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Agenda

ÅIntroduction to CVC

ÅThe Requirements of CVC

ÅIntelôs CVC Research Agenda

ÅSummary and Q&A
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Social Networking

User -generated Content

Visual Computing

Internet Trends

Broadband Connectivity

Mobile Computing

http://bp3.blogger.com/_4yuh0-Ww7FI/RaxAguFHRMI/AAAAAAAABgA/pSMuOSm5xfM/s1600-h/Snapshot_018.bmp
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Look real
Act real
Feel real

Visual Computing ï3D and more
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Next: Connected Visual Computing
Bringing the richness of VC to connected usage models such as 
social networking, collaboration, online gaming, & online retail.
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Virtual Worlds Facts:

Å>$1B invested in 2007

ÅOver 2,000 VWs today

ÅVWôs merging w/
popular social networks

Å>50% of users today are 
kids aged 4 -12

Sources : eMarketer*, KZERO, Virtual Worlds Management, comscore*, TIA, NPD, Intel estimates

�‡Users in May 2007: 60M

�‡Users in June 2008: 303M

�‡Expected in 10yrs: 1 Billion

Neopets

BarbieGirls

Habo

Second Life Webkinz

IMVU

90M 45M 20M

14M 5M13 M
#of registered users (M); KZERO 6/08

Virtual Worlds Growing


