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1. Online Display:
{Ƙƛƴȅ ŀƴŘ ƴŜǿ ǇǊƻǾŜǎ ŀǘǘǊŀŎǘƛǾŜΧ 
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hƴƭƛƴŜ 5ƛǎǇƭŀȅΧ

Å In 2010, advertisers will experiment with new, larger ad formats.  
ï These formats may be attractive because they are different and impactful, but the basics 
ƻŦ ōǊŀƴŘ ōǳƛƭŘƛƴƎ ōŜȅƻƴŘ ŀǿŀǊŜƴŜǎǎ ǎƘƻǳƭŘƴΩǘ ōŜ ƛƎƴƻǊŜŘΦ

ï Most of the new formats will perform very well in the short term, though for most, it will 
be a survival of the fittest

ï Some of these formats are likely to prove too intrusive and will make viewers less 
favorable toward the advertised brand and perhaps even toward the site where the ad 

was served.

Å Dynamic Logic has previously reported the high performance of video ads 
when they were first introduced.
ï Video ad performance, relative to average ad performance declined over a two year 

period following introduction as novelty wore off.

ï We'd expect this to be true for most of the new, larger ad formats and their progeny.
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2. Viral Video:
From Art to Science
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±ƛǊŀƭ ±ƛŘŜƻΧ

Å As online video consumption continues to rise, viral video analytics are 
becoming sophisticated, helping fuel a more scientific approach to viral 
campaign planning in 2010 
ï YouTube has enhanced their video analytics offer

ï Companies such as Visible Measures and Unruly Media are providing comprehensive viral 
monitoring services across multiple online video platforms. 

ï Rather than just place their videos online and hope that an audience will come, 
advertisers seem likely to invest more in viral seeding strategies. 

Å While there are likely to still be more misses than hits in the viral space, the 
opportunity of being next year's T-Mobile Dance is something that many 
marketers will be planning for.
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3. Gaming Gets Socially Mobile
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DŀƳƛƴƎ Χ
Å New interactive and social elements will continue to fuel gaming growth 

ï Games such as uncharted 2already allow you to tweet your progress from within the 
game.

ï Project Natalfrom Microsoft uses your actual body movements and no controllers τ
improving upon Nintendo's Wii Model

ï Phone games such as Doodle Jump and iMop which allow the user to interact with 
other players, are bringing gaming to the masses.

ï OnLive τa games-on-demand service that allows you to play any console or PC game on 
your TV or computer, uses a browser without the need for a console at all

Å As interactivity increases and gaming becomes ubiquitous, we expect more 
advertisers to enter this space.  
ï 5ȅƴŀƳƛŎ [ƻƎƛŎΩǎ ǊŜǎŜŀǊŎƘ Ƙŀǎ ŀƭǊŜŀŘȅ ǎƘƻǿƴ ǘƘŀǘ ƎŀƳƛƴƎ Ŏŀƴ ōŜ ǾŜǊȅ ŜŦŦŜŎǘƛǾŜ ƛƴ 

increasing brand metrics. 

ï In the Fall of 2010, Disney's ά9ǇƛŎ aƛŎƪŜȅέ ŦƻǊ bƛƴǘŜƴŘƻ ²ƛƛwill be used as the first major 
communication vehicle for a significant repositioning of this much loved global brand. 
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4. Mobile Prepares to Take a Bite out of Online 

8



aƻōƛƭŜ Χ
Å Total spend on mobile marketing will grow from $1.7 billion this year to 

$2.2 billion in 2010 in the US alone. 
ï The iPhone has now reached 57 million units worldwide, the fastest uptake in the history 

of technology. 

ï DƻƻƎƭŜΩǎ ϷтрлƳ ǇǳǊŎƘŀǎŜ ƻŦ ƳƻōƛƭŜ ŀŘ ƴŜǘǿƻǊƪ !ŘƳƻō ǊŜƛƴŦƻǊŎŜǎ ǘƘŀǘ нлмл ǿƛƭƭ ōŜ ŀ 
significant year for mobile. 

ï We expect to see more consolidation in the mobile space.

Å Mobile web usage numbers will increase 
ï {ƳŀǊǘǇƘƻƴŜ ŎƘƻƛŎŜǎ ŀǊŜ ōŜŎƻƳŜ ƳƻǊŜ ŀǘǘǊŀŎǘƛǾŜ ƛƴ Ŏƻǎǘ ŀƴŘ ŦŜŀǘǳǊŜǎ όŜƎΦ !ǇǇƭŜΩǎ ƛtƘƻƴŜΣ 
DƻƻƎƭŜΩǎ !ƴŘǊƻƛŘ ǇƭŀǘŦƻǊƳΣ wLaΩǎ .ƭŀŎƪ.ŜǊǊȅύ

ï bŜȄǘ ƎŜƴŜǊŀǘƛƻƴ ƳƻōƛƭŜ ōǊƻǿǎŜǊǎ ǿƛƭƭ ƘŜƭǇ ƎƛǾŜ ŀ ƳƻǊŜ άŀǇǇƭƛŎŀǘƛƻƴ ƭƛƪŜϦ ƭƻƻƪ ŀƴŘ ŦŜŜƭ ǘƻ 
the mobile Web.

Å 5ȅƴŀƳƛŎ [ƻƎƛŎΩǎ ƴƻǊƳŀǘƛǾŜ ŘŀǘŀōŀǎŜΣ aŀǊƪŜǘbƻǊƳǎΣ ǎǳƎƎŜǎǘǎ ǘƘŀǘ ƳƻōƛƭŜ ƛǎ 
two to five times better at driving brand metrics than online, and we expect 

this differential to remain consistent in 2010.

9



5. Look at Me, I'm Over Here
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