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ₓӭₓ Ḑ ׇ ӭₓ      
Audio & Radio  

  Audio & Rad io  

₡Ӱ₡ ḓ גӰ₡ ᾅ ╪ ᾅѤ Ợ⇔ӥ Ἶ  ᵙ⁄╪ ẋ  .Ѥ Ữ░ѱѻתּ‡ל ⁄
 

▬╘ ḢἾ ♣ ₮ Ӱּת  ᾅ ᵝ⁄Ἄ ₡Ӱ₡ ↕ὡἛ, ╛  ᾐ ֞Ѥ ∩  ₡Ӱ₡ ᾅ ᵙ ᵠ╙  Ẅנӥ ᶉᾎּתᵑ ♣Ҁ Ѥ 
▬ ╙ Ṓ⁴ל‡‒ ѱѻ. 
 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡₮ ︡  ḓ ͎ ̓ʺ ̆ᴎӋѱѻ. 
· ἐ  ̆ᵙʺ ⁷̕Ἓ╪ ▓Ѥ  ₡Ӱ₡ ḓ גӰ₡⁄ ҿ▀ ▬ ╙  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. 
· ѻᵣ Ю˲˟ ₡Ӱ₡ ḓ גӰ₡: ṨᶷЯ⁄Ѥ ҿ▀ ▬ ╙  Ḵᵣ  ὡ ▓ᾋѱѻ. 
· ἠἪ B₮ D⁄Ἄ ʻ ︡ ╘ 1  ⁄ ҉ ᶒ, ɒ ӧ ︡ ╘  ͙ʼ Ͽ⁄ ╪ᴴ‡ⱨ‒ ѱѻ. 
· ἠἪ A₮ C⁄ἌѤ ṓὡ╥ ︡ ╙ Ϯ╥ ╖ᴛ  ὡҵ ▓ᾋѱѻ. Ѿ, ᶛӧ ₡Ӱ₡ ḓ גӰ₡ ︡ ╘  ͙ʼ ╪Ͽ⁄ 
╪ᴴ‡ⱨ‒ ѱѻ. 

 

The Audio & Radio Spikes celebrate creativity that is wired for sound -  work that communicates a brand message through audio 
excellence, sonic innovation or superior aural storytelling across the airwaves and digital streams.  

 

· The main criteria considered during judging will be the idea, the execution and the impact.  
· There is no overall limit to how many times the same piece of work can be entered into Audio & Radio as l ong as the 

categories chosen are relevant.  
· ˹̨̧̠̖̖̣˝ ̥̙̖ ̤̞̖̒ ̡̖̖̔̚ ̠̗ ̨̠̣̜ ̞̪̒ ̠̟̝̪ ̖̓ ̖̟̥̖̣̖̕ ̠̟̖̔ ̟̚ Ю˲˟ ˲̦̠̕̚ ˗ ̠̃̒̕̚˫ ̖̥̠̣̤̄̔Я˟ 
· In sections B & D, each execution constitutes one entry  and all executions must have run within the eligibility period.  
· In sections A & C, multiple executions may be entered as one entry. However, all Audio & Radio executions must have 

run within the eligibility period.  
 

A. ₓӭₓ Ḑ ׇ ӭₓ ᾍ 
Ӱ₡ ᵰג ╥ ᾐ♠ Ợ↔╙  Ẅנӥ ᶉᾎּת ♣Ҁ. ἵẋ▫ʺ ₡Ӱ₡ ⁄ ̪ˁ ̆ ḙ╞  ὡ 
▓ҵᴜ ╖ᴛᾬ ἵẋ▫ ˿ ╙ Ữᾎ ̆ Ựᴛ⇔ ᴏ╙ Ṭ‡КѤ ▬ . 
 

A. Innovation in Audio  & Radio  
˺̧̧̟̟̠̥̖̒̚ ̦̤̖ ̠̗ ̥̙̖ ̦̠̒̕̚ ̞̖̦̞̕̚ ̥̠ ̠̞̞̦̟̥̖̔̔̒̚ ̒ ̣̟̓̒̕Я̤ ̞̖̤̤̘̖̒˟ ̠̣̜̈ ̥̙̥̒ ̖̟̙̟̖̤̒̔ 
̟̒̕ ̧̣̖̟̘̠̣̥̖̤̒̚̚ ̥̙̖ ̠̟̤̦̞̖̣̤̔Я ̡̖̩̖̣̖̟̖̔̚ ̪̓ ̨̝̝̠̟̘̒̚ ̥̙em to engage with and respond to 
the audio content.  

■ᴫ 
Materials  

A01. ᵭ ᴘἉ ׇ ӭₓ Ḑ x ӭₓ ở↑ 
Ẅנӥ ᶉᾎּתᵑ ♣Ҁ Ѥ ᵙ⁄╪ Ẅ╪̆ ᾐ♠╬ ᵰ ᴛ Ợ↔Ӈ‴ѻѤ ּש˞₮ Ζ ᵰ ᴛἌ 
₡Ӱ₡ ֞Ѥ גӰ₡╥ ᾐ♠╪˞Ϯ ᵙ⁄╪ Ẅ  Ợ↔. 

 
A01. Use of Radio & Audio as a Medium  
The innovative or creative use of audio or radio as a medium, with evidence of how it was 
̦̤̖̕ ̟̚ ̒ ̧̣̖̥̖̔̒̚ ̟̒̕ ̧̧̟̟̠̥̖̒̚̚ ̨̪̒ ̥̠ ̠̞̞̦̟̥̖̔̔̒̚ ̥̙̖ ̣̟̓̒̕Я̤ ̞̖̤̤̘̖̒˟ 

 

Ὕ 
· MP3 ∟ṕ 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
· MP3 ∟ṕ 
 

Compulsory  
· Case Film  

 
 

A02. ₓӭₓ Ḑ ׇ ӭₓ ͖ ὢ ở↑  
▫╥ ˿ ᴛ Ữ╖♠♪וֹ ╙ Ѥ ֿבṒ♠ ῷ╪Ӱ‡. ‍ ֞Ѥ ᶛḕ▀/⌠ ͙ὥ, ἵ ≢‡ ˌḛ ḓ ₡Ӱ₡ 

Ⱡ▬ ̓♬̓ Ḥ͕⁄Ἄ ḛ♣╙ Ṓ⁴לѤ ͙ὥ Ợ↔╙ . 

 
A02. Use of Audio & Radio Technology  
Forward thinking ideas that directly enhance the experience of the listener. This could include, 
but not be limited to, use of apps or mobile/web technology, software development and 
technology that demonstrates a deve lopment in the production process and distribution of 
audio . 
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A03. ╘Ἐ Ἐ  ᾍ͈ 
╛Ἓ פ ̓ ╛Ἓ Ἓ  ͙ὥ╥ ᾐ♠ ♠↔ ḓ Ợ↔╙  ҍ /ᶟ░  ᾅ ᵙ ᵠ╙ Ⱡ▬ ⁴ 
▫╥ ⁴ ┬ҵ ḓ ˿  ˌἐ. 

 
A03. Voice Activation NEW 
The innovative application and use of voice platforms and voice - activated technologies to 
create interactive/immersive storytelling that drives engagement and enhances the 
experience of the listener.  
 

 
 

 

 

 

 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images Ь JPG 
· MP3 original version  

A04. ẁםӭӢ / ᾂ  
Ӱ₡ ḢἾ̰, ᾅג ᵙḒ פ , ᾅ  ֞Ѥ ᴛ͎ע ᾅ Ἄᾕ╙  ᶛӧ ₡Ӱ₡ פ ╥ ┬ᴮ, 
ᾅ Ἄ ֞Ѥ Ẅנӥ ▫͔ ּת∟ . Ẅנӥ ᶉᾎּת/♬ᾐ╙ ₉ᾎ ̆ ▫╥ ˿ ╙ Ữᾎ Ѥ 

. 
 
30Ṫ ╪ ╥ Ỵ  ₡Ӱ₡ ▀╙ Ⱡ̑  .₡ᾕᾎל 
 
A04. Branded Content / Podcasts  
Paid - for, sponsored or brand funded content / programming on all audio platforms including 
radio stations, streaming platforms, podcasts or programme sponsorship. Content that 
exemplifies the brand message / ethos, as well as enhance the experience of the listener.  

 
Please provide a sample audio file of up to 30 minutes.  
 

A05.  ḡ  ᾍ͈  
♠♥  ᴛ͎מḒ Ḣᾏ╖ᴛ ᵱד⁄ ᵭѤ ̛̆ ᶉᾎּת ỸἛ ḓ Ḥ . 

 
A05. Content Placement NEW  
The contextually relevant creation and placement of sponsored messaging within appropriate 
programming.  
 
A06. ₓӭₓ דҲ ᵖ›╧ Ẉ  ᾍ͈  
Ữ  Ṓ₰ ᶒ ḛ♣ Ѥ ⁴ױ ₡Ӱ₡ ͙ḙ ⅝ἵ ֞Ѥ В╙ ᾐ♠╖ᴛ ⁴ Ẅנӥ ᶉᾎּת ♣Ҁ 
ḓ/֞Ѥ ἵẋ▫ ╬ּתҵ₮ ҵ╥ ṉ  ҀἛ. 

 
A06. Audio - Led Creativity NEW  
The innovative integration of multiple audio driven elements or channels that complement and 
build on ̖̙̒̔ ̠̥̙̖̣ ̥̠ ̠̞̞̦̟̥̖̔̔̒̚ ̥̙̖ ̣̟̓̒̕Я̤ ̞̖̤̤̘̖̒ ̟̒̕ˠ̠̣ ̙̟̘̖̔̒ ̠̟̤̦̞̖̣̔ 
awareness and attitudes.  
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B. x ӭₓḐ ׇ ӭₓ →ὝἘ 
B. Excellence in Audio & Radio  

■ᴫ 
Materials  

B01. ╘ῴ ở↑ 
₡ᵙּתВ ▬̇, ג╪ἐᾅ а╛ ֞Ѥ ͙Ⱶ а╛╥ ̇/ṉ  Ḳ♣ Ӯ . 
 
B01. Use of Music  
Including  original composition, licensed recordings or adapted / altered versions of an existing 
recording.  
 

Ὕ 
· MP3 ∟ṕ 

 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· MP3 Original Version  

 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

B02. ở↔Ӣ ӭ■╩ 
Ợ⇔ӥ ̓, ᴛ ╪Ἢ а╛˝ Ю  ᶛᾅЯ Ӯ ₡Ӱ₡ ⅝ἵ╥ ͋♬, Ӧ, ⱳ▬ ֞Ѥ ỸἛ ̓♬. 
 
B02. Sound Design  
The process of specifying, acquiring, manipulating  or generating audio elements, including 
sound effects, location recordings, 'Atmos' etc.  
 

B03. ҊṒ 
Ẅנӥ ῷ╪Ӱ‡ ֞Ѥ ᶉᾎּתᵑ ╥♠╖ᴛ ḕσ ⁴ ▫╥ ˿ ╙ ˌἐ ̆ Ẅᵙ  ḓ ּ⁵ת ͋♬╙ 
ⱴ Ѥ ₡Ӱ₡ ᵱד╖ᴛ ᵣӥѤ ҍṕ╥ ⁵װ ╬♬. 

