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Three Key Elements of Second Life

A Community: Residents create
avatars, form groups and
establish a persistent presence in
the 3D web.

A User-Created Content: Residents
create and own everything in
world, from houses to animations
to any objects they build and
script.

A Commerce: A vibrant market
ecosystem is created by buying
and selling resident-created
content

A Communication: Built in Voice,
S chat and IM create an ideal
environment for meetings and
socializing.
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