
CDC 2.0:
Increasing the Impact of CDC’s Science

Janice R. Nall
July 17, 2008

Janice R. Nall
July 17, 2008





Internet UsersInternet Users

• Currently, three-fourths of adults 
use the internet on at least an 
occasional basis; 
• Of these users, nine out of ten 

have an internet connection at 
home. 

• Among adults with a home 
internet connection, about three- 
fourths have a high-speed 
connection 
• Only one in four still using dial-up.

• 188 million Americans went 
online in 2007. 
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Online Health SeekersOnline Health Seekers
• 66% of health seekers began their last 

online health inquiry at a search 
engine; 

• 27% began at a health-related Web 
Site. 

• 72% visited two or more sites during 
their last health information session. 

• 53% of health seekers report that their 
most recent health information session 
had some kind of impact on how they 
take care of themselves or care for 
someone else 
• The impact was most deeply felt by 

internet users who had received a 
serious diagnosis or experienced a 
health crisis in the past year. 
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Online Health SeekersOnline Health Seekers

• 15% of health seekers say they 
“always” check the source and 
date of the health information 
they find online 

• 75% of health seekers say they 
check the source and date “only 
sometimes,” “hardly ever,” or 
“never,” 
• This translates to about 85 million 

Americans gathering health 
advice online without consistently 
examining the quality indicators of 
the information they find. 
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Feelings towards online health informationFeelings towards online health information

•3 out of 4 say they felt reassured that they 
could make appropriate health decisions.

•More than half say the online health 
information they found on their last search 
made them feel confident, relieved, 
comforted or eager to share.

•One in four felt overwhelmed. 

•1 in 5 found they were frustrated or 
confused by a lack of information or an 
inability to find what they were looking for 
online

•1 out of 10 said they were frightened by 
the serious or graphic nature of the 
information they found online. 



Web 2.0Web 2.0

http://www.flickr.com/photos/thevoyagers/398768220/

Presenter
Presentation Notes
For escape from diab trailer – after page loads, select “trailer” box and then “turn tv on”; for a shortcut but not a pretty version: http://www.youtube.com/watch?v=pbGHJYSaoXM;  for Northern Illinois – first 1 – 2 mins is all you need to show; “Check Tonight” – is coverage for local media station



Question 1Question 1

How many U. S. adults use the 
internet at least occasionally 
from any location (work, home, 
other)?
A)40%
B)62%
C)71%
D)82%
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Question 2Question 2

What percentage of online 
consumers are exposed to 
media created by other 
consumers that could influence 
their use of drugs and other 
medical products/services?
A)12%
B)20%
C)36%
D)51%
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Question 3Question 3

How many U. S. young adults 
(18 – 29 years) send and 
receive text messages on 
their mobile phones?
A)25%
B)36%
C)51%
D)65%
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Question 4Question 4

How many U. S. adults own a 
mobile phone?
A)50%
B)65%
C)85%
D)92%
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Question 5Question 5

How many U. S. adults own a 
land line/home phone?
A)65%
B)71%
C)85%
D)92%
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Question 6Question 6

How many eCards were sent 
in December, 2006?
A)4 million
B)16 million 
C)33 million
D)45 million
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Source: Media Matrix, 2007 



1. Research-based – Decisions about CDC.gov (architecture, 
navigation, terminology, graphical interface, etc.) will be based 
on data, not opinions. 

2. User-centered – CDC.gov will be based on users’ needs and 
wants, developed with continuous user input, and tested with 
users. 

3. Performance-driven – Success will be measured in quantitative 
and qualitative improvements in user performance and user 
satisfaction. 

4. Collaboration-rich – CDC.gov must be developed with and 
supported by CDC’s Web community.  

1. Research-based – Decisions about CDC.gov (architecture, 
navigation, terminology, graphical interface, etc.) will be based 
on data, not opinions.

2. User-centered – CDC.gov will be based on users’ needs and 
wants, developed with continuous user input, and tested with 
users.