 
ҍṕ╘ ₡Ӱ₡ ᵰ ⁄ ᵭѤ ˦╪‡‒ ѱѻ. ₅Ữ ▬‰╙ ─  ҍṕ╘ Ҷᵞ  ₡Ӱ₡ ᴛ Ợ↔Ӈּת 
Ώ ѻᶔ ╪ Ṩᶷ⁄  ὡ ′ᾋѱѻ. 
 
B03. Script  
Recognises the ability of script to creatively transform a brand idea or message into an audio 
context that enhances the experience of the listener and meets the confines of the brief and 
regional regulations.  

 
Scripts should be specific to the audio medium. Scripts for film work will not be accepted here 
unless it ran as a standalone audio content.  
 

B04. ᾂ  Ḑ ⁴͖ 
ᶜἵᵙ ⁷͙ʺ ̛̆╥ Ἓ̑⁄ ὡ♠╬ ˿↕ ⁷͙ᵑ  ♣ ♠╬ ҍṕ ̯  ╬♬. ‡ⱳ, ἶҵ, •‚, 
ἛҍᶛỢ Ӯ╪ Ӊ ὡ ▓╛. 
 
B04. Casting & Performance  
Recognises the overall delivery of the script through performance, where voice performance 
is integral to the success of the spot. This may include tone and pacing, use of accents or 
impersonation, etc  
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C. ᶴ  Ḑ ᵮא 
ᶷ ♠ ╬Ợ╪  .▬ ₡‫Ѥ ₡Ӱ ╙Ỹᶘᴏ  ╙דᵱ ♠⁵תּ ₮

 
2ˠ ╪Ữ╥ ︡ ╙ Ⱡ Ѥ ˿↕, Ựᴛ⇔ ʻ ︡ ╙ ᾎ Ѥ ̑ḥ╪ ▓Ѥ Ѿ▀ ▀ᴛ ᶛӧ ︡ ╙ 
‰ᴛӥ  .₡ᾕᾎל 
 

C. Culture & Context  
Audio work  that is brought to life through cultural insights and regional context.  

 
If you are submitting more than one execution please upload all executions in a single file  
with a gap to denote each new execution.  
 

■ᴫ 
Materials  

C01. ᴘ  ẁםӢ 
Ѿ▀ ּ⁵ת⁄Ἄᵣ ┬ ӇѤ Ẅנӥᵑ ─  ♬ ˲ ₡Ӱ…ᾅ╥ ̑ˁ╙ .▬ ‫Ѥ 
 
C01. Local Brand  
Work for brands that is  only distributed in a single locality that resonated with a specific 
target audience.  
 

Ὕ 
· MP3 ∟ṕ 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· MP3 Original Version  

 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

C02. ᵘ♄ ẁםӢ 
˿☺‰ ╥  ᴏ⁄ ҍ╞ ⁴ ᵙ⁄╪ Ẅ╖ᴛ ♪͐ Ḣᾏ╙ ⱳ♬ ̆ Ữ╙ Ѥ ֿבṒ♠ Ợ̆₮ 
ᾐ♠ ᵙ⁄╪ ẋ ╙ Ợ↔ Ѥ ͙♠ ▬ ╙ ᵣө‡ϿѤ Ẅנӥ. 

 
C02. Challenger Brand  
Brands which have creatively adapted their approach in response to competitor pressure by 
challenging the status quo to create game - changing work that uses progressive thinking and 
innovative creativity.  
 

C03. ѻ╪ ᾋ◌ ╩ 
Ѿ▀ ̰ʺ/ּ⁵ת/ᾎ◑⁄Ἄᵣ Ḣ₅Ӈ˞Ϯ ︡ ӈ ▬. ▬╘ ♬ ♠ ᾎ◑⁄ ᵭ˭ ╬╙ 
‡֒˭ ̆Ό Ѥּת ἒᶘ ‒ ѱѻ. 
 
C03. Single - market Campaign  
Work that only aired or ran in a single country / region / market. Entries should describe how 
the campaign  was designed for the specific target market.  
 

C04. ἲἨ Ҽ Ḑ ʃ ♅ ╩ở╧  ᾍ͈ 
̕ ,‡Ḣ⁄Ἄ ḛ˸ӇѤ ῷ╪Ӱתּ Ѥ֞ ⁵תּ ♬ ᾋ, ̋  ḓ ג╪ ᾅ ▀⁄Ἄ ẋᴡӈ ᾏṊ ʺѫ  
Ợ ♠ ҿ ֞Ѥ ᶷ ♠ ╬Ợ╪ ᵑ  ♬ ַא/ ᷾ѱ ⁄Ἄ ₅ˁ╙ Ḛ╘ ▬. 

 
C04. Social Behaviour & Cultural Insight NEW 
Work inspired by a specific audience / community, relying on identifiable social behaviour or 
cultural insights, stemming from the ideas, customs, values and lifestyles found within a specific 
region or locality.  
 

C05. ┘ᵻ ở↑ ᾍ͈  
Ẅנӥ ᷾ѱ ╪Ἢ⁄ ┬ᵾ ͙ὥ╙ ҅ῷЁ ▬. ╬⁄ ◓ , ▫, ͙ ḛ ╙ а⁴Ͽ‡ ַ̓א 
̑ˁҍᵑ Ἓ ᶔἌҵ ּ̆ל ╙∑˞פ, ͙ •⁄ ϶╖ᶒ, ∕╛╙ ┬ḛ Ѥ ▬. 

 
C05. Use of Humour NEW  
Work that celebrates the art of humour in branded communications. Infusing wit, satire, 
and cleverness into campaigns that provide amusement and create memorable, 
laughter - inducing connections with audiences.  
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C06. ₆Ợ Ҷ ̬ 
ᾎ◑ ḓ/֞Ѥ ‰́₮ ̕ᴐӈ ᵤּת Ώ╘ ₉ụ ḓ/֞Ѥ ▫∟╙ ᵙ⁄╪ Ẅ╖ᴛ Ợ↔ ⁴ ҍ╥ ̓ . 
▬╘ Ⱡ ӈ ▫∟⁄ҵ Ṭ̯ ̆ ᾐ  ╬Ợ╪ , ₅ᵙ תּ  , ἒӦᴏ ▓Ѥ ♣ר♠ Ợ̆ᴛ ẋּנѱᾅ 

ᶷⱠᵑ ‡֒˭ ˺ Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 
 
C06. Breakthrough on a Budget  
Creative use of modest budgets and/or resources in relation to the market and/or industry to 
create maximum impact. The work should demonstrate how fresh insight, smart spending and 
compelling strategic thinking solved a business problem despite limited resources.  
 

Ὕ 
· MP3 ∟ṕ 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· MP3 Original Version  

 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

C07. ͖‭ ᶙ♅ Ḑ ở ♅ ▄ 
Ợ , ┼ᵙ, ˿ ᶷⱠᵑ ѻᴴѤ ᶜ♠ ּת ♠ ▬/Ẅנӥ ҿל╥. ▬╘ Ẅנӥ╥ ᶜ♠╪ ̆ˍ╙ 
ᶷ ⁄ ⁷˺ ╖ᴛᾬ ‡֒˭ ʺ ᵑ ̆ ּ⁵תỢ ⁄ ₅ ╙ Ḉ Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 
 
C07. Corporate Purpose & Social Responsibility  
Purpose - driven work / brand activism which address social, ethical  and environmental 
̤̤̦̖̤̚˟ ̙̖̅ ̨̠̣̜ ̤̙̠̦̝̕ ̖̞̠̟̤̥̣̥̖̒̕ ̨̙̠ ̥̙̖ ̣̟̓̒̕Я̤ ̡̡̦̣̠̤̖ ̙̤̒ ̣̖̥̖̔̒̕ ̧̝̦̖̒ ̟̒̕ 
affected  communities by connecting customers to culture.  
 

C08. ᾋ◌ ̧  ב
╞ᴛḶ ᶷⱠ⁄ ҍ͒/⁵תּ/תּ ♬ⱳ ╙ר♣ ⁴ ̆ ̆ˍ⁄ ҍ  Ḥᴎᵑ Ṓ⁴ לѤ ʺ⇔ҥ Ẅנӥᵑ 
♣Ҁ Ѥ Ựᴛ⇔ Ḣḹ╙ ὡ↔  Ẅנӥ. 
 
C08. Market Disruption  
Brands that have creatively adapted their strategy in response to local / regional / global 
issues, embracing new ways of delivering their brand while showing consideration for the 
consumer.  
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„−Ӣ Ҷῳʷ͖ 

D. x ӭₓḐ ׇ ӭₓ: ṥᶴ 
╪ ἠἪ⁄Ѥ ҿ▀ ╙  Ḵᵣ Ⱡ  ὡ ▓ᾋѱѻ. 

D. Audio & Radio: Sectors  
The same entry can be submitted only once in this section.  

■ᴫ 
Materials  

D01. ἲẈ◐ 
ᾏ  ḓ ╛ᴮ, ⅞ᾒ ↔ , ἵ ↔ , ͙  ʺ♬↔ Ⱡ , ͙  FMCG, ╥ᵆ ḓ  ἝἌᵙ, ̋ ̯, ἵẋ▫ ʺ♣, 
▫ҿ  ḓ ▫ҿ  Ⱡ  ḓ Ἄẋᾅᵑ  ▀Ữ ἵẋ◓₮ Ͽ̯ ἵẋ◓. 
ᶛӧ ᾅ ӥ ▬╘ D03. ⁴ , ᴆ♇, ἵᵰ, ᴆᾅ ḓ ᾅ ך ӥ ╬⁄ ‒ ѱѻ. 
 

D01. Consumer Goods  
All fast moving & durable consumer goods, including food and drinks, toiletries, cleaning 
products, other household goods, other FMCG, clothing and accessories, furniture, consumer 
electronics, cars and automotive products & services.  
All fast food  entries should go in D03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  

Ὕ 
· MP3 ∟ṕ 
 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· MP3 Original Version  

 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

D02. ᾂ „ 
Ⱡ–, OTC – , ɣ ˆ. 
▫ἐ Ѿ /ẋ₅ᵙ ͙̕╙ ҍỮ╖ᴛ Ⱡ▬  ▬╥ ˿↕ D06╖ᴛ ‒ ѱѻ. 
 

A02. Healthcare  
Pharma, OTC drugs, wellness.  
If the work has been created for a Charity/NFP then this should be entered into D06.  
D03. ⁭ , ᴃ♄, ἲᵭ, ᴃᾂ Ḑ ᾂ ח Ӣ ╩ 
ҍַא ̪  ḓ ̛̕ ╙  ᶛӧ ̪  ḓ ⁴  ̕ᴐ Ἄẋᾅ. Ḗᶹ̕, ᾅ Ḷ, ᾅ ᴁ╙  ᶛӧ 
⁪ ╬ᶀ  ḓ ᴆ♇ ̕ᴐ Ἄẋᾅ. ₣ג╬ ἵᵰỮ, Ό˿♩, Ḉ↔ᾒ, Ṩҿụ ַאˌἵᵑ  ᶛӧ ᵰ◑. 
₮ ὥ︡╙  ᶛӧ ᴆᾅ ḓ ᾅ ך ӥ ╬. 

