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Θεκαηνινγία 

Βαζηθέο έλλνηεο 

Υπνδνκή 

SMS 

Εκπόξην βάζεη ζέζεο 

Mobile coupons / barcodes 

Επαπμεκέλε πξαγκαηηθόηεηα ζην θηλεηό 

6ε αίζζεζε 

Αόξαηε ππνινγηζηηθή (Έμππλα ζπίηηα, ζπζθεπέο θαη 
απηνθίλεηα) 

Mobile apps 
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Κηλεηό ει εκπόξην (mobile commerce) 

Κάζε ζπλαιιαγή ειεθηξνληθνύ εκπνξίνπ πνπ γίλεηαη ζε έλα αζύξκαην 
πεξηβάιινλ 

Απνηειεί κηα θπζηθή επέθηαζε ηωλ ειεθηξνληθώλ ζπλαιιαγώλ θαη κηα 
επθαηξία παξάδνζεο λέωλ ππεξεζηώλ ζε πειάηεο 

Ανάγκη 

•Μόληκε πξόζβαζε ζε πιεξνθνξίεο θαη ππεξεζίεο, αλεμάξηεηα από ηνλ 
ηόπν θαη ην ρξόλν 

Καταλύτες 

•Mobile phones – Smartphones 

•Tablets 

•Netbooks – Laptops 

•Wireless network access 
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Mobile and Wireless  
Technologies Landscape 
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Έλα παξάδεηγκα: Zigbee vs. WiFI 
https://www.youtube.com/watch?v=buV11ZPJ7MQ 



Fields of Mobile Business 



Εμέιημε ηνπ θηλεηνύ Β2C εκπνξίνπ, πώο μεθίλεζε; 

Ibiza 2000, clubbing 

 

Smash Hits 2000, Poptext club 

 

Channel 5 2001, TV contest 

Cadbury’s Txt’nWin, 2001 (4 million SMS) 

 



Πώο θζάζακε εδώ; 

1906 first wireless phone patent 

1973 first mobile call 

1991 GSM - Finland 

1998 a ringtone was sold 

1999 Blackberry mobile email 

2001 3G - Japan 

2007 intro of iPhone (touch device) 

2008 600.000.000 web through mobile access 

2008 introduction of Apple's App Store for the iPhone 
and iPod Touch & Google's Android Market in October 
2008 
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START 

http://en.wikipedia.org/wiki/App_Store_(iOS)
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Source:  Morgan Stanley 
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Mobile Marketing Tools 
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Mobile Marketing Tools 
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MOBILE AUGMENTED REALITY 



Γιατί; 
Απάντηση: Η μόνη Οθόνη που απέμεινε 

  

 Clutter  IMPACT 



Οη ηδηόηεηεο ηνπ θηλεηνύ εκπνξίνπ 

Πέληε ηδηαίηεξα ζεκαληηθέο ηδηόηεηεο: 
Παληαρνύ παξνπζία 

Επθνιία ρξήζεο 

Άκεζε ζύλδεζε 

Εμαηνκίθεπζε 

Εληνπηόηεηα πξνϊόληωλ θαη ππεξεζηώλ 
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Αλαζηαιηηθνί παξάγνληεο ηνπ θηλεηνύ εκπνξίνπ 

Τερληθνί πεξηνξηζκνί 
Γξαθηθά θαη κέγεζνο πιεθηξνινγίνπ 

Αζθάιεηα 

Εύξνο δώλεο 

Καηαλάιωζε ηζρύνο θαη ζέκαηα κεηάδνζεο ζήκαηνο 

Υγεία; 
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Μειέηε Πεξίπηωζεο : “Guess the winner” 

Campaign held by Bmob in 
Shanghai for Tiger Beer in 2002 

Associates brand & 2002 

   World Cup 

Acquisition of subscribers 
throughout the campaign via 
posters & leaflets 



TIGER :) Wanna Play 

Tiger Soccer SMS 

Game? U need a game 

coupon code. Buy a 

TIGER BEER NOW! 

Next game is France v 

Senegal 

Consumers send SMS to the 
number written in the posters 
& receive this answer 

 

Then, they buy a Tiger Beer, 
find a coupon with a code & 
text in the latter 



TIGER :) Cheers Pal! 

