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Internet Trends

Social Networking

User-generated Content

Broadband Connectivity ]
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Visual Computing

I 3D and more

Look real
Act real
Feel real
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Next: - Connected - Visual Computing

&-umv@mﬁmaarwﬂnub@mmnﬁ)luﬁ@mmm%bmmall
-~ social networking, -@ﬁi’ﬂlm online retail.

@Eﬁﬁi@

Multiplayer Games ‘Z}-l

Virtual Worlds —
E—
W - vy

CONNECTED

Internet
Data

B . L ‘
:;,‘.-.
3D Digital
Entertainment

L|M|TED<—.@LC/ —-—Webzo —»— CVC — RICH

Better content quality, social interaction

Real -world data
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Virtual Worlds Growing

90

Second Life BarbieGirls Webkinz

14M 13M 5M
#of registered users (M); KZERO 6/08

tUsers in May 2007: 60M
tUsers in June 2008: 303M

tExpected in 10yrs: 1 Billion

Virtual Worlds Facts:

A >$1B invested in 2007
A Over 2,000 VWs today

\kids aged 4 -12

AVWOs merging w)
popular social networks

A >50% of users today are

/

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