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Content that can 

be traced back to 

an individual…or 

an organization. 



A 2010 survey from AVG, an online security company, found that 81% of kids under 
the age of 2 have some kind of “digital footprint” online, usually in the form of e-

mail accounts, social networking pages and photos posted on the Web. 



Increasing: 

–  Reach  

–  Adoption 

– Engagement 

– Feedback 

– Retention 

– Sharing 

Building: 

– Community 
(exclusives) 

– Credibility 

– Trust 

– Transparency 

– Establishing a 
Positive Digital 
Footprint 

 



• Free 

• “Viral” 

• Quick  (organic 
campaigns take time) 

• A stand alone effort 

• A substitute for a solid 
game 

 

 

 



Beyond Facebook & Twitter 
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