Play Guess the Score 

for France v Senegal 

NOW! Send 1 for 

France, 2  for Senegal 

or 3 for DRAW 

Consumers receive 
instructions. 

 

After having sent the  guess, 
consumers receive 
confirmation 

Code 



Confirming Guesses 

“Confirm guess”             “Too late!” 

TIGER :) R U 

sure? France to 

win? Drink more 

TIGER BEER to 

make more 

guesses. GAME 

ON! 

TIGER :( GUESS 

REJECTED. France 

v Senegal  has 

kicked off. Please 

Guess for Ireland v 

Cameroon. 



“You guessed    “You guessed     

      wrong”                 right”               

                                                         

TIGER :( Too Bad. 

Score is  France 0, 

Senegal 1. No win this 

time. Next game is 

Ireland v Cameroon. 

At least U enjoyed Ur 

TIGER BEER! 

TIGER :) There's a 

Tiger in your heart! U 

WON A MINI 

FRIDGE. WILL 

CALL U 

TOMORROW! 

Results Notification 
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Group SMS 



Advertiser Interface 



Advertiser Interface 



Παξάγνληεο πνπ επεξεάδνπλ ηελ 
απνηειεζκαηηθόηεηα ηεο δηαθήκηζεο 
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SMS and intention to purchase 

+ 

+ 

+ 
+ 

+ 

+ 

+ 

- - 



Activities without using a mobile device 
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Activities with mobile device 
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Mobile coupons 

Shoppers Turn to Smartphones and Tablets to Cash In Coupons (emarketer.com) 

http://www.youtube.com/watch?v=6B35x4aFmKk 
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Real world hyperlinks are here to stay 

The Internet will expand from a network of 
computers to a network of everything. 

Internet of things 

It may take some time before we switch to scanning 
objects for information, but this direct relationship 
between an object’s online persona and the consumer 
will ultimately make life easier. 

Run out of razor blades for your shaver? Scan a real 
world hyperlink on your can of shaving cream and 
order more blades. 
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How it works 

In order to read a QR code, consumers first need to be 
able to identify what a QR code is and how it works. 

They then need to download a QR reader app, if they 
do not already have one, in order to read the code. 

Once the code is scanned, however, the potential 
payback for consumers is vast and limited only by 
one’s imagination. 

Whether it’s access to exclusive content, deals, 
promotions or discounts, companies have a number of 
options to reward their consumers for scanning. 
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The Internet of Things (IoT) is a 
computing concept that describes 
a future where everyday physical 
objects will be connected to the 
Internet and will be able to 
identify themselves to other 
devices. 

The term is closely identified 
with RFID as the method of 
communication, although it could 
also include other sensor 
technologies, other wireless 
technologies, QR codes, etc. 
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http://vimeo.com/51878487 



Augmented Reality 

Augmented Reality:  
projection of information to the user for an item of interest which is 
captured via the PC’s camera 
oExample: http://www.youtube.com/watch?v=NK59Beq0Sew 

 

Mobile Augmented Reality: 
projection of information to the user for an item of interest which is 
captured via the mobile phone’s camera 
oExample: http://www.youtube.com/watch?v=R6c1STmvNJc&feature=related 
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Augmented Reality 

Mobile AR requires 5 key features: 
•Camera 

•GPS 

•Broadband Connectivity 

•Tilt sensors (accelerometer) 

•Digital Compass 
 

Drivers 

•The launch of iPhone, Android, etc. 

•The development of Location Based Services 

•Mobile Internet Adoption is increasing 

•Technological Advances – networks 

•Data charges are being reduced 
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Mobile augmented reality 

Layar Browser Augmented Reality Browser 

select multiple layers of content to place into 
your Augmented Reality Browser allowing you 
to automatically find detailed content based off 
what your pointing your phone at. 

