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For more on how teens are spending their time and
money online, check out a portion of The Teens and
Social Networks study embedded below:

wwuw.scribd.com/doc/33751159/Teens-Study-June-2010
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- 43% of US Social Net Teens have spent money
NEmedia

on or i1n a social network

Have spent $$$ money

on a social network
(among teens with a social net profile)

Source: Roiworld and OTX "Teens & Social Networks Study." 600 teens from the OTX Online Sample Community ages 13-17 were surveyed between April 26-29, 2010 about their experience with
social networks and communities




.  Games garner most of the Social Net Spending among teens
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Buying virtual items in a game is the first item for which Social Net Teens have spent money :

35% have purchased “currency in a game to buy virtual items”

Q6: Which of the following items/things have you spent money
on in a social network?

{among Social Net Spenders)
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Clothinglaccessories for avatar in a g.ame_ 30%
Pointsicredits to advance in a game_ 23%
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Virtual items to help advance in a game_ 19%
Mew levels/maps for a game_ 16%
Virtual gifts for someone else_ 16%
Online subscription to play games _ 16%
Themeshﬂallpapers_ 14%
Complete game download _ 14%
New expansion pack/sequel _ 14%
Game demos _ 12%
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Points/credits to buy virtual items in a game