 

D03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  
All transport -  and travel -  related services, including public transport and tourism boards. All 
entertainment -  and leisure - related services, including museums, festivals and gyms. All shops, 
including online retailers , opticians, hairdressers and estate ag ents. All restaurants and fast 
food chains, including cafes and bars.  
D04. ḅӭ„/‾ ╩ᵽ  
╛Ὸ, ₅ , TV,  ḓ ᵰ , , ќᾅ, Ӱּת פ  , ͙  ᵰ . 
 
D04. Media / Entertainment  
Music, film, television, publications & media, books, news, digital platforms, other media.  

D05. ἲẈ■ ἉẈᾂ/B2B(Business to Business)  
ᶛӧ Ữ‰♠ ̑̑ Ἄẋᾅ, ḹᵉ, ͔ ╔, B2B ͙ ὥ, ἒ  ḓ ♣ᶷ Ἄẋᾅ, ͙  ẋּנѱᾅ Ἄẋᾅ, ϿṨ ḓ 
͙‰ ᷾ѱ ╪Ἢ. 
 

D05. Consumer Services / Business to Business  
All commercial public services, Legal, financial, B2B technology, consultancies & professional 
services, other business services, internal & corporate communications.  
D06. Ẉ₂ᵖ/■Ἅ ѻ /♩ṥ 
♬Ṩ, ̑ Ṓ, NGO, ̱ҍ, ▫ἐ Ѿ , ẋ₅ᵙ Ѿ . 

 

ᶛӧ CSR ▬╘ ̕ᴐ Ṩᶷ ḓ/֞Ѥ ἠἪ C. ᶷ  ḓ ᵱד╥ C07. ͙‰ ᶜ♠ ḓ Ợ ♠ ▐ ̆ᵙ⁄ 
‒ ѱѻ 

 

D06. Not - for - profit / Charity / Government  
Government, public information, NGOs, military, charities, non - profit origanisation . 

 

All CSR work should be entered in the relevant sector and/or C07. Corporate Purpose & Social 
Responsibility category in section C. Culture & Context  
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„−Ӣ Ҷῳʷ͖ 

ẁםӢ ˼  Ḑ Ἐ         
Brand Experience & Activation  

    Brand Experience & Activ ation  

Ẅנӥ ˿  ḓ Ἓ  ᾅ ╪ ᾅѤ ְ‡ϱ ˿  Ӱ▫╬, Ἓ , ɜ ░ , ἵᵰ ḓ 360° ̆ˍ ⁴ Ợ↔╙  
ᵙ⁄╪ Ẅ╪̆ ꜙ ♠╬ Ẅנӥ ̯  .Ѥ Ữ░ѱѻתּ‡ל ⁄

 
▬╘ ̆ˍ ⁴♬, Ẅנӥ ˿ , ɒ ӧ ♪♩╥ ♠ ʺ ‡֒˭ Ẅנӥ ˁҵ Ữᾍ̓ Ữ‰♠ Ἓ̑╖ᴛ ╪‡ⱭѤּת Ṓ⁴ ת ⅝ʺ 

▓ᾋѱѻ. 
 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 20% ῷ╪Ӱ‡, 20% ♣30% ,ר ︡ , 30% ˺ ̓. 
· Ẅנӥ ˿  ḓ Ἓ ⁄Ѥ ҿ▀ ▬ ╙ 3 ˿ ӥנὡ ▓ᾋѱѻ. ѻᵣ Ю˲˟ Ẅ  תּͥ  ḓ Ἓ : ṨᶷЯ⁄Ѥ ҿ▀ ▬ ╙  Ḵᵣ  

ὡ ▓ᾋѱѻ. 
 

The Brand Experience & Activation Spikes celebrate creative, comprehensive brand building through the next level use 
of experience design, activation, immersive, retail and 360° customer engagement.  
 
The work will need to  demonstrate how the customer journey, experience of the brand and optimisation of every touch 
point led to increased brand affinity and commercial success.  
 

· A number of criteria will be considered during judging and weighted as follows: 20% Idea; 20% strategy; 30% execution; 30% 
results.  

· The same piece of work can be entered up to three times in Brand Experience & Activation.  However, the same piece of 
̨̠̣̜ ̞̪̒ ̠̟̝̪ ̖̓ ̖̟̥̖̣̖̕ ̠̟̖̔ ̟̚ Ю˲˟ ˳̣̟̒̕ ˶̡̩̖̣̖̟̖̔̚ ˗ ˲̧̥̥̠̟̔̒̚̚˫ ̖̥̠̣̤̄̔Я˟ 

 

A. ẁםӢ ˼  Ḑ Ἐ : ṥᶴ 
╪ ἠἪ⁄Ѥ ҿ▀ ╙  Ḵᵣ Ⱡ  ὡ ▓ᾋѱѻ. 
 

A. Brand Experience & Activation: Sectors  
The same entry can be submitted only once in this section.  

■ᴫ 
Materials  

A01. ἲẈ◐ 
ᾏ  ḓ ╛ᴮ, ⅞ᾒ ↔ , ἵ ↔ , ͙  ʺ♬↔ Ⱡ , ͙  FMCG, ╥ᵆ ḓ  ἝἌᵙ, ̋ ̯, ἵẋ▫ ʺ♣, 
▫ҿ  ḓ ▫ҿ  Ⱡ  ḓ Ἄẋᾅᵑ  ▀Ữ ἵẋ◓₮ Ͽ̯ ἵẋ◓. 
 
ᶛӧ ᾅ ӥ ▬╘ A03. ⁴ , ᴆ♇, ἵᵰ, ᴆᾅ ḓ ᾅ ך ӥ ╬⁄ ‒ ѱѻ. 

 
A01. Consumer Goods  
All fast moving & durable consumer goods, including food and drinks, toiletries, cleaning 
products, other household goods, other FMCG, clothing and accessories, furniture, consumer 
electronics, cars and automotive products & services.  
 
All fast food entrie s should go in A03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
 
̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 
Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

 
Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  
· Case Film  

 
 

A02. ᾂ „ 
Ⱡ–, OTC – , ɣ ˆ. 
 
▫ἐ Ѿ /ẋ₅ᵙ ͙̕╙ ҍỮ╖ᴛ Ⱡ▬  ▬╥ ˿↕ A06╖ᴛ ‒ ѱѻ. 
 
A02. Healthcare  
Pharma, OTC drugs, wellness.  
 
If the work has been created for a Charity/NFP then this should be entered into A06.  
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„−Ӣ Ҷῳʷ͖ 

A03. ⁭ , ᴃ♄, ἲᵭ, ᴃᾂ Ḑ ᾂ ח Ӣ ╩ 
ҍַא ̪  ḓ ̛̕ ╙  ᶛӧ ̪  ḓ ⁴  ̕ᴐ Ἄẋᾅ. Ḗᶹ̕, ᾅ Ḷ, ᾅ ᴁ╙  ᶛӧ 
⁪ ╬ᶀ  ḓ ᴆ♇ ̕ᴐ Ἄẋᾅ. ₣ג╬ ἵᵰỮ, Ό˿♩, Ḉ↔ᾒ, Ṩҿụ ַאˌἵᵑ  ᶛӧ ᵰ◑. 
₮ ὥ︡╙  ᶛӧ ᴆᾅ ḓ ᾅ ך ӥ ╬. 

 
A03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  
All transport -  and travel -  related services, including public transport and tourism boards. All 
entertainment -  and leisure - related services, including museums, festivals and gyms. All 
shops, incl uding online retailers , opticians, hairdressers and estate agents. All restaurants and 
fast food chains, including cafes and bars.  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 
 

A04. ḅӭ„/‾ ╩ᵽ  
╛Ὸ, ₅ , TV,  ḓ ᵰ , , ќᾅ, Ӱּת פ  , ͙  ᵰ . 
 
A04. Media / Entertainment  
Music, film, television, publications & media, books, news, digital platforms, other media.  
 

A05. ἲẈ■ ἉẈᾂ/B2B(Business to Business)  
ᶛӧ Ữ‰♠ ̑̑ Ἄẋᾅ, ḹᵉ, ͔ ╔, B2B ͙ ὥ, ἒ  ḓ ♣ᶷ Ἄẋᾅ, ͙  ẋּנѱᾅ Ἄẋᾅ, ϿṨ ḓ ͙‰ 
᷾ѱ ╪Ἢ. 

 
A05. Consumer Services / Business to Business  
All commercial public services, Legal, financial, B2B technology, consultancies & professional 
services, other business services, internal & corporate communications.  
 

A06. Ẉ₂ᵖ/■Ἅ ѻ /♩ṥ 
♬Ṩ, ̑ Ṓ, NGO, ̱ ҍ, ▫ἐ Ѿ , ẋ₅ᵙ Ѿ . 
 
ᶛӧ CSR ▬╘ ̕ᴐ Ṩᶷ ḓ/֞Ѥ ἠἪ E. ʊ  ḓ ᵱד╥ E07. ͙ ‰ ᶜ♠ ḓ Ợ ♠ ▐ ̆ᵙ⁄ 

‒ ѱѻ 
 
A06. Not - for - profit / Charity / Government  
Government, public information, NGOs, military, charities, non - profit organisations . 
 
All CSR work should be entered in the relevant sector and/or E07. Corporate Purpose & Social 
Responsibility category in section E. Culture & Context  
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„−Ӣ Ҷῳʷ͖ 

B. ♥♣ Ḑ ͖ ὢ 
Ẅנӥ ˿  ֞Ѥ Ἓ ⁄Ἄ ͙ὥ̓ ѻַא ♪♩╥ ╪↔. 
 

B. Touchpoints & Technology  
The use of technology and multiple touchpoints across a brand experience or activation.  

■ᴫ 
Materials  

B01. ᶘḒ╪ Ḑ ͖ ͖ ở↑ 
ᶛḕ▀ ‍, ҍ↔ ͙͙ ֞Ѥ ᶛḕ▀ ͙ὥ╙ Ợ↔ ⁴ Ẅנӥ ˿  ֞Ѥ Ἓ ⁄Ἄ ̆ˍ̓╥ Ữ ▬↔╙ 

˞Ϯ ˆ Ѥ ▬. 
 
B01. Use of Mobile & Devices  
Work that uses a mobile app, portable device  or mobile technology to create or enhance 
interaction with consumers at a brand experience or activation.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
·  AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 

 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  
· Case Film  

 

Optional  
· URL 
· AR/VR files  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

B02. ≥ở╧ /ᵞ╧ ᴘở╧  ở↑ 

Ẅנӥ ⌠Ợ╪  ֞Ѥ ᵡ╪ ᴛỢ╪ ᵑ Ợ↔ ⁴ ἵẋ▫╥ ⁴ᵑ ┬ҵ ̆ ♣ḙ♠╬ Ẅנӥ ˿ ╙ 
Ữ Ѥ ▬. 

