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Brian Hennigan ɔɧȢȠɱɵɖɉȪɱ 

Head of Sales Development  

Asia Pacific and Japan   
 
.Ǌƛŀƴ IŜƴƴƛƎŀƴ ŀǊǊƛǾŜŘ ƛƴ WŀǇŀƴ ƛƴ aŀǊŎƘ нлмм ǘƻ ōǳƛƭŘ DƻƻƎƭŜΩǎ {ŀƭŜǎ 5ŜǾŜƭƻǇƳŜƴǘ ƻǊƎŀƴƛȊŀǘƛƻƴ ŦƻǊ ǘƘŜ 
Asia Pacific and Japan region.   
Iƛǎ ǊŜǎǇƻƴǎƛōƛƭƛǘƛŜǎ ƛƴŎƭǳŘŜ ŜƭŜǾŀǘƛƴƎ ǘƘŜ ƪƴƻǿƭŜŘƎŜ ŀƴŘ ŜȄǇŜǊǘƛǎŜ ƻŦ DƻƻƎƭŜΩǎ ŘƛǎǇƭŀȅ ŀŘǾŜǊǘƛǎƛƴƎ 
platforms, creating programmatic opportunities for brands to better engage with their users and integrate 
with YouTube and providing thought leadership on the future of video marketing. 
His previous 3 years were spent with Google in London overseeing advertiser solutions and programs 
ŀŎǊƻǎǎ 9a9!Σ ǿƘƛƭŜ ƘŜƭǇƛƴƎ ǘƻ ŜȄǘŜƴŘ ¸ƻǳ¢ǳōŜΩǎ ŦƻƻǘǇǊƛƴǘ ƛƴ ƴŜǿ ƳŀǊƪŜǘǎΦ   
Prior to joining Google Mr. Hennigan spent the majority of his career at Razorfish, in both the US and UK, 
leading national, regional and global accounts across several verticals. 
When not at work, Brian and his wife spend their time chasing after their energetic 2 yr old daughter. 
 

ɔɧȢȠɱ ɖɉȪɱǶƲ șדȈǦAPAC ȹɶɩȷɅɗɫɁɕɟɱɆȿɶɞș ǨʣǙȒ
ǦȈǲ2011 ₴3 ȏȑ ȮɶȮɩ ǵ ˬȨɓȡȷǲ ǪǭǔȅǞǦƳ 
ɑɅȨɜɶȯɄȡɱȮǵ֯ ș̟ǏȒǚǯǮƲYouTube șǶǟȈǯǠȒȮɶȮɩǵɅȡȷɕר
ɪȢⅎףɕɧɁɆɓȧɶɞșɔɧɱɅȡɱȮǲ ǞǭǋǖǚǯșⅎǙǭ ǖǚǯǓƲẎǔǱɝ
ɁȵɥɱǮǠƳ 

ǲ ᷀ǠȒѼǶƲȮɶȮɩǵ ɫɱɇɱȨɓȡȷǲǭƲɦɶɫɁɏȦɨȠǵⅎףʺׄǘȻɨ
ɣɶȵɥɱ ǯ YouTube ǵ ֗ș ►ǞǭǋȅǞǦƳ 
ȅǦƲȮɶȮɩǲ᷀ ǠȒ̊ѼǶƲ ᶮǯ ᶮǵRazorfish  ǲǭƲȮɫɶɎɩȠȩȤɱɆȉד
ȈǦ ẉǖǵ̔ ș ►ǞǭǋȅǞǦƳ 
˿˗ș ȓȒǯƲ2 ǲǱȒỦǵʫ ǲẎꜗǞǮǠƳ 