3. Performance-driven – Success will be measured in quantitative 
and qualitative improvements in user performance and user 
satisfaction.

4. Collaboration-rich – CDC.gov must be developed with and 
supported by CDC’s Web community.  

Four Guiding Principles: CDC.gov 
(and other eHealth products/services) will be…



CDC eHealth EffortsCDC eHealth Efforts

• Mobile Applications
• Social Networks
• Blogs
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• eGames
• Virtual Worlds
• Podcasts/RSS
• User Generated Content
• Social Bookmarking
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• Image Sharing Sites
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Why Do We Care about Social Media?Why Do We Care about Social Media?
• CDC should be (must be) where people are

• Increasingly, people are using (are in) social media

• Social Media attributes relevant to health marketing:
• Facilitates interactive communication and community

• Increases the dissemination and potential impact of CDC’s science

• Leverages unique characteristics of emerging channels (user engagement, 
user-generated content, voting, mapping, etc.) 

• Reaches diverse audiences 

• Allows tailored communications/marketing

• Has potential to empower users to make healthier and safer decisions
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Presenter
Presentation Notes
Putting web 2.0 technology in its social context

Watch Video “The Machine is Us/ing Us” 
4:19
Michael Wesch, Professor, Kansas State University, Assistant Professor of Cultural Anthropology
http://www.youtube.com/watch?v=6gmP4nk0EOE



Supports User Engagement/ Participation

www.myspace.com/cdc_ehealth

CDC in MySpace

http://www.myspace.com/cdc_ehealth


Supports User Preference on PresentationSupports User Preference on Presentation

Audio/video, mobile, patient/health 
professional versions, multi-language, 
large text, forms vs. wizard format, 
context, accessible versions, maps, and 
more…  



Supports User Personalization/ 
Customization 
Supports User Personalization/ 
Customization

Content Syndication

Widgets - Mini-applications easily used on a desktop/ 
personal page…constantly updated with info users want

Tailoring Workshops – Fall 2008 - teaching CDC health marketers 
how to tailor health information and interventions by age, gender, 
literacy levels, and other variables (University of Michigan)



Supports Viral Sharing by UsersSupports Viral Sharing by Users

Webinar for Mommy Bloggers – info 
shared by users on blogs, flickr, jaiku

eCards shared with family, 
friends, co-workers



PodcastsPodcasts

• About 12% — or 17 million 
Americans —having 
downloaded a podcast at 
least once. 

• Podcast users tend to be 
male, young, and educated. 

• People between 35 and 54 
years of age make up about 
half of those who use 
podcasts. 
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male, young, and educated.

• People between 35 and 54 
years of age make up about 
half of those who use 
podcasts. eMarketer estimated that podcast use 

in the U.S. is expected to grow to 
exceed 20 million and may go higher, 
to as high as 80 million, by 2010. 





eCardseCards

eCards, up 15 percent overall 
(December 2006) to 45.1 million 
visitors.  
• AmericanGreetings.com had 12 

million visitors 

• Hallmark.com had 8.1 million visitors 
(up 24 percent) 

• Evite.com had 7.3 million visitors (up 
4 percent).  

• 123Greetings.com was the Web’s 
second fastest gaining site overall, 
rising 82-percent to 7.1 million 
visitors 
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Total CDC Health-e-Cards sent 
2/14/07 – present:  28,137

http://www.comscore.com/press/release.asp?press=1177

CDC Health-e-Cards

http://www.comscore.com/press/release.asp?press=1177


eCardseCards

Presenter
Presentation Notes
Benefits:
Customization by program and user Viral promotion

Challenges:
In-house production
Promotion of serious health issues using appealing graphics
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BlogsBlogs

• Technorati, an internet 
search engine for blogs, 
recently tracked over 112.8 
million weblogs worldwide. 

• Technorati also reported 
that there are over 175,000 
new blogs (that’s just 
blogs) every day. 

