MARKETING DEFINITIONS
Marketing. Any form of commercial communication, message, or action that promotes a product or its related brand and is designed to increase sales and consumption of the product or brand.
Brand. Overall marketing identity (vs. product, or specific item offered for sale)
Digital marketing. Any form of marketing that is delivered on a digital device, including computers, smartphones, tablets and other devices connected to the internet
Media platforms. The location or tool where the marketing is delivered. Digital media platforms include:
· Websites
· Mobile apps
· Social media (Instagram, Facebook, Snapchat)
· Video sharing platforms (YouTube, TikTok)
· Gaming sites (Roblox, Minecraft)
· Livestream gaming (Twitch, Facebook Gaming)
· Streaming TV (Hulu, Disney). 
Advertising. Marketing communications that are created and paid for by the advertiser and placed in mass media, including text, image, audio and video ads on third-party websites, social media and streaming services.
Brand marketing. Marketing that promotes a brand, including through brand logos and mentions (versus a specific product) or promotion of other products offered by the same brand.  
Creative strategies/tactics. The creative techniques that marketers use to maximize the power of their marketing messages to affect children, including brand and licensed characters, celebrities and influencers, music and sports, games and gaming, emotional appeals (humor, fun, cool), engagement techniques (e.g., contests, giveaways, crowdsourcing, encouraging likes/sharing), price promotions/coupons, virtual reality, and AI.  
Targeting. How a company chooses the audience to receive its marketing message, including by demographic characteristics, such as age or race and ethnicity (demographic targeting), online behaviors (behavioral targeting), physical location (geo-targeting) or adjacent online content (contextual targeting). 
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FINDING FOOD MARKETING
Where does food marketing to kids happen?
· Traditional media
· TV, radio, print (magazines/newspapers)
· Digital media
· Websites, mobile apps, social media, video sharing platforms, gaming sites, Livestream gaming, streaming TV 
· Community
· In stores and product packaging
· In and around schools
· Other (e.g., billboards, bus stops, on buses/subways, after-school programs)
What does food marketing to kids look like in all locations?
· Traditional ads: video (e.g., TV ads, online video ads) and static (e.g., print ads, banner ads)
· Product placements (brands that are part of the storyline, game or other entertainment)
· Including TV shows, video games, song lyrics
· Brand characters (e.g., Chester Cheeto, M&M guys)
· Licensed characters (e.g., Dora the Explorer, Disney characters)
· Celebrity endorsements
· Music and sports event sponsorships
· Price promotions/special deals
· Engagement appeals (e.g., contest, giveaways)
· “Health halo” messages (e.g., “all natural”, “good source of Vitamin C”, pictures of fruit)
· Partnerships with good causes
· Content marketing (marketing that looks like information)
· Emotional messages (e.g., humor, fun, cool)
· Targeting of demographic groups (e.g., age, neighborhoods)
In digital media?
· Food company-owned content (websites, social media accounts, mobile apps)
· Viral marketing (marketing that users share with each other, including likes)
· Influencer videos
· Livestream content
· Crowdsourcing (e.g., vote for a new flavor)
· Targeting by online behavior and current location


In stores?
· Signs on windows
· Special displays (endcaps, free-standing)
· Shelf placement 
· Front-of-store, check-out aisles, eye-level [middle] shelf, amount of space
In schools?
· Products sold in vending machines and school meals
· School fundraising (e.g., BoxTops for Education)
· Student rewards (e.g., Pizza Hut Book It)
· Sports supplies (e.g., water bottles, scoreboards)
· Educational websites (e.g., CoolMath Games)
· Marketing on websites used in school and through school-issued devices
· School messaging programs/apps
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