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Today’s session

• Virtual Currency
– Your input what does it mean?

• The Internet of Everything
– Your input what does it mean?

• Wearable technology
– Your input what does it mean?

• Some thoughts on the assignment



Virtual Currency



Definition

“Virtual currency is a digital representation of value that can be digitally 
traded and functions as:
(1) a medium of exchange; and/or 
(2) a unit of account; and/or 
(3) a store of value, 
but does not have legal tender status which is the coin and paper 
money of a country that is designated as its legal tender; circulates; It is 
distinct from e-money, which is a digital representation of regular 
currency used to electronically transfer value. E-money is a digital 
transfer mechanism for real currency—i.e., it
electronically transfers value that has legal tender status.”
(The Financial Action Task Force (FATF), 2013)



Virtual Currency

• Digital vs virtual often used interchangeably  but are 
different – when does one become the other?

• Still at a somewhat experimental stage
• Subject to huge and unknown fluctuations in value

– e.g. Currently over valued exchange rate e.g. 1 
Bitcoin = S$ 1475!

• Arguably increasingly cashless society so all currencies 
can be digital

• Bitcoin is the largest but approx. 200 other or potentials 
virtual currencies in circulation or in development
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Perspective

“Today, the size of all VC  (Virtual Currency) schemes, in aggregate as 
well as relative to conventional payment services, is difficult to gauge 
due to the uncertain reliability of the data sources. It is also unknown 
how many VC transactions are carried out, not as a normal payment 
but for a currency exchange between VC and FC. However, even if 
interpreted very generously, the number of Bitcoin transactions, which 
accounts for the vast majority of VC transactions, has never exceeded 
100 000 per day across the globe, compared to approximately 295 
million conventional payment and terminal transactions (i.e. credit 
transfers, direct debits, e-money transfers, cheques, etc.) per day in 
Europe alone”
(European Banking Authority, 2014)



• What is Bitcoin?



Other areas of 
virtual currency

• Second life
• In app or in game currency
• Purchasing meta products 

through virtual currency



Activity one

• Discuss virtual currency in groups
– What is the impact of this on digital marketing 

activity? You can use the marketing mix to 
help consider this

• Based on your discussion complete part 
one of the form

• 10 minutes



The Internet of Everything



Definitions

“Most of us think about being connected in 
terms of computers, tablets and 
smartphones. Internet of Things (IoT) 
describes a world where just about anything 
can be connected and communicate in an 
intelligent fashion. In other words, with the 
Internet of Things, the physical world is 
becoming one big information system.”
(Corey Johnson, 2014, Technopedia)





Example: Smart house

“According to new research by Strategy 
Analytics, a global forecasting firm, one 
in nine UK homes with have at least 
one smart system before 2015. Which 
is set to rise further, to one in four 
within five years”

(Amy Moseley, 2014: YourIT Works)



Specific companies:

Samsung:
“Through the app, users can add and 
manage all compatible devices and 
appliances that are connected to the 
wireless home network. Once a device 
has been added to the Smart Home app, it 
can be set up with just a few steps using 
the app’s intuitive, easy-to-navigate user 
interface.” 
See more at: 
http://global.samsungtomorrow.com/?p=35496#sthash.58dQc
JLA.dpuf

“2014 LG smart appliance owners will be able to control 
all their compatible appliances using HomeChat on a 
single device, for a level of convenience never 
experienced before. Simply texting “I’m going on 
vacation” in HomeChat will result in the automatic 
response, “Should I convert to vacation mode?” which 
when replied in the affirmative, will turn on the 
refrigerator’s power-saving mode, set the robotic 
vacuum cleaner to sweep the floor at 09:00 every day 
and set the washing machine to run a wash cycle on the 
day before your return”



Intelligent cars

• Intelligent Cars Could 
Boost motorway Capacity 
by 273%

• Fear amongst consumers 
and industry

• Technology available 
already

• What are the legalities if 
something goes wrong?

Source: (Acker , 2012)



Industry disruption
“Technology and telecoms firms 
could be the big winners in a 
connected car market that may be 
worth $50bn over the next 
decade, luring investors away 
from traditional automakers”
(Gulf Times/Reuters, 2014)

Issues – stopped by police for 
going too slowly

First test drives



An explanation

The Internet of Things: Dr. John Barrett at 
TEDxCIT, 2012



• But there issues, we’re not quite there yet
• Many different companies are wanting to 

work in this space, but aren’t necessarily 
using the same tools/language/systems to 
do so



Activity two

• Discuss the internet of things in groups
– What is the impact of this on digital marketing 

activity? You can use the marketing mix to 
help consider this

• Based on your discussion complete part 
two of the form

• 10 minutes



Wearable Technology



Some definitions

“It’s anything you can wear that enables you to measure your activity, 
so that you can understand yourself better”
(MediaCom’s Asia-Pacific head of mobile Andy Newton, 2014)

Wearable technology (also called wearable gadgets) is a category of 
technology devices that can be worn by a consumer and often include 
tracking information related to health and fitness. Other wearable 
techgadgets include devices that have small motion sensors to take 
photos and sync with your mobile devices.



(Source: The Independent 19th July, 2013)



• A recent study has found that fewer than 
20 million wearable technology products 
have been shipped this year globally. 

• But the market could be more than five 
times as big by the end of the decade 
(BBC)

• Issues: Privacy and mainstream 
movement to wearables



Game changers?
• Google Glass

• Easy-to-take hands-free photos
• Head-tracking navigation
• Conversation starter
• expensive
• Battery life is very poor
• 5MP photos need good lighting
• Limited number of apps
• WENT OFF_SALE 19 Jan 2015
• But watch out Google Glass 2 

• Apple Watch
– likely to make wearables 

mainstream
– Apple's first wearable gadget 

beams messages, Facebook 
updates and simplified apps to 
our wrists, eliminating the all-too-
common need to take out our 
devices to constantly check 
notifications.

– Released Spring 2015



Smart clothes
“We forget that we 
constantly wear a textile on 
our body. If we use that 
assumption that a consumer 
is covered everyday, we 
have a fantastic surface 
where we can embed a lot 
of functionality.”
(Sabine Seymour, founder of 
Moondial, an agency that develops 
and consults on wearables, 2013)

• change colour,
• regulate our 

temperature
• charge the gadgets 

we carry 
• don’t need to be 

washed. 



An example



Activity three

• Discuss ‘wearables’in groups
• Based on your discussion complete part 

three of the form
• 10 minutes



Activity four

• Turn over the form
• Based on the three discussions 

you’ve had, identify which of 
these you feel has the greatest 
impact on the future of marketing 
activity and why?



Summary of session

• We’ve looked at new and emerging trends: 
• Virtual currency
• Wearable technology
• The internet of things
• Important to consider and be critical about the 

likely impact these will have on marketing and 
business