• Bloggers update their blogs 
regularly to the tune of over 
1.6 million posts per day, 
or over 18 updates a 
second. 
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BlogsBlogs

Percentage of Blog Posts by Language in 2006Percentage of Blog Posts by Language in 2006

http://www.sifry.com/alerts/Slide0013.gif

http://www.sifry.com/alerts/Slide0013.gif


BlogsBlogs

Chronicbabe.com

Online community for younger women 
with chronic health issues

Diabetes Mine

Straight talk and encouragement for 
people living with diabetes

http://www.chronicbabe.com/
http://www.diabetesmine.com/


BlogsBlogs

Mark’s Daily Apple

Serving up health and fitness insights 
daily (with a side of irreverence)

Non-Toxic Kids

Helping your kids stay safe, healthy, 
and smart.

http://www.marksdailyapple.com/
http://nontoxickids.blogspot.com/


Webinar for Mommy Bloggers

November 29, 2007
• Targeted mommy and 

daddy bloggers 

• 7 bloggers 
participated, 4 
mommy and daddy 
bloggers 

• 6 blog entries written 
(One blog is in top 500 
(#492) of all blogs on 
the Web) 

• 12 comments on blog 
posts 

November 29, 2007
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participated, 4 
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• 6 blog entries written 
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(#492) of all blogs on 
the Web)
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flickr

jaiku

Webinar for Mommy Bloggers –
Viral spread through social media

October 25, 2007 – January 9, 2008
19 Images posted on Flickr
2,064 total image views



Social NetworksSocial Networks
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Forrester Research, June 2007



MySpace and FacebookMySpace and Facebook
MySpace: 
• MySpace ranked as the second- most- 

viewed Web site in March 2006, and 
has consistently ranked as a top global 
site in 2006 and 2007. 

• MySpace is one of the most visited 
U.S. Web sites, accounting for almost 
5% of all Internet visits. 

• At its peak in June 2007, the site 
accounted for 7% of all Internet visits. 

Facebook: 
• In the rapidly changing world of social 

networks, the number of visitors to 
Facebook has increased steadily. 

• It recently ranked as the ninth most 
popular U.S Web site, accounting for 
about one percent of all Internet visits. 
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Social Networks:  MySpaceSocial Networks:  MySpace

www.myspace.com/cdc_ehealth

• Launched 11/07

• 5,066 page views

• 468 friends

•70 profiles including 
CDC as a ‘Top 
Friend’

•86 CDC blog entries

•1791 blog views

• 235,064,759  
people in CDC 
extended network

http://www.myspace.com/cdc_ehealth


Social Networks – Partnering with…Social Networks – Partnering with…

Caring Bridge 
Personalized Web Sites to support and 
connect loved ones during critical 
illness, treatment, and recovery

Daily Strength 
Comprehensive health network of 
people sharing their advice, treatment 
experiences, and support

http://www.caringbridge.org/
http://dailystrength.org/


Social Networks – Partnering with…Social Networks – Partnering with…

Social network for the  
50+ crowd 
http://eons.com
(in progress)

Social networks for physicians
http://sermo.com

http://eons.com/
http://sermo.com/


Social NetworksSocial Networks

Razoo
Community where users are united 
around making a positive difference in 
the world

disaboom.com
Connecting the millions touched by 
disability 

http://beta.razoo.com/
http://www.disaboom.com/


Social NetworksSocial Networks

RealMentalHealth.com

Social networking site focusing on 
mental health treatment and wellness

Facebook

http://www.realmentalhealth.com/
http://www.facebook.com/


Tagging (Social Bookmarking)Tagging (Social Bookmarking)
• A tag is a (relevant) keyword or 

term associated with or assigned to 
a piece of information 
• a picture
• a geographic map
• a blog entry
• a video clip

• Tags are usually chosen informally 
and personally by item author / 
creator or by its consumer / viewers 
/ community. 

