CASE STUDY

HOW A BRAND RAISED AWARENESS
FOR A RARE DISEASE USING

THE NEUROSCIENCE OF PLAY
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THE CHALLENGE ............................................ s ....... THE RESULTS ,,,,,,,,,,,,,,,,,,,,,,,,

Level Ex’s data analytics provided the client
detailed information about individual HCPs’

A top ten pharmaceutical company had a goal of familiarizing healthcare profess nals
w1th the various presentations of a rare disease that has hlstorlcally been overlooke
misd gnosed ~ Whlle it initially manifests in a plethora of commo interactions with the game, including:

Improved understanding of the
presentations of the disease
and the need for early testing

Increased inclusion in early
differential diagnosis due to
recency bias

Faster diagnosis, avoiding life-
threatening complications

h{o quantitative usage/impact data
ble, as exf erience was deployed as an
r rep/MSL-driven sales enablement