Jay Samit ȶȥȢɵȳɝɁɆ 

CEO, SocialVibe 
 

Jay Samit is CEO of SocialVibeΣ ǘƘŜ LƴǘŜǊƴŜǘΩǎ ƭŀǊƎŜǎǘ ŜƴƎŀƎŜƳŜƴǘ ŀŘǾŜǊǘƛǎƛƴƎ ǇƭŀǘŦƻǊƳΦ   
A 25-year digital media veteran, Samit has held senior management positions at Sony, EMI, and Universal 
Studios with the responsibility for the development of new digital media businesses.   
Samit pioneered social media in the 1990s by developing one of the first million-member online communities 
for college students.   
Prior to joining corporate America, Samit founded Jasmine Multimedia Publishing, creating more than 300 
software titles, and developing key advances in music and video technologies for Microsoft, Apple, Intel, and 
IBM.  
Committed to giving back to the community, Samit ǿŀǎ ƛƴǾƛǘŜŘ ōȅ tǊŜǎƛŘŜƴǘ /ƭƛƴǘƻƴ ǘƻ ƭŜŀŘ ǘƘŜ ²ƘƛǘŜ IƻǳǎŜΩǎ 
LƴƛǘƛŀǘƛǾŜ ŦƻǊ 9ŘǳŎŀǘƛƻƴ ϧ ¢ŜŎƘƴƻƭƻƎȅΣ ŀƴŘ ǎǇŜŀǊƘŜŀŘŜŘ ǘƘŜ ŜŦŦƻǊǘ ǘƻ ŎǊŜŀǘŜ LƴǘŜǊƴŜǘ ŀŎŎŜǎǎ ŦƻǊ !ƳŜǊƛŎŀΩǎ 
schools. {ŀƳƛǘΨǎ other charity work ranges from the first Internet Charity Auction to Tsunami Aid (with NBC) and 
the Concert for Hurricane Relief (with MTV). 
 

ȶȥȢɵȳɝɁɆǶƲȢɱȽɶɋɁɆǵ ẎǵȦɱȰɶȶɟɱɆⅎףɕɧɁɆɓȧɶɞǮǉȒȻɶȵ
ɡɩɎȢɔǵCEOǮǠƳ 
ɅȶȽɩɟɅȡȠǵ ʦǞǭ ₴ǵɗɄɧɱǮǉȒȳɝɁɆ ǶƲȻɉɶȋEMIƲɤɉɎɶȳɩȷ
ȽȶȨǱǰǮƲɅȶȽɩɟɅȡȠɑȶɋȷ˗ ǲ ȖǪǭǔȅǞǦƳ 

₴̈ǲẎἶ ׄǘǵ ʠ˲ǵ̝ᴣș ǠȒȨɱɧȢɱȱɝɣɉɄȡș ǞǦȻɶȵɡɩɟɅȡ
Ƞѝ ǵɏȢȨɉȠǮȉǉȑȅǠƳ 
̊ѼǶƲȶɡȷɝɱɵɜɩȿɟɅȡȠї șҍ ǞƲ ̊ʣǵȻɓɆȤȥȠǵ ȋƲ ȋɑ
ɅȨǲ ǠȒȫɶǯǱȒ șɜȢȭɫȻɓɆȋȠɁɕɩƲȢɱɄɩƲIBMǲᾍǞǭ ǞȅǞǦƳ 
̝ǿǵ ǯǞǭƲȳɝɁɆ ǶƲȭɨɱɆɱϷẎ ǲ ♅ǜȓƲəɭȢɆɍȤȷǵ ǯ

ѝ ǵȢɉȵȠɄȡɔșɨɶɇǞƲȠɟɨȩǵἶ ǒȐǵȢɱȽɶɋɁɆȠȭȹȷș ǞȅǞǦƳ 
Ǥǵ̀ǵȿɡɨɄȡ˗ ǯǞǭǶƲ ѧǵȢɱȽɶɋɁɆɵȿɡɨɄȡɵȨɶȭȵɥɱȋNBCǯ Ǫ
ǦɂɈɝɵȦȢɇƲǤǞǭƲMTV ǯ ǪǦɍɨȯɶɱ ὡⱥ ȱɱȳɶɆǱǰǓǉȑȅǠƳ 

http://www.socialvibe.com/


′  ֶ 

Creative Director, Founder / PARTY 
 

ˬ ȅȓƲȳɱɓɧɱȵȷȱ ǨƳ 
ꜘẎἶ̯ ◑ ὙǲǭƼɒȽȲɧȷȢɁ ȿƽǱǰǵѰ̸ǲ ȖȑƲӰ ♥CMɕɧɱɈɶǯǞǭ

ӵḸḫǲЊ Ƴ 
2005 ₴BBH Japan ǵ ǨʣǙǲ֓қǞƲ2007 ₴ȏȑȠɞȷɄɩȾɞǵ180 ƲǤǵ♥BBH New YorkƲ
Wieden & Kennedy New YorkǵCDș ̑Ƴ 
AdidasƲAxeƲGoogle ǯǋǪǦɔɧɱɇǵȮɫɶɎɩȫɡɱɘɶɱș ǓǘǫǫƲΉ˲ǮǵѰ̸ Ҳȉ  
Ҙ  ǲ  Ǫ ǭ ǋ Ȓ ƳƼ R a i n b o w i n y o u r h a n d ƽ ǯ ǋ Ǫ Ǧ ɔ Ɂ ȭ Ʌ ȴ Ȣ ɱ Ʋ S O U R 