 

B02. Use of Website/Microsites  
Work that uses branded websites or micro sites to drive engagement with customers and 
increase the overall brand experience.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
· URL 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
·  AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 

 

Compulsory  
· Digital Presentation 

Image JPG  
· URL 

 

Highly Recommended 
(Optional)  
· Case Film  

 

Optional  
· AR/VR files  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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„−Ӣ Ҷῳʷ͖ 

B03. ᶆ ḯᾂ, љ p …ᵖ , ᾍ  ͖ ὢ 
Ẅנӥ ˿  ḓ Ἓ  Ͽ⁄Ἄ ͙ὥ╥ ˿́ᵑ ᵙ⁄╪ Ẅᴛ Д ̆ ̆ˍ╥ ⁴ᵑ ┬ҵ Ѥ ᶟ░  ˿ , 
ҍ͋ᶛ ḓ ἵ͋ᶛ Ἓ  ḓ ג╪Ẅ ╪ḿ . AI, AR, VR, XR, ≢‡ױẇ ͙ὥ ḓ ᶛḕ▀ ͙͙, ╛Ἓ ͙ὥ, 
ẇᴜ ╬ ͙ὥ, ˭ ▐ , ̋ Ữ Ἕ́, ᶉ Ḳᾅ ḓ ͎ ḗ╥ ᶛӧ ᾐ פ   Ӯ╙  ὡ ▓╛. ͙ Ѿ́ 
͙ὥ╥ ᾎⱠ ╘ Ӈּת Ώ╛. 

 
B03. Metaverse, New Realities & Emerging Tech  
Immersive experiences , large and small scale  activations, digital and live events  that 
creatively push the boundaries of technology and engage with consumers. This could include , 
but not limited to AI, AR, VR, XR, wearable tech and mobile devices, voice technology, 
blockchain technology, gamificatio n, virtual worlds, metaverse and all other emerging 
platforms. Does not include prototypes of early - stage technology.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
 
̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 
Ἅ  ở  
· URL 
·  AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 

 
Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  
· Case Film  

 
Optional  
· URL 
· AR/VR files  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

B04. ˪▄ דҲ ẁםӢ ˼  

͙Ⱶ╥ ˭▐ פ  Ͽ⁄Ἄ╥ ♣ר♠╪̆ ╥♠╬ Ẅנӥ ̓ ˉ╪ ˭▐╙ ַאᾔ╖ᴛ Ѥ ᶟ░  Ẅנӥ 
˿ . Ἱ, ₣ג╬, ɒ ḕ▀ ˭▐ ḓ ‍╪ . 

 

B04. Gaming - Led Brand Experience  
Immersive brand experiences with gaming at the core, including the strategic and creative 
brand integration within existing gaming platforms. This may include but is not limited to 
console, online, mobile games and  apps.  
 
B05. ӭּק  Ἇ  
̆ˍ╙ Ϟ‡ө╪̆ ̆ˍ̓╥ ́̕ᵑ ˆ ̆ ̆ˍ╥ ⁴ᵑ ┬ҵ ͙ ─  ẋӈ ҍ͋ᶛ ֞Ѥ ἵ͋ᶛר 
ᶟ░  Ӱּת  ˿  ḓ ╪ḿ . ⁴͙⁄Ѥ VR/AR, ᶁ  ᾅ ᵛ, ѻ ∟ ˿  Ӯ╪ Ӊ ὡҵ ▓ᾋѱѻ. 
 
B05. Digital Installations  

Immersive large or small scale  digital experiences and events that are set up to engage with 
consumers.  This may  include but is not limited to VR / AR, multi - screen and multi - dimensional 
experiences.  

 
B06. ͖ὢ דҲ ẁםӢ ˼  
ᾐ͙ὥ╪Ϯ ͙Ⱶ ͙ὥ╙ Ợ↔ ⁴ Ẅנӥ ˿  ֞Ѥ Ἓ ᵑ ˆ Ѥ ▬. 
 
B06. Tech - led Brand Experience  

Work that uses new or existing technology to enhance a brand experience or activation.  
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„−Ӣ Ҷῳʷ͖ 

C. ἲᵭ ˼  Ḑ Ἐ  
C. Retail Experience & Activation  

■ᴫ 
Materials  

C01. ̃ ˊ ἲᵭ/ᵭ◌ ϼ ˼  
̯ᵰ ˿ᴛ╥ ᶛӧ В⁄Ἄ ̆ˍ╙ ⁴ᾎ ̆ ΌϿ Ѥ Ⱡ  ᾎ, ᾎ⁷, ᾎᾏ ᾎ╛ ҿ ḓ ‰ Ӯ╙  
ᵰ◑ Ͽ ḓ ἵᵰ ҿ. 
 
C01. Customer Retail / In - Store Experience  
In- store and retail activities including, but not limited to, product launches, demonstrations, 
sampling activities and pop - ups that engage and guide consumers across all channels of their 
path to purchase.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
 
̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 
Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 

 
Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  
· Case Film  

 
Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

C02. ἲᵭ Ҋ  Ḑ ṏ↑ ˪ ▄ 
̆ˍ╥ Ẅנӥ ⁴ᵑ ┬ҵ ͙ ─ ₡ Ѥ֞ ╬ג₣  ṒἛ ̑ᶛ♣ ֞Ѥ ◑ᴎ ╬ג . ἵἫ ḈӰ‡ ̑ᶛ♣, 
˭▐  ˿ , ᵰ◑ Ͽ Ṓ Ἓ  Ӯ╪ . 
 
C02. Retail Competitions & Promotional Games  
Online or offline promotional competitions or incentives used to drive customer engagement 
with a brand. This may include but is not limited to social media competitions, gamified 
experiences, in - store promotional activations, etc.  
 
C03. ̃ˊ ӣ Ḑ ┘ּק 
̆ˍ ┬  ֞Ѥ ┬ּת, ̆ ˍ ҿ ◑ᴎ, ♣ ʺ מ˞ ♠ ─ ҍᵑשּ   ╥Ḉ ▓̆ ᵰᴏ♠╬ ˿ ̓ Ἓ ᵑ 

Ѥ ▬. 
 
C03. Customer Acquisition & Retention  
Work that creating meaningful, engaging experiences and activations in order to attract or 
maintain customers, encourage customer activity and increase overall transaction value.  
 

 
 

D. ẁםӢ ˼  →ὝἘ  
D. Excellence in Brand Experience  

■ᴫ 
Materials  

D01. ׇ ╧ẁ ẁםӢ ˼  ֛ ѡ Ἐ  
ἵẋ▫ ֞Ѥ B2B ╪ḿ ⁄Ἄ ⁸ᵛ ᶛӧ ג╪Ẅ Ẅנӥ ˿  ֞Ѥ Ἓ . ἒ , Ⱡ  ᾎ⁷, ʃ ⁵ Ḗז , 
⁞ᾅ , ‰ ᾅ ‡ Ӯ╪ . 
 
D01. Live Brand Experience or Activation  
Any live brand experience or activation that was held at a consumer or B2B event. This may 
include, but is not limited to, installations, product demos, trade shows, expos and pop - ups.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
 
̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 
Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 

 
Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  
· Case Film  

 
Optional  

D02. ˪ᵙׇ γ  Ḑ ᾂ  
̆ˍ ⁴ᵑ ╪Ϟ‡Ͽ͙ ─  ˭ᵜג ᵡ , Ѿ͙/▀ Ἓ ︡ , ͝˞ᵙ , ẇᵙᾎ  ᾅ  ḓ ͝˞ᵙ 
ᾅ ᵑ Ợ↔  ᶛӧ Ẅנӥ ˿  ֞Ѥ Ἓ . 
 
D02. Guerrilla Marketing & Stunts  
Any  brand experience or activations using guerrilla marketing, short term / one - off executions, 
̤̥̣̖̖̥ ̥̖̞̤̒˝ ̡̦̝̥̪̓̔̚̚ ̤̥̦̟̥̤ ̟̒̕ ̤̥̣̖̖̥ ̤̥̦̟̥̤ ̥̠ ̧̣̖̕̚ ̦̤̥̠̞̖̣̤̔Я ̖̟̘̘̖̞̖̟̥̒˟ 
 
D03. ᾂ Ἁᾒ Ḑ ẁםӢ Ћᾒ 
˿ ӥנʻ♠╪̆ ◑͙♠╬ Ẅסּ  ֞Ѥ Ἓ ᵑ ᵣө‡ϿѤ Ўᾕ/ᾅ Ἄᾕ. ▬╘ 
Ўᾕ/ᾅ Ἄᾕ╪ ‬ᵡϮ ̓♠╪‴Ѥּתᵑ ͙ר╖ᴛ ᾔỢӋѱѻ. 
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D03. Sponsorship & Brand Partnership  
Partnerships/sponsorships that create immediate and long term brand experiences or 
activations. The work will be judged on how effective the partnership / sponsorship was.  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  D04. ᾋ/◐ ᾋ 
Ẅנӥ, Ⱡ  ֞Ѥ Ἄẋᾅ ᾎ ֞Ѥ ◓ ᾎᵑ ─  ᵣө‡ֿב Ẅנӥ ˿  ֞Ѥ Ἓ . 
 
D04. Launch / Re - launch  
Brand experiences or activations created to launch or re - launch a brand, product or service.  
 
D05. 360  ẁםӢ ˼  
Ẅנӥ ᶉᾎּת, Ⱡ  ֞Ѥ Ἄẋᾅᵑ ˆ ̆ ̕ᾔ╙ ᶛ╖Ѥ ₣ג╬ ḓ ₡ ˿ В אѻַ ╬ג . 
 
D05. 360 integrated Brand Experience  
Online and offline multi -̙̟̟̖̝̔̒ ̡̖̩̖̣̖̟̖̤̔̚ ̥̙̥̒ ̖̟̘̘̖̒ ̟̒̕ ̡̞̝̗̪̒̚ ̒ ̣̟̓̒̕Я̤ ̞̖̤̤̘̖̒˝ 
product or service.  
 

 
 

 

E. ʃ  Ḑ ᵮא 
ᶷ ♠ ╬Ợ╪  .▬ ‫Ѥ ╙Ỹᶘᴏ  ╙דᵱ ♠⁵תּ ₮

E. Culture & Context  
Work that is brought to life through cultural insights and regional context.  
 

■ᴫ 
Materials  

E01. ᴘ  ẁםӢ 
Ѿ▀ ּ⁵ת⁄Ἄᵣ ┬ ӇѤ Ẅנӥᵑ ─  ♬ ˲ ₡Ӱ…ᾅ╥ ̑ˁ╙ .▬ ‫Ѥ 
 

E01. Local Brand  
Work for brands that is only distributed in a single locality that resonated with a specific target 
audience.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

E02. ᵘ♄ ẁםӢ 
˿☺‰ ╥  ᴏ⁄ ҍ╞ ⁴ ᵙ⁄╪ Ẅ╖ᴛ ♪͐ Ḣᾏ╙ ⱳ♬ ̆ Ữ╙ Ѥ ֿבṒ♠ Ợ̆₮ 
ᾐ♠ ᵙ⁄╪ ẋ ╙ Ợ↔ Ѥ ͙♠ ▬ ╙ ᵣө‡ϿѤ Ẅנӥ. 

 

E02. Challenger Brand  
Brands that have creatively adapted their approach in response to competitor pressure by 
challenging the status quo to create game - changing work that uses progressive thinking and 
innovative creativity.  
 