• 28% of internet users have tagged 
online content. (Pew, 2007) 

• On a typical day online, 7% of 
internet users say they tag online 
content. (Pew, 2007) 
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Web Sites that Use TagsWeb Sites that Use Tags

• del.icio.us - A social bookmarking site that allows users to 
bookmark many sites and then tag them with many descriptive 
words, allowing other people to search by those terms to find pages 
that other people found useful. 

• Flickr - A service that allows users to tag images with many 
specific nouns, verbs, and adjectives that describe the picture. This 
is then searchable. 

• Gmail - A webmail site that was one of the first to allow 
categorization of objects using tags, known as "labels" on emails 

• Technorati - A weblog search engine

• Last.fm - A social music Web Site that allows users to tag artists, 
albums and tracks 
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Social Bookmarking: User-generated TagsSocial Bookmarking: User-generated Tags



Online Public EngagementOnline Public Engagement

Pan Flu Vaccination 
Prioritization Web 
Dialogue – 

• Dec 4 – 6, 2007
• 443 participants
• Participants agreed 

that this was a good 
format for discussing 
health policy issues: 
• 35% strongly agreed
• 30% moderately agreed
• 15% slightly agreed
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eGameseGames

• Women make up the majority of 
Casual gamers 

• Mobile games are predicted to 
generate $1.5 Billion in 2008. 

• The average player in the U.S. is 
30 years old. 

• About one in five U.S. gamers are 
50 years old and older. 
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Escape from Diab –
http://www.escapefromdiab.com/

NIH funded game created in collaboration 
with Children's Nutritional Research 
Center of Baylor College of Medicine to 
help prevent childhood obesity and Type 
II diabetes 

Dance Dance Revolution as 
“exer-gaming” in high schools 
http://www.youtube.com/watch?v= 
x5YROvohvvI

Northern Illinois University students learn 
principles of mechanical engineering by 
playing video games 
http://www.youtube.com/watch?v=LYGw 
aI-haOM

eGameseGames

Presenter
Presentation Notes
For escape from diab trailer – after page loads, select “trailer” box and then “turn tv on”; for a shortcut but not a pretty version: http://www.youtube.com/watch?v=pbGHJYSaoXM;  for Northern Illinois – first 1 – 2 mins is all you need to show; “Check Tonight” – is coverage for local media station

http://www.escapefromdiab.com/
http://www.youtube.com/watch?v=x5YROvohvvI
http://www.youtube.com/watch?v=x5YROvohvvI
http://www.youtube.com/watch?v=LYGwaI-haOM
http://www.youtube.com/watch?v=LYGwaI-haOM


eGameseGames

Doof
Gaming meets social 
networking

Fatworld
a game about the politics of 
nutrition…explores the 
relationships between obesity, 
nutrition, and socioeconomics 
in the U.S. 

http://www.doof.com/
http://www.persuasivegames.com/games/game.aspx?game=fatworld


Online VideoOnline Video

• 74% of broadband users with high- 
speed connections at home and work 
watch or download video online. 

• More than half (57%) of online video 
watchers share video links with 
others. 

• Online video is expected to 
supplement rather than replace 
television. 

• Google’s YouTube is the most 
popular video sharing Web Site. 

• People download online video to 
entertain themselves and keep up 
with current events. 
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CDC YouTube ChannelCDC YouTube Channel

• Currently 11 videos on channel

• Received more than 1,000 
views total 

• Currently 11 videos on channel

• Received more than 1,000 
views total

http://www.youtube.com/CDCStreamingHealth

How users are finding our videos

http://www.youtube.com/CDCStreamingHealth


WidgetsWidgets

• Mini-applications—also called 
“gadgets”— easily used on a 
desktop or personal page…they are 
constantly updated with whatever 
information you want. 

• “The Google personal homepage 
(which uses widgets) is the fastest- 
growing Google product,” says 
Marissa Mayer, the company’s vice 
president of “search products and 
user experience.” “This market is 
going to be very large.”

