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replicaof how I wish I looked. - SpunlogicDirectorof Marketing
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Virtual World.

For those of us not actively involved in gaming or virtual

environments,those 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 onlinedating as another

example; rememberwhenwe usedto be embarrassedto admit we

metsomebodyonline?

With that outof the way é Thisebookis an attemptto explain the

phenomenonthat is òVirtualWorlds.óThroughoutthis ebook I will

referenceSecondLife almost exclusively whenI refer to virtual

worlds. Thisby no meanssuggeststhere are no others. Thereare

others,but noneas popular or successfulas SecondLife at thispoint

in time.
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OtherVirtual Worlds

ÅCokeStudios

ÅKaneva

ÅCyworld

ÅNicktropolis

ÅHabboHotel

ÅEntropia

ÅThere.com

ÅTheMultiverseNetwork

ÅDubit

ÅWorlds.com

ÅCybertown



A Second Life Among Firsts

www.spunlogic.com

First,what is a virtual world? For that answerI turned to the bearer of all

knowledge,Wikipedia.

A virtual world is a computer-basedsimulatedenvironmentintendedfor its usersto inhabit

and interactvia avatars. Thishabitationusuallyis representedin the form of two or three-

dimensionalgraphical representationsof humanoids(or other graphical or text-based

avatars). Some,but notall, virtualworldsallow for multipleusers.

Theworld being computer-simulatedtypically appears similarto the real world, with real

world rulessuchas gravity, topography,locomotion,real-time actions,and communication.

Communicationhas, until recently, been in the form of text, but now real-time voice

communicationusingVOIPisavailable.

Wikipedia refersto avatars. Donõtknowwhat that is?

In the shortestdefinition,avatars are simplya graphical representationof oneself,usedin

virtual worlds. Youcouldevencall the display pictureson instantmessengers- suchas AIM

and MessengerLive- avatars.
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Tangent#1

I learnedsomethingwhileresearchingthiswhitepaper. Maybe mostpeople already knowthis,and

Iõmjust spiritually vacant. But for those of you curious where the word

òavatarócamefromé.

In Hindu philosophy,an avatar, avatara or avataram most commonlyrefers to the

incarnation(bodily manifestation)of a higherbeing (deva), or the SupremeBeing(God)

ontoplanetEarth. Theword hasalsobeenusedby extensionto refer to the incarnationsof

God in other religions,especiallyby adherentsto dharmic traditions when explaining

figuressuchasJesus.

(ThanksWikipedia, thoughI slightlyedited for economyof spaceand relevance)

Very interesting. I supposemy currentSecondLife avatar couldbe considereda Goddess. I mean,

shedoeshavechiseledabsand longsilkyhair.
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Soexactlyhow did virtual worlds cometo be?

While I wouldnotnecessarilyconsiderSecondLife a ògameóin the true senseof the word, its roots

candefinitelybe tracedbackto games.

Computergameslike TheSims(whichisa strategiclife simulationcomputergameof theday-to-day

activitiesof one or more virtual people in a suburbanhouseholdlocated near SimCity)quickly

manifestedinto onlinegaming or MassivelyMultiplayer Online games(commonlyreferred to as

MMOs). At the sametime,role playing games(RPGs)suchas World of WarCraft and EverQuest

haveonly increasedin popularity. Singleplayer RPGsbecameMultiplayerRPGs,played onlineand

strategizedby teamsof players.

Thesesimulationand role playing environmentsspawneda new form of onlineinteraction,not a

game,but a virtual world: a socialenvironmentwhereyou canbe whoyou want to be, visitplaces

youõveneverbeen,and meetwithfriendsall aroundtheworld.
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TheDraw of Anonymity

Similar to online gaming, people are drawn to the

opportunityto reinventthemselvesassomebodydifferent.

It couldbe said that nothingis moreboring thanwhowe

are everyday. A virtualworld allowsusto act outpartsof

our personalitieswe wouldnõtdare in real life. Donõtgo

drawing any naughty conclusionsjust yet. While some

peopleare indeeda little risqué,people like mehavefun

justbeingdifferent. I havealteredmyavatarat timesto be

a heavy-setwomanwith a Mohawk. Why? BecauseI can,

thatõswhy.

Betyou didnõtknowé

69% of Americanheads of

householdsplay 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%).*

7

* From the Entertainment Software Association. The stats are a combination of both computer and console gaming. (www.theesa.com)
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Whatis SecondLife?