E03. ѻ╪ ᾋ◌ ╩ 
Ѿ▀ ̰ʺ/ּ⁵ת/ᾎ◑⁄Ἄᵣ Ḣ₅Ӈ˞Ϯ ︡ ӈ ▬. ▬╘ ♬ ♠ ᾎ◑⁄ ᵭ˭ ‡֒˭ ̆Ό Ѥּת 
ἒᶘ ‒ ѱѻ. 
 
E03. Single - market Campaign  
Work that only aired or ran in a single country / region / market. The work should describe how 
it was designed for the specific target market.  
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E04. ἲἨ ҼḐ ʃ ♅ ╩ở╧ ᾍ͈ 
̕ ,‡Ḣ⁄Ἄ ḛ˸ӇѤ ῷ╪Ӱתּ Ѥ֞ ⁵תּ ♬ ᾋ, ̋  ḓ ג╪ ᾅ ▀⁄Ἄ ẋᴡӈ ᾏṊ ʺѫ  
Ợ ♠ ҿ ֞Ѥ ᶷ ♠ ╬Ợ╪ ᵑ  ♬ ַא/ ᷾ѱ ⁄Ἄ ₅ˁ╙ Ḛ╘ ▬. 
 
E04. Social Behaviour  & Cultural Insight NEW 
Work inspired by a specific audience / community, hinging on identifiable social behaviour or 
cultural insight stemming from the ideas, customs, values  and lifestyles found within a specific 
region or locality.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

E05. ┘ᵻ ở↑ ᾍ͈ 

Ẅנӥ ᷾ѱ ╪Ἢ⁄ ┬ᵾ ͙ὥ╙ ҅ῷЁ ▬. ╬⁄ ◓ , ▫, ͙ ḛ ╙ а⁴Ͽ‡ ַ̓א ̑ˁҍᵑ 
Ἓ ᶔἌҵ ּ̆ל ╙∑˞פ, ͙ •⁄ ϶╖ᶒ, ∕╛╙ ┬ḛ Ѥ ▬. 

 

E05. Use of Humour NEW 
Work that celebrates the art of humour in branded communications. Infusing wit, satire, and 
cleverness into campaigns that provide amusement and create memorable, laughter -
inducing connections with audiences.  
 
E06. ₆Ợ Ҷ ̬ 
ᾎ◑ ḓ/֞Ѥ ‰́₮ ̕ᴐӈ ᵤּת Ώ╘ ₉ụ ḓ/֞Ѥ ▫∟╙ ᵙ⁄╪ Ẅ╖ᴛ Ợ↔ ⁴ ҍ╥ ̓ . 
▬╘ Ⱡ ӈ ▫∟⁄ҵ Ṭ̯ ̆ ᾐ  ╬Ợ╪ , ₅ᵙ תּ  , ἒӦᴏ ▓Ѥ ♣ר♠ Ợ̆ᴛ ẋּנѱᾅ 

ᶷⱠᵑ ‡֒˭ ˺ Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 
 
E06. Breakthrough on a Budget  
Creative use of modest budgets and/or resources in relation to the market and/or industry to 
create maximum impact. The work should demonstrate how fresh insight, smart spending and 
compelling strategic thinking solved a business problem despite limited resources.  
 

E07. ͖ ‭ ᶙ♅ Ḑ ở ♅ ▄ 
Ợ , ┼ᵙ, ˿ ᶷⱠᵑ ѻᴴѤ ᶜ♠ ּת ♠ ▬/Ẅנӥ ҿל╥. ▬╘ Ẅנӥ╥ ᶜ♠╪ ̆ˍ╙ 
ᶷ ⁄ ⁷˺ ╖ᴛᾬ ‡֒˭ ʺ ᵑ ̆ ּ⁵תỢ ⁄ ₅  .ѱѻ ‒‡ל Ṓ⁴ תѤּ‴ל ╙
 
E07. Corporate Purpose & Social Responsibility  
Purpose driven work / brand activism that address social, ethical  and environmental issues. 
˶̟̥̣̖̤̚ ̤̙̠̦̝̕ ̖̞̠̟̤̥̣̥̖̒̕ ̨̙̠ ̥̙̖ ̣̟̓̒̕Я̤ ̡̡̦̣̠̤̖ ̙̤̒ ̣̖̥̖̔̒̕ ̧̝̦̖̒ ̟̒̕ ̡̞̥̖̒̔̚̕ 
communities by connecting customers to culture.  
 

E08. ᾋ◌ ̧  ב
╞ᴛḶ ᶷⱠ⁄ ҍ͒/⁵תּ/תּ ♬ⱳ ╙ר♣ ⁴ ̆ ̆ˍ⁄ ҍ  Ḥᴎᵑ Ṓ⁴ לѤ ʺ⇔ҥ Ẅנӥᵑ 
♣Ҁ Ѥ Ựᴛ⇔ Ḣḹ╙ ὡ↔  Ẅנӥ. 
 
E08. Market Disruption  
Brands that have creatively adapted their strategy in response to local / regional / global issues, 
embracing new ways of delivering their brand while showing consideration for the consumer.  
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ᵖ›╧ ẁ ừ˛כ        
Creative Commerce  

  Creative Commerce  

ᵙ⁄╪ Ẅ Ữ˞מ ᾅ ╪ ᾅѤ ₣ג╬ ḓ ₡ ˺ ,מ˞Ữ ╬ג Ⱡ ἹᴴἪ, ˞ ҍ ⁄♬⁴ מ  ᾐ♠╪̆ ᵙ⁄╪ Ẅ  ♪͐ḹ⁄ תּ‡לѤ 
Ữ░ѱѻ. 
 
▬╘ ꜙѾ ʼ ̆ˍ ⁴♬╥ ᶛӧ ּת♩⁄Ἄ╥ ᾐ̓ ♠  .ѱѻ ‒‡ל Ṓ⁴ תỮ‰♠ Ἓ̑╙ ╪Ϟ‡ІѤּ ₮ʺשּ ⁴ ˍ̆ ˭֒‡ ʺ

 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 30% ῷ╪Ӱ‡, 20% ♣20% ,ר ︡ , 30% 
˺̓. 

· ᵙ⁄╪ Ẅ Ữ˞מ⁄Ѥ ҿ▀ ▬ ╙ 3  .ὡ ▓ᾋѱѻ  תּͥ
· ѻᵣ Ю˲˟ ᴝ⁄╪ Ẅ Ữ˞מ: ṨᶷЯ⁄Ѥ ҿ▀ ▬ ╙  Ḵᵣ  ὡ ▓ᾋѱѻ. 

 

The Creative Commerce Spikes celebrate the innovative and creative approach to online and offline commerce, payment 
solutions and transactional journeys.  
 
The work will need to demonstrate how innovation and optimisation  at any point of the end - to - end customer journey led to 
increased consumer engagement and commercial success.  
 

· A number of criteria will be considered during judging and weighted as follows: 30% Idea, 20% strategy, 20% 
execution, 30% results.  

· The same piece of work can be entered up to three times in Creative Commerce.  However, the same piece of 
̨̠̣̜ ̞̪̒ ̠̟̝̪ ̖̓ ̖̟̥̖̣̖̕ ̠̟̖̔ ̟̚ Ю˲˟ ˴̧̣̖̥̖̒̚ ˴̠̞̞̖̣̖̔˫ ̖̥̠̣̤̄̔Я˟ 

 

A. ᵖ›╧ ẁ ừ˛כ: ṥᶴ 
╪ ἠἪ⁄Ѥ ҿ▀  ▬╙  Ḵᵣ Ⱡ  ὡ ▓ᾋѱѻ. 
 

A. Creative Commerce: Sectors  
The same work can be submitted only once in this Section.  

■ᴫ 
Materials  

A01. ἲẈ◐ 
ᾏ  ḓ ╛ᴮ, ⅞ᾒ ↔ , ἵ ↔ , ͙  ʺ♬↔ Ⱡ , ͙  FMCG, ╥ᵆ ḓ  ἝἌᵙ, ̋ ̯, ἵẋ▫ ʺ♣, 
▫ҿ  ḓ ▫ҿ  Ⱡ  ḓ Ἄẋᾅᵑ  ▀Ữ ἵẋ◓₮ Ͽ̯ ἵẋ◓. 
 
ᶛӧ ᾅ ӥ ▬╘ A03. ⁴ , ᴆ♇, ἵᵰ, ᴆᾅ ḓ ᾅ ך ӥ ╬⁄ ‒ ѱѻ 
 
A01. Consumer Goods  
All fast moving & durable consumer goods, including food and drinks, toiletries, cleaning 
products, other household goods, other FMCG, clothing and accessories, furniture, consumer 
electronics, cars and automotive products & services.  
 
All fast food entries should go in A03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

A02. ᾂ „ 
Ⱡ–, OTC – , ɣ ˆ. 
 
▫ἐ Ѿ /ẋ₅ᵙ ͙̕╙ ҍỮ╖ᴛ Ⱡ▬  ▬╥ ˿↕ A06╖ᴛ ‒ ѱѻ. 
 
A02. Healthcare  
Pharma, OTC drugs, wellness.  
 
If the work has been created for a Charity/NFP then this should be entered into A06.  
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A03. ⁭ , ᴃ♄, ἲᵭ, ᴃᾂ Ḑ ᾂ ח Ӣ ╩ 
ҍַא ̪  ḓ ̛̕ ╙  ᶛӧ ̪  ḓ ⁴  ̕ᴐ Ἄẋᾅ. Ḗᶹ̕, ᾅ Ḷ, ᾅ ᴁ╙  ᶛӧ 
⁪ ╬ᶀ  ḓ ᴆ♇ ̕ᴐ Ἄẋᾅ. ₣ג╬ ἵᵰỮ, Ό˿♩, Ḉ↔ᾒ, Ṩҿụ ַאˌἵᵑ  ᶛӧ ᵰ◑. 
₮ ὥ︡╙  ᶛӧ ᴆᾅ ḓ ᾅ ך ӥ ╬. 

 
A03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  
All transport -  and travel -  related services, including public transport and tourism boards. All 
entertainment -  and leisure - related services, including museums, festivals and gyms. All 
shops, incl uding online retailers , opticians, hairdressers and estate agents. All restaurants and 
fast food chains, including cafes and bars.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

A04. ḅӭ„/‾ ╩ᵽ  
╛Ὸ, ₅ , TV,  ḓ ᵰ , , ќᾅ, Ӱּת פ  , ͙  ᵰ . 
 
A04. Media / Entertainment  
Music, film, television, publications & media, books, news, digital platforms, other media.  
 

A05. ἲẈ■ ἉẈᾂ/B2B(Business to Business)  
ᶛӧ Ữ‰♠ ̑̑ Ἄẋᾅ, ḹᵉ, ͔ ╔, B2B ͙ ὥ, ἒ  ḓ ♣ᶷ Ἄẋᾅ, ͙  ẋּנѱᾅ Ἄẋᾅ, ϿṨ ḓ ͙‰ 
᷾ѱ ╪Ἢ. 

 
A05. Consumer Services / Business to Business  
All commercial public services, Legal, financial, B2B technology, consultancies & professional 
services, other business services, internal & corporate communications.  
 

