Digital Marketing: Strategy & Tactics
Chapter 12: Emerging Channels and Opportunities
MULTIPLE CHOICE
1. The term QR code stands for:
	a.
	Quality Reply

	b.
	Quick Response

	c.
	Nothing, it’s just a label.

	d.
	Quiz Rater


ANS:	B
Notes:	A 2-D bar code invented in Japan in the 90s, useful because even phones can access. Use was fading, but has been brought back by messaging and payment apps like Wechat, Snap, and Venmo among others.
2. Location based services (LBS) use what to know where a cell phone user is?
	a.
	GPS—Global Positioning System

	b.
	Cell phone tower triangulation

	c.
	Check-ins

	d.
	Detectives


ANS:	B
Notes:	Using the delays in response times from pings between different towers allows trigonometry to pinpoint a user.
3. Geofencing is:
	a.
	Ecofriendly fences for cattle ranches

	b.
	Special fences that transmit location of things

	c.
	Using location as a targeting criteria around a location or address

	d.
	A way to keep people away from places in Google Maps


ANS:	C
Notes:	Geofencing allows marketers to advertise based on location, e.g., a driving radius around a retail store.
4. Video games are played by:
	a.
	Teenage boys in their parents’ basements

	b.
	Millennials

	c.
	Older people

	d.
	Everyone


ANS:	D
Notes:	Video games are now a universal media, from Wii consoles in old-age homes to kids playing on iPads. There are games for everyone.
5. E-sports are:
	a.
	Any sport played in a video game

	b.
	Real sports like football when streamed live on the Internet

	c.
	Any game tournament

	d.
	Watching others play video games professionally


ANS:	D
Notes:	E-sports includes leagues, professional players, and media rights just like regular sports; online networks like Twitch support the biggest stars. Marketers seek endorsements and product placements just like regular athletes.
6. Mobile games are booming because:
	a.
	Games are often free, supported by ads or in-game purchases.

	b.
	Almost everyone has a smartphone and some downtime.

	c.
	It’s easy to find games to download in the app store.

	d.
	All of the above


ANS:	D
Notes:	All of these things are true making games easily accessible, affordable, and easy to find.
7. Beacons allow stores to know your location _________________.
	a.
	wherever you are, like a tracking device.

	b.
	while in a store enabled with the technology, for greater precision.

	c.
	in the neighborhood or shopping area of the store.

	d.
	for a limited time.


ANS:	B
Notes:	Beacons allow greater precision than allowed by LBS using cell towers, so stores can know which floor, and even which aisle a shopper might be in, and show specials and maps and other information.
8. Brands can use augmented reality games like Pokémon to:
	a.
	Show billboards

	b.
	Support customers

	c.
	Use unique location-based content to drive foot traffic

	d.
	Advertise


ANS:	C
Notes:	Pokémon showed that brands like McDonald’s and Starbucks could drive foot traffic to stores by featuring unique in-game content.
9. Viewability in video game advertising means:
	a.
	The ad is shown in the gaming environment.

	b.
	The ad is shown before or after the game.

	c.
	The ad can be seen from the point of view of the player in the game.

	d.
	The ad gets clicked on or engaged with.


ANS:	C
Notes:	To be viewable, the ad needs to be viewable from the point of view of the player or character in the game. This is usually a 45-degree angle or shallower in an environment in order to count for billing.
10. A simulated digital environment that you can see and interact with is called _________________.
	a.
	augmented reality.

	b.
	mixed reality.

	c.
	virtual reality.

	d.
	unreality.


ANS:	C
Notes:	Interaction is often through goggles; the movie Ready Player One shows a vision of virtual reality.
11. Overlaying valuable digital information over the real world is _________________.
	a.
	augmented reality.

	b.
	mixed reality.

	c.
	virtual reality.

	d.
	unreality.


ANS:	A
Notes:	Augmented reality adds digital information like location, translations, etc., but without impacting or sharing with others.
12. Layering digital information over the real world that can persist and be interacted with collaboratively by others is _________________.
	a.
	augmented reality.

	b.
	mixed reality.

	c.
	virtual reality.

	d.
	unreality.


ANS:	B
Notes:	Mixed reality allows collaborative digital layers to exist on top of the real world, like a shared workspace.
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