SecondLife (www.secondlife.com)wascreatedin 1999 by LindenLabs,a privately held company.

ThefounderisPhilipRosedale,the formerCTOof RealNetworks.

Tangent#2

Thecreator,Rosedale,sayshegot the idea back in 1992 whenhiswife handedhima copy

of thebookSnowCrashby Neal Stephenson.

Iõmsureyouõlljumpon Amazon.comright away to pick thisbook up. But,just in caseyou

decideto put that purchaseoff for a few hoursé SnowCrashisa very popularbookin the

world of technologyand cyber culture. It is basicallya sci-fi storyabout a hero in the not-

too-distant future who unravelsa mysterythat transversesboth the real world and the

òMetaverse.ó*
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Second Life founder Philip Rosedaleñin avatar form

* òMetaverseó is a 3-D virtual universe online. Refer to your lingo glossary, page 12.
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Now, for a more completeanswer to what

SecondLife is, letõsturnto thebestsource,SecondLifeõs

very ownwebsite:

SecondLife is a 3-D virtual world entirely built and

ownedby its residents. Sinceopeningto the public in

2003, it hasgrown explosivelyand [as of the writing

of thisebook] is inhabitedby well over a total of 3.5

millionpeoplefromaroundtheglobe.

FromthemomentyouentertheWorld you'lldiscovera

vast digital continent, teeming with people,

entertainment,experiences and opportunity. Once

you've explored a bit, perhapsyou'll find a perfect

parcelof land to build yourhouseor business.

You'll also be surroundedby the Creationsof your

fellow residents. Becauseresidentsretain the rights to

theirdigital creations,theycanbuy,selland trade with

otherresidents.

The Marketplace currently supports millions of US

dollars in monthly transactions. This commerceis

handled with the in-world unit-of-trade, the Linden

dollar, whichcanbe convertedto USdollarsat several

thrivingonlineLindenDollarexchanges.
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Second Life 

Demographics

SecondLife users, by age:

(as of the writing of this

ebook)

13-17 (Teen): 1%

18-24: 28%

25-34: 39%

35-44: 21%

45+: 12%

Malevs. Female

(asof January2007):

41% Female

59% Male

Activity by Region:

UnitedStates: 31%

France: 13%

Germany: 11%

UnitedKingdom: 8%

Netherlands: 7%

Spain: 4%

Brazil: 4%

Canada: 3%

Belgium: 3%

Italy: 2%
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TheEconomyof SecondLife

Thelast bullet you read on the previouspage was about the

SecondLifeòMarketplace.óIn that bulletyou read òMILLIONSó

of US$ in monthlytransactions,in-world commerce,andòLinden

Dollars. With that,letõstalk about theeconomyof SecondLife.

SecondLifehasa fully-integratedeconomyarchitected

to reward risk,innovation,and craftsmanship.

Residentscreate their own virtual goodsand services.

Becauseresidentsretain the IPrightsof their creations,

theyare able to sellthemat variousin-world venues.

Businessessucceedby the ingenuity, artistic ability,

entrepreneurialacumen,and good reputationof their

owners.

Residentswhohaveamassedlotsof LindenDollarsare

matchedwith residentswhowant to buy LindenDollars

at LindeX(our official LindenDollar exchange),or at

otherunaffiliatedthird-party exchanges.

SecondLife'sreal estatemarketprovidesopportunities

for Residentsto establishtheir own communitiesand

businesslocations.

(Thanksagainto theSecondLifewebsite)

A Snapshot of Success

(as of the writing of this ebook

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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SecondLifeõsFirstMillionaire

SOé if you questionthe financialopportunitiespresentedby virtual worldslike SecondLife, think

again.

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

right, thatõsmillionaire in USdollars. Themillionaireis AnsheChung,whosefortunein Second

Life includesvirtual real estate,cashholdingsin Lindendollars,and severalbrandsin SecondLife.

Shealsohassignificantvirtualstockmarketinvestmentsin SecondLife. Bornin China,sheiscurrently

a citizenof Germany.

Ansheand her husband,Graef, run AnsheChungStudios. Keep in mind that the estimateof her

worth only valuesher in-world assetsat currentmarket rates, not the assetsof her real-world

business. Probably the mostsignificantstatisticis that Ansheaccomplishedthisstartlingfeat in only

30 months. Not too bad for a òsidebusinessóif youaskme.
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So the obvious question becomes. What

exactly canyou do in SecondLife?
Truly,the best way to get thisansweris to set up

yourownfree accountand checkit out for yourself.

