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THE OBJECTIVES

I  Introducing MyMax to Children and Teenagers through Q(.

gaming, by creating a cool and young brand identity.

<«
B  The campaign’s main message: MyMax gives you the WP
power to run your own budget freely and enjoy the &
freedom to make your own financial decisions -
® o

B  Target audience: Players aged 6-19

RESULTS

O> 187,152 @ 1,000,000
OO

Unique Players Impressions
Hi2,002 3.8 MINUTES

Engagements Average Engagement Time
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CASE STUDY

- 2000 participants, aged 6-19 with a 42% Female/ 58%
Male gender split answered our survey.

T 3 The survey was performed twice, before the game
integration and after the game integration.

WHICH OF THESE DEBIT CARDS FOR KIDS DO YOU
IKNOW?™?

Nitanchik (25.5%) My Cal (21 4%)

BEFORE
Cashcash (50.9%) MyMAX (35.3%)
Paybox Young
(60.5%)
Nitanchik (18.6%) My Cal (15.6%)
Cashcash (50.2%)
AFTER
1 0.6 Points MyMAX (35.9%)
Increase

Paybox Young
(60.2%)



DID YOU SEE ANY IN-GAME CONTENT RELATED TO THE
MYMAX DEBIT CARD?

BEFORE No (50.7%) Yes (49.3%)
AFTER No (38.6%) Yes (61.4%)
% 12.1 Points

Increase

HOW MUCH DO YOU AGREE WITH THE FOLLOWING:
"MYMAX LETS PARENTS TO CHARGE MONEY FOR KIDS"?

No (16.2%)

Unsure (12%)

-

BEFORE Absolutely
(47.3%)
Yes (24.5%)
No (12.3%)
Unsure (12.6%)
AFTER Absolutely
. 48.9%
1 1.6 Points ( )
Increase Yes (26.2%)




WOULD YOU LIKE A MYMAX DEBIT CARD?

BEFORE No (30.5%) Yes (69.5%)
AFTER No (26.6%) Yes (73.4%)
4 3.9 Points

Increase