Source: Newsweek, The Year of the Widget?, December 30, 2006

http://www.google.com/ig
http://www.msnbc.msn.com/id/16329739/site/newsweek/


Google Gadgets/WidgetsGoogle Gadgets/Widgets



WidgetsWidgets

MyDisease Finder
Search for trusted health care 
information or specific 
visual/skin diseases based on 
body location

Pregnancy Countdown
Count down the days to your 
due date and show a new 
image of your baby's 
development every week 

http://googlemodules.com/module/2838/
http://www.widgetbox.com/widget/pregnancy-calendar


WidgetsWidgets

Calorie Counter
Use the calorie calculator to 
see each meal's calorie 
details and sum up your daily 
total

Obesity in America
Tracks obesity based on 
geographical location or year

http://googlemodules.com/module/1520/
http://www.revolutionhealth.com/conditions/obesity/obesity-epidemic?ipc=B00162


CDC WidgetsCDC Widgets



Virtual WorldsVirtual Worlds

Avatars
A computer user's 
representation of himself or 
herself, usually a three- 
dimensional model used in 
computer games and online 
virtual worlds. 

Avatars
A computer user's 
representation of himself or 
herself, usually a three- 
dimensional model used in 
computer games and online 
virtual worlds.

•Currently 9% of US Online Adults have 
created an avatar.

•An estimated 80% of active internet 
users and companies will have an avatar 
or virtual world presence by 2011 (Gartner, 
2007)



Virtual WorldsVirtual Worlds

• Immersive/engaging 
environments 

• Encourage active participation 
in learning 

• Allow avatars to ‘model’ 
healthy behaviors 

• Provide anonymity for seeking 
health information 

• Immersive/engaging 
environments

• Encourage active participation 
in learning

• Allow avatars to ‘model’ 
healthy behaviors

• Provide anonymity for seeking 
health information

•24% of the child and teen Internet users will 
use virtual worlds regularly in 2007. 

•34% will participate in virtual worlds in  2008

•53% will participate in virtual worlds by 2011.



Virtual WorldsVirtual Worlds

• The virtual world audience is 
currently heavily fragmented, as 
various online properties are 
targeted toward different age 
groups. 

• While virtual worlds are dominated 
by youth, adults are an important 
and growing audience. 

• For example, nearly 40% of 
Second Life’s worldwide residents 
are between the age of 25 and 34. 

• The virtual world audience is 
currently heavily fragmented, as 
various online properties are 
targeted toward different age 
groups.

• While virtual worlds are dominated 
by youth, adults are an important 
and growing audience.

• For example, nearly 40% of 
Second Life’s worldwide residents 
are between the age of 25 and 34.

CDC is participating in Virtual 
Worlds

•Second Life
•Whyville

Most Popular Virtual Worlds



Most Popular Virtual WorldsMost Popular Virtual WorldsMost Popular Virtual Worlds



Virtual Worlds - Second LifeVirtual Worlds - Second Life

Hygeia, the muse of health, becomes Hygeia Philo, CDC avatar.Hygeia, the muse of health, becomes Hygeia Philo, CDC avatar.

Presenter
Presentation Notes
Benefits				Challenges
- Fosters communication within discipline 	- Keeping up with the pace of bloggers	
- Open forum for information exchange		- Blogging Software



Virtual Worlds: Second Life



eGames – Whyville 2006eGames – Whyville 2006

Virtual Worlds:  Whyville 2006 FluVirtual Worlds:  Whyville 2006 Flu

Empowered as public health 
advocates

Engaged in learning

20k Whyvillians Vaccinated in 6 wks; 
135k visited the CDC Flu Clinic



Virtual Worlds - Whyville 2007 Flu

In-World Vaccinations WhyFlu
November 1, 2007 –

January 10, 2008

• 40,919 Whyvillians were 
virtually vaccinated against the 
Whyflu

• More than 1800 of those who 
participated were grandparents



380 kids attended 
the party
150 unique 
questions asked 

Sample Questions
• How come some people 

get the flu even though 
they are vaccinated? 

