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Second Life



A 3-D “virtual world” - built with user-created content.

A new communications platform.

What is Second Life?



Evolution of Internet Communication

E-Mail->Message Boards->Web->Instant Messaging->

Blogs->Wiki->Social Networking->?

TRENDS - Web 2.0 becomes Web 3.0:

Persistence, Multiple Media, User Creation, Immersion



Persistent, Multiplexed, User Created, Immersive

A Communications Platform

for the Next Century



Ordinary People?

Á Average age 32

Á 40% Female usage

Á Broad international use
Á 25% North America

Á 57% Europe

Á 9% Asia

Á 5% Latin America
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%

15.00

%

20.00

%

25.00

%

30.00

%

35.00

%

40.00

%

45.00

%

13-17 (Teen Grid)

18-24

25-34

35-44

45 +



Virtual Economy

Producers
Consumers

Purchase of 

Goods/Services

Currency Exchange

US$ / L$

Buy L$
Sell L$

Functional International Micropayment System for Digital Goods



ginsu@lindenlab.com


