are the only creativethingsbeing donein SecondLife (Infact, evenbig brands
are doing creativeand interestinghings But,sincd @nhattalking aboutbrandsquite yeté )

Hereare a coupleof thingsthat are standingout

Machinima(machin@nimations or for usregular people, VIDEO%nd MOVIES)
SecondLife calls amachinimathe art of buildingreal life moviesin a virtual world. The
Second.ife applicationcomesuiltin witha video capturecapability, enablingresidentto

settheir ownframe sizesand manuallystartstop the capture processUserscanthensave
theirfootage ontotheirhard drive.

Musicin SecondLife
Concert$n Second.ife allow both establishedhind emergingartistsan opportunityto reach

a global, live audience Thesesameartistshave also created their own environmentahere
Second.iferscanvisit,listenand learn moreaboutthe artistand their music
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16



Clearly there are businesspportunitiesSecondLife is a hugeand
diverse marketplace of people who are actively seeking
experiencesgveninformationjn-world.

Warning SecondLifersare loyal and will recoil at the first
sign of boring marketingor blatant direct marketing But,
they are very receptiveto uniquemarketingHeckt h athe d s
draw of SecondLife & there are no rules,so brandsare
free to flex somecreativemuscle

D o nfdice yourselfintoit. Y o udd Yolrselfno
good if you pushyourselfintoa placeyoud o rbélang With that
beingsaid,manyindustries 2 leveragevirtualworlds

Considethe uniqueopportunitieghat the environmentouldprovide
for yourindustry Brandsare already developinginterestingvays of
marketing current products within Second Life Sometimesthe
marketingexecutionis a complexenvironmentpther timesit is as
simpleas productplacement

Brandsare also looking at SecondLife as a way to launchnew

products One couldevengo sofar asto look at SecondLife as a
testmarketfor newconceptdefore a full launch
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Industries Primed and Ready
for SecondLife

A TravelLodgingand Tourism
A Clothingand Accessories

A Media

A Automotive

A BuildingSuppliesand Services
A Eventand Attractions

A Charity/NonProfit

A FoodandBeverage
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A Second Life Among Firsts

Second.ife Brandingat Work

Nissan

Nissan had a clever idea for their
Second.ife venture Thehighlightof the
islandis a NISSANvending machind
Usersfly up, make their selectionand
take off for a testdrive. But,wait €
thisi s yo@r typical road courseWant
to really challengeyour skillsZTheckout
theLoopD-Loopontheroad course

Reuters

Here y o u alleeto retrieve Re ut er
newsheadlineswithinthe environmernf
SecondLife Theytook great care to
construct an attractive space that
comfortablystraddlesthe boundarieof
both RL and the virtual world. The
exterior features a water fountain,
benchesand walkways Insidey o uidd| |
a wide open space ( | dly"daad a
directory that also allows you to
teleport to the bureau y o u Gnost
interestedn.
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A Second Life Among Firsts

Second.ife Brandingat Work

AmericanApparel

Useranpurchaseligital renderingof

the clothesmodeledafter RLAmerican
Apparel merchandiseThecompanyhas
also made it possiblefor SecondLifers
to view RL merchandisdor purchase
Themajority of the procesgakesplace

inrworld, withthe final transactiorbeing

finalized at the American Apparel

website

Reebok

At the SecondLife ReebokStore,users
can purchaseand create their own
customReeboksfor their SecondLife
avatar. Reebokis usingSecondLife in
conjunction with their RL 0 RBK©&
campaign The companyis also using

the responseo their productsin Second
Life to gain feedback on what the
brandsmeanto customers
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Spunlogids an award-winninginteractivemarketingand technologyagencythat usesan in-depth
understandingf the userexperienceto help companiesttract, convertand retain customersVe
provide a full range of interactivemarketingsolutionsncluding

A UserExperiencétrategy

A InteractiveDesign

A Web Development

A EmaiMarketing

A OnlineAdvertising

A Intranet/PortalDesigrand Development
A Ecommercépplications

A VirtualWorlds

Getin touchwith us;

404.601.4321
info@spunlogicom

www.spunlogicom
Promenadél, Suite1700

1230 PeachtreeStreetNE
Atlanta,Georgia 30309
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