A06. Ẉ₂ᵖ/■Ἅ ѻ /♩ṥ 
♬Ṩ, ̑ Ṓ, NGO, ̱ ҍ, ▫ἐ Ѿ , ẋ₅ᵙ Ѿ . 
 
ᶛӧ CSR ▬╘ ̕ᴐ Ṩᶷ ḓ/֞Ѥ ἠἪ D. ҵ♣ ḓ ҹ ̯╥ D02. ͙‰ ᶜ  ḓ Ợ ♠ ▐ 
̆ᵙ⁄ ‒ ѱѻ 

 
A06. Not - for - profit / Charity / Government  
Government, public information, NGOs, military, charities, non - profit organisations . 
 
All CSR work should be entered in the relevant sector and/or D02. Corporate Purpose & Social 
Responsibility category in section D. Challenges & Breakthroughs  
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B. Џ 
╪ ̆ᵙ╥ ▬ ᾔỢ ͙ר╘ Ữ˞מ ᵙ⁄╪ ẋ ̓ В ᾐ░ѱѻ. 
 

B. Channels  
Work in these categories will be judged on commerce creativity and channel innovation.  
 

■ᴫ 
Materials  

B01. ἲἨ/╩ ᴱ†Ἁ ừ˛כ 
ἵἫ פ ╙ ↔ ⁴ ̆ˍ╙ Ϟ‡ө╪̆ ẋּנѱᾅ Ἓ̓ᵑ ╪Ϟ‡ϿѤ ▬. 
 
B01. Social / Influencer Commerce  
Work that harnesses social platforms to engage consumers and drive business results.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

B02. ᶘḒ╪ דҲ ừ˛כ 
̆ˍ ⁴♬ ♠ ╪⁄ἹᴴἪ╥ ᵙ מ˞ҍ, Ữ‰♠ Ἓ̑╙ ╪Ϟ‡ Ё ᶛḕ▀ Ữשּ ⁴ , Ẅ ↔. 
⁴͙⁄Ѥ ‍, ∩ᴌ, ṒỮ ᴛ͎ע, ╥Ἓ(hyper convenience) Ӯ╪ Ӊ ὡ ▓ᾋѱѻ. 
 
B02. Mobile - led Commerce  
The creative application of mobile commerce solutions which led to the optimisation of the 
customer journey, increased engagement and commercial success. This may include, but is not 
limited to apps, wallets, reward programs and hyper convenience.  

B03. ‾ ╩ᵽ  ừ˛כ 
₉͙  ᶣ  Ўᾕ̓ Ẅנӥ ˿ ⁪ ₮ᵾᾅ מ˞  ╙ ╬ᶀ  ╥ ᵰϚױ⇔ . ◑  

, ᴝ ▀ Ῥ‡ , ˭ ╪Ḓ, ᾅ , ╛Ὸ, ̋ Ữ Ἕ́ Ӯ . 
 
B03. Entertainment Commerce  
The seamless integration of transactional commerce and entertainment content through 
unexpected partnerships and brand experiences. This may include, but not limited to, long - form 
content, retail theatre, gaming, sports, music, virtual worlds, etc.  
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B04. ₦Ѯ Џ ừ˛כ 
תӰּ ױ⁴  В̓ ᶹᵙ♠ В╙ ̓♠╖ᴛ ⁴ ∩  ̆ˍ˿ ̓ ♣ ═╙ Ⱡ̑ Ѥ ▬. 
 
B04. Omnichannel Commerce  
Work that effectively integrates multiple digital and physical channels to provide exceptional 
customer experience and conversion.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

B05. ּקἳ ̫ Ѩ  ừ˛כ 
▐ˁ ▓Ѥ ἵẋ ḓ Ỹụ, ◑, ˿ Ⱡ ᶛҨ(ּס, Ṓ ) ˿ ♠╬ ḤἾ ₪Ἢ, ͙ᶹ ̕ᵙ, Ⱡ  Ữ˞מ 
Ӯ╙ . 
 
B05. Sustainable Commerce  
This could include, but not limited to, responsible consumption and production, packaging, 
economic models (ie  replenishment), environmentally friendly shipping options, waste 
management, commerce for good, etc.  

B06. ᾍ♅╩ ᵭ  ở↑ 
Ựᴠ˞Ϯ ͙Ⱶ╥ ͙ὥ, פ , ᵰ  ֞Ѥ В╥ Ҷ ♠ Ợ↔╙ Ṓ⁴ לѤ Ữ˞מ ▬. 
 
B06. Innovative Use of Media  
Commerce work that demonstrates the inventive use of new or existing technology, platforms, 
media or channels.  
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„−Ӣ Ҷῳʷ͖ 

C. ⁭ 
╪ ἠἪ╥ ᵙ⁄╪ Ẅ Ữ˞אַ ╘▬ מ╙ Ϟ‡ө╪̆ ᵰ Ѥ ˦⁄ ♩╙ ᵭ ‒ . 
 

C. Engagement  
Creative  commerce work in this section should focus engaging and captivating audiences 
both online and offline.  
 

■ᴫ 
Materials  

C01. ˯ , ╩ở╧ , ̄ ╩  
Ợ↔▫╥ ὕ  ˿ ╙ Ữ ̆ ⁴ᵑ ┬ҵ ⁴ ẋּנѱᾅ ᶜ ᵑ ҀἛ Ѥ ҿ♠ . 
 
C01. Targeting, Insights and Personalisation  
Dynamic content ̥̙̥̒ ̖̟̣̙̖̤̔̚ ̥̙̖ ̦̤̖̣Я̤ ̡̡̤̙̠̟̘̚ ̡̖̩̖̣̖̟̖̔̚ ̟̒̕ ̧̣̖̤̕̚ ̖̟̘̘̖̞̖̟̥̒ ̥̠ 
achieve business results.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

C02. ᵭ◌ ϼ ˼  
₡ ἵᵰ ᴛᶛἪ, ᵰ◑ Ӱᾅ ╬ג ᴆ╪, ‰ ᵰ◑ ḓ ╪ḿ , Ⱡ  Ỵ ᵠ/ᾎ  Ợ↔, ♬  Ⱡ  Ӯ 

. 
 
C02. In - Store Experiences  
This could include, but not limited to, offline retail promotions, store displays, pop - up stores 
and events, product sampling / trial, limited edition products, etc.  
 

C03. ̃ˊ ӣ Ḑ ┘ּק 
̆ˍ╙ ┬  ֞Ѥ ┬ּת ̆, ̆ ˍ ҿ╙ ◑ᴎ ᶒ, ♣ ʺ מ˞  ᵑ ּשҍ ҵᴜ ̆Όӈ ₣ג╬ ḓ ₡  ╬ג
▬. ⁴͙⁄Ѥ ᴛᶛἪ, ˿ ₡תּ ,☺ ᾗ, ‍ ḓ ἵἫ  Ӯ╪ Ӊ ὡ ▓ᾋѱѻ. 

 
C03. Customer Acquisition & Retention  
Online and offline work designed to attract or maintain customers, encourage customer 
activity  and increase overall transaction value. This may include, but is not limited to, 
promotions, competitions, geofencing, app and social integration etc.  
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„−Ӣ Ҷῳʷ͖ 

C04. ᶆ ḯᾂ, љ p …ᵖ , ᾍ  ͖ ὢ  
Ữ˞מ Ͽ ͙ὥ╥ ˿́ᵑ ᵙ⁄╪ Ẅ╖ᴛ Д Ѥ ᶟ░  ˿ . AI, AR, VR, ≢‡ױẇ ͙ὥ ḓ ᶛḕ▀ ͙͙, 
╛Ἓ ͙ὥ, ẇᴜ ╬ ͙ὥ, ⌠3, ˭ ▐ , ̋ Ữ Ἕ́, ᶉ Ḳᾅ ḓ ͎ ḗ╥ ᶛӧ ᾐ פ   Ӯ╙ . ͙ 
Ѿ́ ͙ὥ╥ ᾎⱠ ╘ Ӈּת Ώ╛. 

 
C04. Metaverse, New Realities & Emerging Tech  
Immersive experiences that creatively push the boundaries of technology within commerce. 
This may include but not limited to AI, AR, VR, wearable tech and mobile devices, voice 
technology, blockchain technology, Web3, gamification, virtual worlds, metaverse and all other 
emerging platforms. Does not include prototypes of early - stage technology.  

 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

C05. ♆■ừ˛כ ≥ở╧ /  
∩  ♣▫Ữ˞מ B2B/B2C ⌠Ợ╪  ֞Ѥ ‍ . ᵰᵑ ֿב ͙ ─  ⌠Ợ╪ /‍╥ ∟  Ợ↔▫ 

˿ , ͙ ѫ ḓ ♣ ═ Ӯ╪ . 
 
C05. eCommerce Websites / Apps  
The creation of exceptional eCommerce B2B or B2C websites or apps . This may include, but is 
not limited to, the seamless user experience, functionality and the conversion rate of the 
website  /app in order to drive sales.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

· URL 
 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
· URL 

 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· Digital Supporting 
Content  

· Digital Supporting 
Images JPG  
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„−Ӣ Ҷῳʷ͖ 

C06. ˷♫ ἶᴱἧ 
˺Ⱡ ἹᴴἪ╥ ᵙ⁄╪ Ẅ Ợ↔. ἵ ≢‡ ḓ ‍, ẇᴜ ╬ ͙ὥ,    , NFT, ɒ ḕ▀ ∩ᴌ ḓ ṒỮ 
ᴛ͎ע ▫ҿ , ̾  ─▐, ╥Ἓ ḓ לᶷ Ḳ  Ӯ╙ . ͙ Ѿ́ ͙ὥ╥ ᾎⱠ ╘ Ӈּת Ώ╛. 

 
C06. Payment Solutions  
Creative use of payment solutions.  This could include, but not limited to, software & apps, 
blockchain technology, cryptocurrencies, NFTs, mobile wallets and reward programs 
automation, delegated authority, hyper - convenience and order buttons. Does not include 
prototypes of early - stage tec hnology.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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„−Ӣ Ҷῳʷ͖ 

D. Ҳ♆ Ḑ Ҷ ̬ 
ͤ╪ ▓Ѥ ᶷ ♠ ╬Ợ╪ ╪⁄‫Ѥ ᵙ ╙Ṓ♠ Ợ̆ᵑ  Ỹᶘבֿ ,דᵱ ♠⁵תּ , Ẅ╪̆ ᾐ♠╬ 
▬. 

 

D. Challenges & Breakthroughs  
Creative and innovative work which is brought to life through deep cultural insight, regional 
context and progressive thinking.  
 

■ᴫ 
Materials  

D01. ἲἨ Ҽ Ḑ ʃ ♅ ╩ở╧  
/אַ ♬ ᷾ѱ ⁄Ἄ ₅ˁ╙ Ḛῷ ╬ᾏ ʺѫ  ἵἫ ҿ ֞Ѥ ᶷ ♠ ╬Ợ╪ ᵑ ḛ♣ᾎ  ▬. 