Incaseyouõrenotquiteready to jumpintotheocean

é.Letõstestthewater.

òWhatcanyoudo?óis a muchbigger questionthan

it appears. Letõsbreak thisquestionup into a few

parts:

1. What canyoudo withðor TO- youravatar?

2. Wherecanyougo?

3. What creativethingsare usersdoing in Second

Life?

SecondLifeLingo

Metaverse: a 3-D virtual universe

online

RL: Reallife

Prim: primitivegeometricshapes

Griefing: harassmentof otherSecond

Lifeusers

In-world: Everythingthat happens

insideSecondLife

Teleport: Travel inside SecondLife

by clicking a map or typing an

addresscode. ThinkStar-Trek.

Linden: the SecondLife currencyð

named after the company that

startedthephenomenon.

Resident: You, when you are a

memberof SecondLife.

H.U.D.: Heads-Up-Display. If youõre

not a gamer or a fighter pilot, this

mightbe a newterm. Thinkof a sub-

menu that gives you added

functionality. So, if Iõmbowling in

Second Life, I might be able to

downloada HUDthat givesme my

bowlingfunctions.
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WhatCanYouDo with YourAvatar?

Letõsstartwithbasicfunctionality:

Chat: justasit implies,youcanchatwithotherSecondLiferswhileyouõrein-world

Walk: walk to get to yourdestinations

Fly: Thisis a virtual reality, so why not fly? Flyingallowsyou to quicklynavigate to your

destination,or to simplyexploreyoursurroundings

Teleport: Youõrein New York,but you want to be in Dublin?No problem,teleport there.

ThinkStarTrek,òbeammeupóSecondLife!
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Gestures

Justlike we canuseour body languagein real life to showsomebodywe are irritated or bored, or

justdanceon the spot(likewhenhavetoo manydrinksin real life), sowe canin SecondLife. Hereõs

someof thegesturesthat comebuilt inwithyouravatar (youcanalwaysget more,of cour$e)

Å Dance. Oh yes,novirtualself iscompletewithoutsomekiller moves

Å Shrug.

Å Actbored. Tellsomebodywithouttellingthemtoògetlost.ó

Å Smoke. Somethingthat looksevenlesscoolin-world.

Å Clap

Å Cry

Å Laugh

Style

Make your avatar anything you want. Be a replica of your RLperson,or choosesomething

completelydifferent. Youõllseeeverythingin-world from everyday folks to zombies,Transformers

and StarWars characters. Thisisyourchanceto be whatyoucanõtin real life, solive it up!

òFashionóðin the true senseof the word - is mostdefinitely a part of SecondLife. Amateurand

establishedRLdesignershavestylesavailable in SecondLife for download. Userscanupgradetheir

styleby purchasingnewhair styles,texturesand accessories- likeshoes,glasses,and evenpets.
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Spunlogicõs VP of Client Services. Iõm digging the Captainõs hat é not exactly òhaute coutureó, though.
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WhereCanYouGo with YourAvatar?

Thereisa hugeworld to be discoveredin SecondLife. Sotake

youravatar exploring. Usethemap in SecondLife,do a simple

searchfor your interestðsay an event,or a city - and when

you find what youõrelooking for TELEPORTthere. (Yes,itõs

really assimpleas it sounds.)

Replicasof real world locationsare being created in SL,

allowing people to visit placesthey have neverbeen before.

Fancyan authenticIrish pub experience?Teleport to Dublin.

One devotedDublin-nativecreatedan alwaysgrowingreplica

of thesocialdistrict,completewithpubs. Pullup a stooland visit

withthelocalsand tourists. AndDublinis justoneexampleof RL

citiesbeingbuilt in SecondLife.

Onceyouget to yourdestination,youcanclickonotherSecond

Lifersand viewtheirprofile to learnmore.

Of course,if youcanõtfind a place you like ... you canalways

purchaseyourownland and build yourownvision. Youcanbuy

land by parcels,whichare $5USfor 1/ 128th of a region (a

regionbeing512 squaremeters).
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Major Destinations in Second

Life

ÅKorea

Å Ireland

ÅNewYorkCity,TimesSquare

ÅLosAngeles

ÅSouthBeach,Miami

Å Ibiza

South Beach Club

Los Angeles Home
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CreativeThingsThatUsersare Doingin SecondLife

Individualsare doing all sortsof creativethingswithinSecondLife. It wouldbe òunfairóto suggest

that the followingare the only creativethingsbeing donein SecondLife. (Infact, evenbig brands

are doingcreativeand interestingthings. But,sinceIõmnottalkingaboutbrandsquiteyeté)

Hereare a coupleof thingsthat are standingout:

Machinima(machineanimations, or for usregularpeople,VIDEOSand MOVIES)

SecondLife callsòmachinimaóthe art of building real life moviesin a virtual world. The

SecondLifeapplicationcomesbuilt-in witha videocapturecapability,enablingresidentsto

set their ownframe sizesand manuallystart-stop the captureprocess. Userscanthensave

theirfootage ontotheirhard drive.