• Sometimes, don’t 
vaccinations cause you 
to get sick? 

• Can we get more 
information about 
vaccinations elsewhere 
after this? 

• How can you prevent 
getting Whyflu? 
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• Sometimes, don’t 
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to get sick?

• Can we get more 
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Virtual Worlds - Whyville



Mobile Phone UseMobile Phone Use
• More adults in the U.S. 

adults (85%) own a mobile 
phone, as compared to those 
(71%) who have a landline or 
home phone. 

• About 200 million text 
messages are sent on the 
average day (2007), up from 
75 million per day in the 
same period the year before 
(2006). 

• An estimated 8 million 
people viewed mobile videos 
in May 2007 

• More than 33 million users 
accessed the Web via their 
phones. 
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Mobile UsersMobile Users

http://www.flickr.com/photos/markkelley/1022720488/



Mobile Use, more than just a phoneMobile Use, more than just a phone

Americans would like to be able 
to use their phones to: 
• Use mobile maps: 51 percent 

• Send text messages: 48 percent 

• Take pictures: 47 percent 

• Play games: 34 percent 

• Send mobile e-mail: 32 percent 

• Use mobile search: 31 percent 

• Record video: 23 percent
(From: http://www.technewsworld.com/story/49849.html) 
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Mobile:  KnowIT CampaignMobile:  KnowIT Campaign

• Collaboration with HBO and Kaiser 
Family Foundation to encourage HIV 
testing – as part of World AIDS Day 
efforts 12/1/07

• Mobile Texting Campaign:
To encourage users to know their 
HIV status and to locate nearby HIV 
testing facilities

• Web banner ads, Health-e-Cards, 
and MySpace badges

• Video podcast and PSAs on 
YouTube

•With HHS, hosted a webinar for 
CDC HIV grantees



Mobile:  Diabetes ManagementMobile:  Diabetes Management

• Partnership with Georgia Tech University, 
CDC’s Diabetes Team, and CDC’s eHealth 
Division to study the use of a glucometer- 
integrated mobile phone

• Glucometer readings available on a 
collaborative Web site for discussion by the 
diabetes patient and diabetes educator 

• Preliminary study results indicate 
participants improve their ability to effectively 
reflect on diabetes management 

Further Research: 
• Investigating social media techniques to 
further motivate diabetes management 

• Understanding potential barriers of this 
approach



TwitterTwitter

• Twitter is a free social 
networking and micro-blogging 
service that allows users to send 
"updates" (or "tweets"; text- 
based posts, up to 140 
characters long) to the Twitter 
Web Site. 

• Updates are displayed on the 
user's profile page and delivered 
to other users who have signed 
up to receive them. 

• Users can receive updates via 
the Twitter Web Site, instant 
messaging, SMS, RSS, email or 
through an application 

• Twitter is a free social 
networking and micro-blogging 
service that allows users to send 
"updates" (or "tweets"; text- 
based posts, up to 140 
characters long) to the Twitter 
Web Site.

• Updates are displayed on the 
user's profile page and delivered 
to other users who have signed 
up to receive them. 
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CDC 2.0 in action:  AIDS Personal PSA ProjectCDC 2.0 in action:  AIDS Personal PSA Project

The New Face of AIDS: A 
Mobile Media Experience
• In one day, teams using 
mobile devices created 
compelling video messages 
encouraging positive health 
decisions
• By end of day,  teams 
produced one-minute New 
Face of AIDS personal PSAs 
that encourage young people 
to be tested for HIV 
• On World AIDS Day, 
12/1/07, these AIDS PPSAs 
were pushed to mobile phone 
and Web users 
• Expanding for HIV Testing 
Day in April 08