 
D01. Social Behaviour  & Cultural Insight  
Work inspired by a specific audience / community, hinging on identifiable social behaviour or 
cultural insights.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 
 

D02. ͖‭ ᶙ♅ Ḑ ở ♅ ▄ 
Ợ , ┼ᵙ, ˿ ᶷⱠᵑ ѻᴴѤ ᶜ♠ ּת ♠ ▬/Ẅנӥ ҿל╥. ▬╘ Ẅנӥ╥ ᶜ♠╪ ̆ˍ╙ 
ᶷ ⁄ ⁷˺ ╖ᴛᾬ ‡֒˭ ʺ ᵑ ̆ ּ⁵תỢ ⁄ ₅  .ѱѻ ‒‡ל Ṓ⁴ תѤּ‴ל ╙
 
D02. Corporate Purpose & Social Responsibility  
Purpose driven work / brand activism that address social, ethical and environmental issues. 
The work  should demonstrate how  ̥̙̖ ̣̟̓̒̕Я̤ ̡̡̦̣̠̤̖ ̙̤̒ ̣̖̥̖̔̒̕ ̧̝̦̖̒ ̟̒̕ ̡̞̥̖̒̔̚̕ 
communities by connecting customers to culture.  
 

D03. ᾋ◌ ̧  ב
╞ᴛḶ ᶷⱠ⁄ ҍ͒/⁵תּ/תּ ♬ⱳ ╙ר♣ ⁴ ̆ ̆ˍ⁄ ҍ  Ḥᴎᵑ Ṓ⁴ לѤ ʺ⇔ҥ Ẅנӥᵑ 
♣Ҁ Ѥ Ựᴛ⇔ Ḣḹ╙ ὡ↔  Ẅנӥ. 
 
D03. Market Disruption  
Brands that have creatively adapted their strategy in response to local / regional / global issues, 
embracing new ways of delivering their brand while showing consideration for the consumer.  
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„−Ӣ Ҷῳʷ͖ 

ᵖ›╧ ẁ Ң╧           
Creative Data  

  Creative Data  

ᵙ⁄╪ Ẅ ҥ╪  ᾅ ╪ ᾅѤ ῷ╪Ӱ‡₮ ♬Ṓ╥ Ữ  .Ѥ Ữ░ѱѻתּ‡ל ⁄↔▬
 

▬╘ ҥ╪ ╥ ᵙ⁄╪ Ẅ ↔, Ἅ, ṪἍ ֞Ѥ ╞↔╖ᴛ ▬╪ ‡֒˭ ˌἐӇ‴Ѥּת ֞Ѥ ‡֒˭ ╪ᵑ ͙ḙ╖ᴛ Ѥּת Ṓ⁴ ל‡‒ 
ѱѻ. ῷ╪Ӱ‡╥ ᾔ⁄ ҥ╪ ╥ ᵙ⁄╪ Ẅ ↔╪ ▓‡‒ ᶒ, ˺ ̓/₅ ╪ ᶘ ̆ ̆ ‒ ѱѻ. 

 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 30% ♣30% ,ר ҥ╪  Ợ↔, 20% ῷ╪Ӱ‡, 
20% ₅  ḓ ˺̓. 

· ἐ  ̆ᵙʺ ⁷̕Ἓ╪ ▓Ѥ  ҿ▀ ▬ ╙ ᵙ⁄╪ Ẅ ҥ╪ ⁄  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. 
 

The Creative Data Spikes celebrate the interplay of ideas and information.  
 

The work will need to demonstrate how the work was enhanced or driven  by the creative use, interpretation, analysis or 
application of data. The creative use of data  must sit at the core of the idea, and the results / impact must be clear and robust.  
 

· A number of criteria will be considered during judging and weighted as follows: 30% strategy; 30% use of 
data; 20% idea; 20% impact and results.  

· There is no overall limit to how many times the same piece of work can be entered into Creative Data as long 
as the categories chosen are relevant.  

 

A. ᵖ›╧ ẁ Ң╧  
A. Creative Data  

■ᴫ 
Materials  

A01. Ң╧  ˃  ᵖ›╧ Ẉ  
ˌ╬  ḓ ╬ ן ẋ  Ӯ╙  ҥ╪  ֞Ѥ ҥ╪  ͙ḙ Ḣḹ╥ Ợ↔╙  ỮӇѤ ᵙ⁄╪ Ẅ 
▬. ̆ ˍ˿ ̓ Ἓ̓ᵑ ᶛӎ ˌἐ ѻѤ ♩╙ Ṓ⁴ ל‡‒ ѱѻ. 

 

A01. Data - enhanced Creativity  
Creative work elevated through the use of data or data - driven methods. This may include, but 
not limited to, personalisation  and interactivity. The enhancement should demonstrably 
improve both the customer experience and the outcome.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 
 
 

A02. Ң╧  ͖ Ḗ ˯  
ᵙ⁄╪ Ẅ  ҥ╪  Ợ↔ ֞Ѥ Ἅ╙  ̓♠╬ ˲  ̯ . ▬╘ ҥ╪ ʺ ‡֒˭ ́ ♠ 
˲ ⁄ ͙⁴ Ѥּת, ˲, Ẅנӥ ᶉᾎּת ֞Ѥ В╙ ♬╥ Ѥ ҥ ҵ∑╪ ӇѤ ַא⅝ ╪Ợ╬ ♠װ♬  ᵑ 
Ⱡ̑ Ѥּת, ̩ ╬ ᵑ ˌἐ ˞Ϯ ᾎ◑⁄Ἄ╥ Ẅנӥ ─Ữ╙ и₄Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 
 

A02. Data - driven Targeting  
The creative use or interpretation of data to deliver effective targeting . The Work  should 
demonstrate how data contributed either to programmatic targeting or provided a key 
quantitative insight that helped define the target brand message or channel, allowed for 
̖̥̥̖̣̓ ̡̖̣̤̠̟̝̤̥̠̟̒̒̚̚ ̠̣ ̟̣̖̤̖̔̒̚̕ ̒ ̣̟̓̒̕Я̤ ̡̠̤̥̠̟̚̚ ̟̚ ̥̙̖ ̞̣̜̖̥̒˟ 
 

A03. Ң╧  ͖ Ḗ ἲẈ■ ♫  
ҥ╪ ₮ ⱳỢᵑ Ợ↔ ⁴ ᵣө‡ֿב ᶹᵙ♠ Ⱡ ╪Ϯ Ӱּת  Ⱡ . ҥ╪ ʺ Ⱡ  ˌḛ⁄ ‡֒˭ ͙⁴ ̆ 
Ⱡ ╪ ẋּנѱᾅ ᶜ ᵑ ‡֒˭ ⱴ Ѥּת ᶘ  Ṓ⁴ לѤ ▬. Ⱡ  ˌἐ⁄ ͙ḙ  ᵰ  ҥ╪ ₮ 
╪ἶ♠ ҥתּ ʺ ᾔỢӋѱѻ. 
 

A03. Data - driven Consumer Product  
Physical or digital products created using data and research. Work which clearly 
demonstrates how data has contributed to the development of the product and how the 
product met business objectives. Sales data and ongoing data based product improvements 
wil l be considered.  
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„−Ӣ Ҷῳʷ͖ 

A04. Ң╧  ᾂ ᵖ ᵝ 
ˆᴏ  Ẅנӥ ἌỢᵑ ♣Ҁ Ѥ ᵙ⁄╪ Ẅ ҥ╪  Ợ↔. ▬╘ ҥ╪  ͙ḙ ╬Ợ╪ ʺ ἵẋ▫ 
⁴ᵑ ‡֒˭ ѥᴕѤּת ֞Ѥ ҥ╪ ⁄Ἄ ҵ ӈ ᶉᾎּתᵑ ‡֒˭ Ⱡᾎ ⁴ Ἓ̑♠╬ Ẅנӥ/ἵẋ▫ 
ᾅ ᵙᵑ Ⱡ̑ Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 
 

A04. Data Storytelling  
The creative  use of data to convey a powerful brand narrative. The work should show how 
data driven insight increased consumer engagement or how messages derived from data 
were presented to provide successful brand / consumer stories.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

A05. Ң╧  ᾋʸ  
ṓ◌  ҥ╪ ╥ ᵭ  ᾎʻ ᵑ  ᶘ ̆ ═♠╖ᴛ ἵẋ▫⁄˭ ♬Ṓᵑ ♣Ҁ ╖ᴛᾬ ҿ ṉ  
┬ҵ. ₣ג╬ ҿ♠, ♬♠, ╬ ן Ẅ ֞Ѥ ᾒᾎʼ ╬ מ͎ ̓ ᾎʻ♠ ἒ ᶹ ḓ Ἓ  Ӯ ₡  ╬ג
ᾎʻ  . 
 

A05. Data Visualisation  
Bespoke visualisations  of complex data that communicates information clearly and efficiently 
to consumers in a way that led to a change in behaviour. This includes but is not limited to  
online dynamic, static, interactive or real - time infographics and offline visualisations suc h as 
visual installations and activations.  
 

A06. Ң╧  ͖ ὢ 
ᶛҨ, ҵ̯, פ , ‍, ῼ̆ᵙּצ Ӯ ҥ╪  ͙ḙ ͙ὥ╥ ᶛӧ ᾏ. ▬╘ ҥ╪  ͙ὥ╥ ╞↔╪Ϯ ḛᶘ╪ 
ᵙ⁄╪ Ẅ ᶉᾎּתᵑ ‡֒˭ Ữᾎ Ѥּת Ṓ⁴ ל‡‒ ѱѻ. ▬╘ ҥ╪  ͙ὥ╙ ╪↔  ╬ 
ˌἐ Ḣḹ╙ ᶘ ˭ ἒᶘ ‒ ᶒ, ַא, ᶉᾎּת, В, ♣Ҁ Ḣᾏ⁄ ҍ  ▫Ἕ  Ͽ↔╙ ‒ ѱѻ. 
 

A06. Data - technology  
All forms of  data driven technology, including but not limited to, models, tools, platforms, apps 
and algorithms. The Work  must demonstrate how the application or invention of data 
technology enhanced a creative message . The work should clearly illustrate how the data 
technology improved a campaign, including a breakdown of audience, message, channels 
and delivery.  
 

A07. ᾏᾋʹ Ң╧  ở↑ 
ҿ♠ ᵑ Ⱡ̑ ˞Ϯ ּתἶ♠ ἵẋ▫ ́̕ᵑ ʺѫ  Ѥ ҥ╪ ╥ ᾒᾎʼ ỸἛ ֞Ѥ Ợ↔. ▬╘ 
ᾒᾎʼ ҥ╪ ₮ ᵙ⁄╪ Ẅ ˺̓ᶹ╥ ḙ╞♠ ́̕ᵑ ᶘ  Ṓ⁴ ׂש╖ᴛᾬ ҥ╪ ʺ ▬╥ ̕ᴐἛ, 
♠ᾎἛ, ̩ ╬ ᵑ и▐╖ᴛᾬ ἵẋ▫ ˿ ╙ ‡֒˭ ˌἐ Ѥּת ᶘ  Ṓ⁴ ל‡‒ ѱѻ. 
 
A07. Use of Real - time Data  
Data created or used in real - time that provides dynamic content or enables an on - going 
consumer relationship. The Work should clearly demonstrate the responsive relationship 
between real - time data and the creative  output, showing how the data improved the 
consumer experience by making the work more relevant, timelier or personalised.  
 