If you find what you need, you can click to get 
more information on almost anything. 
http://www.youtube.com/watch?v=b64_16K2e08&feature=player_detailpage 
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Επαπμεκέλε πξαγκαηηθόηεηα ζηελ θαζεκεξηλόηεηα 

http://www.youtube.com/watch?feature=player_em
bedded&v=-24ySXEMq1U 

 

https://www.youtube.com/watch?feature=player_em
bedded&v=gVulEbDd59I 
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Mobile Payments – Types  
(based on Payment Mode) 

Near Field Communication (NFC)-Based Payments 
1.Involve a mobile phone with  
an embedded chip -which acts  
as the mode of payment 

2.Contactless communication  
between two devices over a  
range of 10 cm 

3.The handset act as a smart contact credit/debit card, which can be read by any smart 
card reader and NFC device 
Example: 

http://www.youtube.com/watch?v=of2GBIqP9eA 
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Pervasive computing 

Not virtual reality 

Integrated into everyday life 

https://www.youtube.com/watch?v=l_nacxK2U1M 
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Ubiquitous computing 

Nano devices and microchips 

Always active (ζπλερήο πξόζβαζε ζε πιεξνθ.) 

Ubiquitous connectivity 

Make life simpler and easier for consumers 

Mobile commerce’s next step 
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Smart homes 

Smart cars 
https://www.onstar.com/web/portal/emergencyexplore?tab=1&g
=1 

Internet of things 
RFID 
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6th Sense 

 

http://www.ted.com/talks/pranav_mistry_the_thrill
ing_potential_of_sixthsense_technology.html 

 

or http://www.youtube.com/watch?v=YrtANPtnhyg 

More info: 
http://www.pranavmistry.com/projects/sixthsense/ 
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Global Positioning System (GPS) 
24 satelites 

12.700 miles over sea surface 

tringulation 

43 



GIS 

GPS into digital maps 
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App vs. Website? 
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Mobile apps 

A mobile app is a computer program designed to run on 
smartphones, tablet computers and other mobile devices. 

Apps are usually available through application distribution 
platforms, which began appearing in 2008 

Apple App Store, Google Play, Windows Phone Store, and 
BlackBerry App World. 

Some apps are free, while others must be bought. 

For apps with a price, generally a percentage, 20-30%, 
goes to the distribution provider (such as iTunes), and the 
rest goes to the producer of the app 
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Τάσεις για την αγορά 

Η δαπάνη ηων καηαναλωηών για εθαπμογέρ apps ξεπέπαζε ηα 6 διζ εςπώ ηο 
2013 ζηην ΕΕ. 

Οι εκηιμήζειρ για ηο μέλλον είναι θεηικέρ για ηο μέγεθορ ηηρ αγοπάρ καθώρ ζηα 
επόμενα 4 σπόνια ηο ποζό αςηό αναμένεηαι να εκηινασθεί πεπί ηα 19 διζ. 

Forbes: In 2014, app downloads are expected to top 179 billion. By 2017, this 
is going to rise to over almost 270 billion. 

451 Research: «the average Android user downloads 4.1 apps per month, with 
3.4 average free apps downloaded. For iOS, 451 Research said that the average 
iOS user downloads 6.2 apps per month, with an average of 4.3 free apps every 
month.» 

Total number of apps in store: 905,000 (iPhone)  850,000 (Android) 
130,000 (Blackberry) 220,000 (Windows) 

http://blogs-images.forbes.com/niallmccarthy/files/2014/10/Giant-social-
apps_Forbes.jpg 

Όπωρ γίνεηαι καηανοηηό, παπάλληλα με ηην αύξηζη ηηρ πίηαρ ζηην εν λόγω 
αγοπά, καηαγπάθεηαι και αύξηζη ζηην εμθάνιζη εηαιπειών startup, με 
ππωηοθανείρ πςθμούρ. 
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App pros and cons 

•Very interactive 
•Complex delivery 
•Expensive development 
•Frequent use 
•Rapid content switching 
•Design consistency 

48 

Easy Hard Apps Implementation: 



Έλα παξάδεηγκα 

https://www.youtube.com/watch?v=X7RUYqzrFSg 
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Mobile-Website 
Advantages 
•Search Engine Optimization 
•One-time use 
•Content is key 
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Easy Hard Web Implementation: 
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Measuring Mobile 
Marketing 
•Mobile Interaction 
           (page views, downloads) 
 
•Mobile Conversions 
            (purchase, key actions ) 
 
•Buzz / Branding 
             (PR, social media) 


