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We're not just in the pharma
advertising business anymore

When | was 5 and someone asked me what

| wanted to be when | grew up, I'm certain

| didn't say a “copywriter in pharmaceutical
advertising.” I'm pretty sure | said an
astronaut, doctor, or teacher—something that
could make a difference.

Although I'm none of those things now (sorry,
Mom), | still hold on to the idea that one day
| will do or make something that matters, and
that’s why | came to work in this industry.

Instead of saying we're in the “pharmaceutical
advertising business,” | like to think that
we're in the “helping improve people’s

lives business.” And if we're in the “helping
improve people’s lives business,” we have to
go beyond the product. After all, most of our
products are pills, capsules, and injections—
things people dread having to take for an
ailment they wish they didn’t have. When
you change the focus of what we do from
products to people, we become more than
product pushers.

With this in mind, what can we do to make
our products more enjoyable—or at least
easier to use? How can we improve the
quality of patients’ lives, or even just their
day-to-day interactions? If we're unable to do
so with the product itself, then it's entirely up
to us to create experiences that add value to
consumers’ lives.

| believe that's where innovative digital work
comes in.

According to the

70% of the world's population will be using
smartphones in 5 years; meanwhile, people like
Facebook CEO Mark Zuckerberg are pushing
for

That means that most HCPs, caregivers, and
patients will be interacting with our clients’
products via one digital medium or another.
We've got iPad details, interactive PDFs, and
parallax scrolling websites covered. But are
these applications really helping to improve
patients’ lives? What more can we do?

The answer may be in using emerging
technologies—virtual reality, augmented
reality, motion-sensing technology, and
geolocation—more creatively. The forefront
of these advanced technologies is nothing
noble—it’s video games and entertainment.
However, this gives us an opportunity to be
pioneers in adapting this “entertainment
technology” and to put it to good use.

This is already starting to happen. Microsoft
Kinect's motion-sensing tech is being used
to and to

. Virtual reality is
being used to
and to

Our products alone certainly help treat
symptoms. However, the experiences we
create around our products could do more
to improve the quality of people’s lives.

The technology is here. What's next is truly
up to us.

So let's get to work. T,
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