From more information, see: http://www.nmi.uga.edu/aids_ppsa/

Sponsored by the University of Georgia, Kaiser Family foundation, Verizon, 
AIDS Research Consortium of Atlanta, Philadelphia FIGHT, CDC

http://www.nmi.uga.edu/aids_ppsa/


Mobile TextingMobile Texting

February 28-March 1, 2008
Stanford University, Palo Alto, California

• A gathering of experts in health, behavior change and mobile 
technology 

• A premiere conference on how mobile text messaging can 
promote better health 

• Co-sponsored by CDC, Institute for the Future, others 
• Copies of presentations: www.Texting4Health.org
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Integrating eHealth Efforts:  Seasonal Flu - 2007Integrating eHealth Efforts:  Seasonal Flu - 2007

eCards

Graphical 
Buttons

Graphical Badge for Social 
Networks

Virtual 
Worlds

Bloginar
Mobile Alerts

http://images.google.com/imgres?imgurl=http://www.winterjade.com/pics/032704.blogger.jpg&imgrefurl=http://www.snpnet.com/morethantalk/category/commtips/&h=1200&w=1600&sz=343&hl=en&start=10&tbnid=hqpxyBLq2H8-9M:&tbnh=113&tbnw=150&prev=/images%3Fq%3Dblogger%26gbv%3D2%26svnum%3D10%26hl%3Den


CDC 2.0CDC 2.0

• eHealth Data Briefs
http://www.cdc.gov/healthmarketing/ehm/databriefs/

• eCards 
http://www2a.cdc.gov/eCards/index.asp

• Podcasts/RSS 
http://www.cdc.gov/podcasts

• Tagclouds 
http://www.cdc.gov/ToolsResources/index.html#tagcloud

• Blogs 
http://www.cdc.gov/healthmarketing/blog.htm

• Email Updates 
http://www.cdc.gov/emailupdates/

• Social Networks
My Space http://myspace.com/cdc_ehealth

• Virtual Worlds
Second Life http://secondlife.com (128, 128) (http://slurl.com/secondlife/CDC%20Island/128/128) 
Whyville http://www.whyville.net/smmk/nice

http://www.cdc.gov/healthmarketing/ehm/databriefs/
http://www2a.cdc.gov/eCards/index.asp
http://www.cdc.gov/podcasts
http://www.cdc.gov/ToolsResources/index.html#tagcloud
http://www.cdc.gov/healthmarketing/blog.htm
http://www.cdc.gov/emailupdates/
http://myspace.com/cdc_ehealth
http://secondlife.com/
http://slurl.com/secondlife/CDC Island/128/128
http://www.whyville.net/smmk/nice


CDC 2.0CDC 2.0

• Use of graphical images - Link to CDC.gov 
http://www.cdc.gov/Other/link.html

• User-generated content sites 
You Tube http://youtube.com/cdcstreaminghealth
Flickr http://flickr.com/cdc_e-health

• About CDC.gov 
http://www.cdc.gov/Other/about_cdcgov.html

• CDC.gov Widgets
http://www.cdc.gov/widgets

• Virtual tour of CDC.gov –
http://www.cdc.gov/vrtour.html

• New Media Campaigns –
• Seasonal Flu 2007 – 

http://www.cdc.gov/healthmarketing/ehealth_fluseason.htm
• World AIDS Day & HIV Testing –

http://www.cdc.gov/healthmarketing/ehealth_wad2007.htm

http://www.cdc.gov/Other/link.html
http://youtube.com/cdcstreaminghealth
http://flickr.com/cdc_e-health
http://www.cdc.gov/Other/about_cdcgov.html
http://www.cdc.gov/widgets
http://www.cdc.gov/vrtour.html
http://www.cdc.gov/healthmarketing/ehealth_fluseason.htm
http://www.cdc.gov/healthmarketing/ehealth_wad2007.htm


Contact InformationContact Information

Janice R. Nall – jnall@cdc.gov

Division of eHealth Marketing
National Center for Health Marketing
CDC

www.cdc.gov
www.cdc.gov/healthmarketing

mailto:jnall@cdc.gov
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