CASE STUDY

HOW AN ONCOLOGY BRAND INCREASED DISEASE
AWARENESS & IMPROVED DIAGNOSIS BEHAVIOR USING

THE NEUROSCIENCE OF PLAY
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Overall Score 1,234,334
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A world-leading pharmaceutical brand had developed an experimental cancer drug that
targets a genetic mutation responsible for a common form of lung cancer. The brand
wanted to raise awareness around findings related to a specific oncogene and convey the
importance of biomarker testing at diagnosis to inform subsequent treatment options.

Objectives:

Educate physicians about their clinical findings related to the cancer-

~mutation. : :
Allow H‘CPsrt_o simulate the process of collecting tissues and con

causing genét ;
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Level Ex’s data analytics provided the client
detailed information about individual HCPs’
interactions with the game, including:

TIME SPENT
Total experience time was 5

minutes in game
REENGAGEMENT

Target physicians averaged
2.6 case plays

BEHAVIOR CHANGE

HCPs who played again were
more likely to run different
panels and showed a 56 %
improvement in pass rate,
demonstrating the power of
this experience to promote
exploration & learning

BEHAVIOR INSIGHT

Game mechanics allowed the
brand to collect insights on
current HCP testing behavior