Ƽ Ƶǵ ƽƼ Ǟ ƽɝɣɶȶɁȭɑɅȨǵɅȡɪȭȵɥɱǱǰǤǵ ҲǶẉΉǲ ȒƳ 
ɫɱɇɱǵɕɫȾȭȵɥɱSTINKǲƲɓȡɩɞɅȡɪȭȽɶǯǞǭȉ ιƳ 
ʺǱ֞ ǲƲ ӓ⅍ɟɅȡȠ ȦɱȽɶɄȢɟɱɆ Ϯ ƲAdFest Design & Cyber Ȯɧɱɕ
ɨƲȠɊȵɶᶮ ȠɉɟɶȵɥɱɓȥȷɄȡɎɩɝɣɶȶɁȭɑɅȨ ȮɧɱɕɨƲNY ADC GoldƲ
One Show Design Best of ShowƲ Ƴ 
  

Masashi Kawamura Creative Director, Founder / PARTY 
Masashi started his career as a programmer, but was soon lured into the world of design when he became a 
member of Masahiko Sato Laboratory in Tokyo. There he worked on variety of projects such as the 3D book 
Ψ!ǊōƛǘǊŀǊȅ tƻƛƴǘ tΩ ŀƴŘ ǘƘŜ ¢± ǎƘƻǿ ΨPythagora {ǿƛǘŎƘΩΣ ǿƘƛŎƘ ƛǎ ǎǘƛƭƭ ƻƴŜ ƻŦ ǘƘŜ Ƴƻǎǘ ǇƻǇǳƭŀǊ ƪƛŘΩǎ ¢± ǇǊƻƎǊŀƳ ƛƴ 
Japan after 8 years. 
From there, he went to work for advertising agencies Hakuhodo, BBH Japan, 180 Amsterdam, BBH NY, and Wieden 
Ҍ YŜƴƴŜŘȅ b¸Σ ǿƘŜǊŜ ƘŜ ǿƻǊƪŜŘ ŀǎ /ǊŜŀǘƛǾŜ 5ƛǊŜŎǘƻǊ ƻƴ Ǝƭƻōŀƭ ōǊŀƴŘǎ ǎǳŎƘ ŀǎ bƛǎǎŀƴΣ tƭŀȅ{ǘŀǘƛƻƴΣ [ŜǾƛΩǎΣ !·9Σ 
Adidas, Google, and Nike. 
Outside of advertising, Masashi continues to explore the world of design, working on music videos, product design, 
and art installations among other endeavors. He is also represented by Stink as a film director. 



ɟɅȡȠ ǵ1/3 Ƕ 
ȢɱȽɶɋɁɆ 
мκо ƻŦ ŎƻƴǎǳƳŜǊǎΩ ƳŜŘƛŀ ŎƻƴǎǳƳǇǘƛƻƴ  
is internet 
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ɧȶȨ 
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ₑȢɱȽɶɋɁɆ 

їЖ ӵḸḫDYɟɅȡȠɏɶɆɈɶȸ ɟɅȡȠ ṑ 7ᶥɟɅȡȠὑ  2011.02  



₴῁ǵ 50 ǵ ǶƲ
ȢɱȽɶɋɁɆ 
Youth spend 50+% of their 
media consumption for internet  

Ʉɪɑ 

ɧȶȨ 

 
 

ȢɱȽɶɋɁɆ 
10 ̈ 20 ̈ 30 ̈ 40 ̈ 50 ̈ 60 ̈ 

їЖ ӵḸḫDYɟɅȡȠɏɶɆɈɶȸ ɟɅȡȠ ṑ 7ᶥɟɅȡȠὑ  2011.02  



Youtube ǵɤɶȴɶǓ 
3,000 ʠ˲ș ǏȒ 
Youtube exceed 30M users.  
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Yahoo! GyaO! 

