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Strategic Investment in Virtual Earth 

1. Rate of user adoption

2. Ecosystem growth rate

3. Application attach rate

4. Device attach rate



Physical vs Virtual Worlds

Places: where you live, work and play

You: who you are 

(personality, gender, 

age, culture . .)

Things: what you do ? 

friends, events, shopping 

entertainment, travel, 

business 

Rules: Social, economical, political, ethnic, environmental, 



Two Kinds of Virtual Worlds
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Mirrored Virtual Worlds

Replicas of the physical 
world

ÅMicrosoft  Virtual 
Earth

ÅGoogle Earth

Mirrored 

Virtual Worlds



How to build the mirrored world?

Head data: 
foundational geospatial, satellite/aerial images, 
3D models, core business data (YP/POI)
- acquisition and licensing 

Tail data: 
ǳǎŜǊ ǊŜǾƛŜǿǎΣ ŎƻƳƳŜƴǘǎΣ ǇƘƻǘƻǎΣ Χ
- user generation (UGC/VGI)
- enabling tools, reward/recognition means
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Aerial Images

14430 Pxl.

9420

Pxl.

400 MB

6 cm resolution 