Musicin SecondLife

Concertsin SecondLifeallow bothestablishedand emergingartistsan opportunityto reach

a global, live audience. Thesesameartistshavealsocreatedtheirownenvironmentswhere

SecondLiferscanvisit,listenand learnmoreabout theartistand theirmusic.
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Brandingand Marketingin SecondLife

Clearly there are businessopportunities. SecondLife is a hugeand

diverse marketplace of people who are actively seeking

experiences,eveninformation,in-world.

Warning: SecondLifersare loyal and will recoil at the first

sign of boring marketingor blatant direct marketing. But,

they are very receptiveto uniquemarketing. Heckthatõsthe

draw of SecondLife é there are no rules,so brandsare

free to flex somecreativemuscle.

How do you know whether SecondLife is right for your

marketing plan?Donõtforce yourselfinto it. Youõlldo yourselfno

good if you pushyourselfinto a place youdonõtbelong. With that

beingsaid,manyindustriescan leveragevirtualworlds.

Considertheuniqueopportunitiesthat theenvironmentcouldprovide

for your industry. Brandsare already developinginterestingwaysof

marketing current products within Second Life. Sometimesthe

marketingexecutionis a complexenvironment,other timesit is as

simpleasproductplacement.

Brandsare also looking at SecondLife as a way to launchnew

products. One couldevengo so far as to look at SecondLife as a

testmarketfor newconceptsbefore a full launch.
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Industries Primed and Ready

for SecondLife

ÅTravel,LodgingandTourism

ÅClothingandAccessories

ÅMedia

ÅAutomotive

ÅBuildingSuppliesandServices

ÅEventsandAttractions

ÅCharity/Non-Profit

ÅFoodandBeverage
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SecondLifeBrandingat Work
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Nissan

Nissan had a clever idea for their

SecondLife venture. Thehighlightof the

island is a NISSANvending machine!

Usersfly up, make their selectionsand

take off for a test drive. But,wait é

thisisnõtyour typical road course. Want

to really challengeyourskills?Checkout

theLoop-D-Loopontheroad course.

Reuters

Here youõreable to retrieve Reuterõs

newsheadlineswithintheenvironmentof

SecondLife. They took great care to

construct an attractive space that

comfortablystraddlestheboundariesof

both RL and the virtual world. The

exterior features a water fountain,

benchesand walkways. Insideyouõllfind

a wide open space(letõsfly!) and a

directory that also allows you to

teleport to the bureau youõremost

interestedin.
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SecondLifeBrandingat Work
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AmericanApparel

Userscanpurchasedigital renderingsof

the clothesmodeledafter RLAmerican

Apparel merchandise. Thecompanyhas

also made it possiblefor SecondLifers

to view RL merchandisefor purchase.

Themajorityof the processtakesplace

in-world,with the final transactionbeing

finalized at the American Apparel

website.

Reebok

At the SecondLife ReebokStore,users

can purchase and create their own

customReeboksfor their SecondLife

avatar. Reebokis usingSecondLife in

conjunction with their RL òRBKó

campaign. The company is also using

the responseto their productsin Second

Life to gain feedback on what the

brandsmeanto customers.
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About Spunlogic

Spunlogicis an award-winninginteractivemarketingand technologyagencythat usesan in-depth

understandingof the userexperienceto help companiesattract, convertand retain customers. We

providea full rangeof interactivemarketingsolutions,including:

ÅUserExperienceStrategy

Å InteractiveDesign

ÅWeb Development

ÅEmailMarketing

ÅOnlineAdvertising

Å Intranet/PortalDesignand Development

ÅE-commerceApplications

ÅVirtualWorlds (Wantto learn more?Give us a call, or requesta private presentation.)

Getin touchwith us:

Phone 404.601.4321

Email info@spunlogic.com

www.spunlogic.com

PromenadeII,Suite1700

1230 PeachtreeStreetNE

Atlanta,Georgia 30309
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