їЖ Nielsen/NetView  ὤ↨ǯ ḹǵPCǒȐǵȠȭȹȷ 

Yahoo! GyaO! Ƕ2010 ₴10 ȅǮǶGyaOǵΙ 



ȷɜɶɆɓȧɱǒȐǵѫ ȉ 
ɆɁɕȭɧȷ 
Online video is one of the top sites 
where  Smart phone users access. 

 

їЖ Nielsen Smartphone Media Insight Report 2011  



ɫɁɄƼEhsěrƽ  

ȾɱȷȱɱɄȷɆ 

ɤɉȭɫ    

UNIQLOMIXER  

ɇȱɠ  

Ƽ ǵ ƽ   



ȦɑȠɱƼɫɶɧɶɗɶɑɶȸƽ 

9Ǿƛŀƴ άwƻƭƭŜǊ .ŀōƛŜǎέ   

http://www.youtube.com/watch?v=pcW1iZaxBRI




USǮȉẎǔǱ ǲ 

άwƻƭƭŜǊ .ŀōƛŜǎέŎǊŜŀǘŜǎ big buzz in USA   

їЖ ȨɱɧȢɱҲ ⅎף ɪɛɶɆ ̗ ƲVisible Measure  

US  TOP5 2011 ʝᶤӭ ) 
 

1̬ The Force  
    ɓȧɩȭȷɭɶȰɱ 
 

2̬ House Sitting  
    ɇɨɆȷ 
 

3̬ Chrysler Eminem  
    ȭɧȢȷɧɶ 
 

4̬ Ozzy  / Bieber     
    ɗȷɆɎȢ 
 

5̬ Evian Roller Babies  
    ȦɑȠɱ 
 

http://blogs.itmedia.co.jp/.shared/image.html?/photos/uncategorized/2011/06/23/top5.png
http://blogs.itmedia.co.jp/.shared/image.html?/photos/uncategorized/2011/06/23/photo.png


 
Ƽ2011 ₴ǶƲҲ Ϸ₴ ƽ 

 
2011 is the year of Video! 

 



ȨɱɧȢɱɑɅȨǵ  
Challenges  

-  ɔɧɱɇɵȹȢɓɄȡ  
 Brand Safety 

 
-  ȻɶȵɡɩɜɶȯɄȡɱȮ  

 Social Marketing 

 
-  ɔɧɱɇǯ ǯǵȦɱȰɶȶɟɱɆ  

   Engagement 

 
-  ͔ ǯҧ ὑ  

   Metrics and Ad effectiveness 



Presentation from Brian Hennigan (Google) 



 

STORYTELLING 



Sight, Sound, Motion 









Why is online video 
critical? 

ÅONE  LǘΩǎ ƳŀǎǎƛǾŜ 

ÅTWO  It engages new audiences 

ÅTHREE LǘΩǎ ǎƻŎƛŀƭ 

ÅFOUR  It gives viewers choice 



Online video is 
massive 









Online video engages new audiences 



33 Million streams 

189 countries 

Not just another day at the Opera House... 





Online video is social 





The original ñSingle Ladiesò video has inspired an 

audience all over the world. 

Over 466,000 videos on YouTube 



Online video offers choice 
 

{ƘƻǳƭŘƴΩǘ ŀŘǎ Řƻ ǘƘŜ ǎŀƳŜΚ 





Why is online video 
critical? 

ÅLǘΩǎ ƳŀǎǎƛǾŜ - gives you scale 

ÅIt engages new audiences - beyond TV 

ÅLǘΩǎ ǎƻŎƛŀƭ - and spreads your message 

ÅIt gives viewers choice - and delivers 
engagement 





Presentation from Jay Samit (SocialVibe) 



engagement marketing 
ȦɱȰɶȶɟ ɱɆɜɶȯɄȡɱȮ 

 ҧ ǱɅȶȽɩɔɧɱɇⅎף 



39 

ǱȢɱɕɪɁȵɥɱ 

ǵ ș ȈǦǯǶ ǏȅǢȚ 

0.1% ǵȭɨɁȭ ǮǶƲ 

̲ӦϤȉǵ 