A08. ἲἨ Ң╧  Ḑ ╩ở╧  
Ϯ ᷾ѱ╪אַ ♬ ᵑ ˲ ˞Ϯ Ϟ‡ө╪˞Ϯ ́̕ᵑ ḛ♣ᾎ ͙ ─  ἵἫ ḈӰ‡ פ ⁄Ἄ 
Ṋ  ỸἛӈ ҥ╪ ╥ ᵙ⁄╪ Ẅ Ἅ. ἵἫ ҥ╪ ₮ ̕ᴐ ˲  Ḣḹ╥ ♣ר♠ Ợ↔╙  ╘‫ 
╬Ợ╪ ʺ ᾔỢӋѱѻ. 
 
A08. Social Data & Insight  
The creative interpretation of data specifically generated from social media platforms in order 
to target, engage or develop a relationship with a specific audience or community. Insights 
gained through the strategic use of social data and associat ed targeting methods will be 
considered.  
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A09. ᵖ›╧ ẁ Ң╧  Ὕֿפ Ḑ ⁴̬ 
җ ˆᴏ  Ẅנӥ ♣ר╙ ᾒ ͙ ─  ὡ ӈ ҥ╪  ͙ḙ ⁷̯(ᾎ◑ ⱳỢ ), ҥ╪  ἵᾗ ḓ/֞Ѥ 
ҥ╪  ︡́. ▬╘ ἐ  ᴛἝᾅ, ⱳỢ Ḣḹᴝ, ͙ ὥ, В ḓ/֞Ѥ ᵙἵᾅʺ ♣  Ἓ̓⁄ ‡Ԑ ₅ ╙ 
Ḉ Ѥּת ẖ︠′╪ ἒᶘ ‒ ѱѻ. 
 
A09. Creative Data Collection & Research  
Data - driven research (including market research), data sourcing and/or data aggregation, 
carried out in order to deliver a stronger brand strategy . The Work  should thoroughly outline 
how the selected processes, research methodologies, technologies , channels and/or 
resources influenced the overall outcome.  
 

 
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

A10. Ң╧   
╪ҥ ױ⁴  ᾅ ᵝ╙ ⁴ ᵙ⁄╪ Ẅ ╬ ֞Ѥ Ẅנӥ ♣ר╥ ́  Ѿ́Ṩ  ♣Ҁ Ѿּ́ͥת 
Ựᴛ⇔ ╬Ợ╪  Ⱡ̑. ⁴͙⁄Ѥ ѻ‚  ἵᾅᴛṨ ╥ ҥ╪  ὡ︡, ╔ , ͙ ὥ ּת∟ ̓ ҥ╪  ᾅ ᵝ 
⁷˺ Ӯ╪ Ӊ ὡ ▓ᾋѱѻ. 
 
A10. Data Integration  
The integration of multiple data streams to provide new insights from planning through to 
delivery of a creative campaign or brand strategy. This may include, but is not limited to, data 
collection, fusion, technology - enabled integration of data from various sources and 
conn ecting data streams.  
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ᵖ›╧ ẁ ̐           
Creative Effectiveness  

  Creat ive Effectiveness  

ᵙ⁄╪ Ẅ ̓ ᾅ ╪ ᾅѤ ᵙ⁄╪ Ẅ ▬╥ ♬ ʺѫ  .Ѥ Ữ░ѱѻתּ‡ל ⁄̓ 
 

▬╘ ᵙ⁄╪ ẋ ⁄ ͙ḙ ἐ ˭֒‡ ╪ר♣ ♠̓   ẋּנѱᾅ ᶜ ᵑ ҀἛ ̆, ͗ ♬♠╬ ̆ˍ Ἓ̓ᵑ ‡֒˭ ᵣө‡ І╖ᶒ, 
◑͙♠╖ᴛ ּתἶ ʺѫ  ẋּנѱᾅ ₅ ╙ ╪Ϟ‡ ІѤּת Ṓ⁴ ל‡‒ ѱѻ. 
 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 25% ῷ╪Ӱ‡, 25% ♣₅ 50% ,ר  ḓ ˺̓. 
· ᴎᶔ ▬╪ ╪♣ 3 ╥ ᾅ ╪ ᾅ ῷᾎῷ ᾅ Ḷ ַא Ϯ⁄Ἄ ̆Ữ╙ Ḛ˞Ϯ ꜙ Ṓ⁄ ₤י‡‒ ѱѻ. 
· ᵙ⁄╪ Ẅ ̓⁄Ѥ ҿ▀ ▬ ╙ 3  .ὡ ▓ᾋѱѻ  תּͥ
· ѻᵣ Ю˲˟ ᴝ⁄╪ Ẅ ̓: ṨᶷЯ⁄Ѥ ҿ▀ ▬ ╙  Ḵᵣ  ὡ ▓ᾋѱѻ. 

 

The Creative Effectiveness Spikes celebrates the measurable impact of creative work.  
 

The work will need to demonstrate how an effective strategy rooted in creativity has met its chosen business objectives, 
generated positive customer outcomes and driven sustainable business impact over time.  
 

· A number of criteria will be considered durin g judging and weighted as follows: 25% idea; 25% strategy; 50% 
impact and results.  

· To be eligible your work must have won or been shortlisted at one of the previous three Spikes Asia festivals.  
· The same piece of work can be entered up to three times in  Creative Effectiveness.  
· ˹̨̧̠̖̖̣˝ ̥̙̖ ̤̞̖̒ ̡̖̖̔̚ ̠̗ ̨̠̣̜ ̞̪̒ ̠̟̝̪ ̖̓ ̖̟̥̖̣̖̕ ̠̟̖̔ ̟̚ Ю˲˟ ˴̧̣̖̥̖̒̚ ˶̧̗̗̖̥̖̟̖̤̤̔̚˫ ̖̥̠̣̤̄̔Я˟ 

 

A. ᵖ›╧ ẁ ̐: ṥᶴ 
╪ ἠἪ╥ ▬╘ ♬ Ṩᶷ⁄Ἄ ҀἛӈ ̓Ἓ̓ ҉ ▬╪ ᶜ ₮ ᶜ♠╙ ҀἛ ֞Ѥ ̓ Ѥּת 
⁴Ṩ⁄ ♩╙ ᵭ ‒ ѱѻ. 
 
╪ ἠἪ⁄Ѥ ҿ▀ ╙  Ḵᵣ Ⱡ  ὡ ▓ᾋѱѻ. 
 

A. Creative Effectiveness: Sectors  
Work in this section should focus on effectiveness achieved in a particular sector, and whether 
the work achieved or exceeded its objectives and goals.  
 
The same entry can be submitted only once in this section.  
 

■ᴫ 
Materials  

A01. ἲẈ◐ 
ᾏ  ḓ ╛ᴮ, ⅞ᾒ ↔ , ἵ ↔ , ͙  ʺ♬↔ Ⱡ , ͙  FMCG, ╥ᵆ ḓ  ἝἌᵙ, ̋ ̯, ἵẋ▫ ʺ♣, 
▫ҿ  ḓ ▫ҿ  Ⱡ  ḓ Ἄẋᾅᵑ  ▀Ữ ἵẋ◓₮ Ͽ̯ ἵẋ◓. 
 
ᶛӧ ᾅ ӥ ▬╘ A03. ⁴ , ᴆ♇, ἵᵰ, ᴆᾅ ḓ ᾅ ך ӥ ╬⁄ ‒ ѱѻ. 
 
A01. Consumer Goods  
All fast moving & durable consumer goods, including food and drinks, toiletries, cleaning 
products, other household goods, other FMCG, clothing and accessories, furniture, consumer 
electronics, cars and automotive products & services.  
 
All fast food  entries should go in A03. Travel, Leisure, Retail, Restaurants & Fast Food Chains.  
 

Ὕ 
 ᾏ‚ ╬ג₣ ·
· ̆ˍ ᾍ╬Ἄ 

 

Ἅ  ở  
· URL 
· Ṩᴜ 
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Online Form  
· Client Approval Letter  

 
Optional  

· URL 
· Appendix  
· Digital Supporting 

Images JPG  

A02. ᾂ „ 
Ⱡ–, OTC – , ɣ ˆ. 
 
▫ἐ Ѿ /ẋ₅ᵙ ͙̕╙ ҍỮ╖ᴛ Ⱡ▬  ▬╥ ˿↕ A06╖ᴛ ‒ ѱѻ. 
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A02. Healthcare  
Pharma, OTC drugs, wellness.  
 
If the work has been created for a Charity/NFP then this should be entered into A06 . 
 

Ὕ 
 ᾏ‚ ╬ג₣ ·
· ̆ˍ ᾍ╬Ἄ 

 

Ἅ  ở  
· URL 
· Ṩᴜ 
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Online Form  
· Client Approval Letter  

 
Optional  

· URL 
· Appendix  
· Digital Supporting 

Images JPG  

A03. ⁭ , ᴃ♄, ἲᵭ, ᴃᾂ Ḑ ᾂ ח Ӣ ╩ 
ҍַא ̪  ḓ ̛̕ ╙  ᶛӧ ̪  ḓ ⁴  ̕ᴐ Ἄẋᾅ. Ḗᶹ̕, ᾅ Ḷ, ᾅ ᴁ╙  ᶛӧ 
⁪ ╬ᶀ  ḓ ᴆ♇ ̕ᴐ Ἄẋᾅ. ₣ג╬ ἵᵰỮ, Ό˿♩, Ḉ↔ᾒ, Ṩҿụ ַאˌἵᵑ  ᶛӧ ᵰ◑. 
₮ ὥ︡╙  ᶛӧ ᴆᾅ ḓ ᾅ ך ӥ ╬. 

 
A03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  
All transport -  and travel -  related services, including public transport and tourism boards. All 
entertainment -  and leisure - related services, including museums, festivals and gyms. All 
shops, including online retailers , opticians, hairdressers and estate ag ents. All restaurants and 
fast food chains, including cafes and bars.  
 

A04. ḅӭ„/‾ ╩ᵽ  
╛Ὸ, ₅ , TV,  ḓ ᵰ , , ќᾅ, Ӱּת פ  , ͙  ᵰ . 
 
A04. Media / Entertainment  
Music, film, television, publications & media, books, news, digital platforms, other media.  
 

A05. ἲẈ■ ἉẈᾂ/B2B(Business to Business)  
ᶛӧ Ữ‰♠ ̑̑ Ἄẋᾅ, ḹᵉ, ͔ ╔, B2B ͙ ὥ, ἒ  ḓ ♣ᶷ Ἄẋᾅ, ͙  ẋּנѱᾅ Ἄẋᾅ, ϿṨ ḓ ͙‰ 
᷾ѱ ╪Ἢ. 

 
A05. Consumer Services / Business to Business  
All commercial public services, Legal, financial, B2B technology, consultancies & professional 
services, other business services, internal & corporate communications.  
 

A06. Ẉ₂ᵖ/■Ἅ ѻ /♩ṥ 
♬Ṩ, ̑ Ṓ, NGO, ̱ ҍ, ▫ἐ Ѿ , ẋ₅ᵙ Ѿ . 
 
͙‰╥ Ợ ♠ ▐⁄ ҍ  ᶛӧ ▬╘ ̕ᴐ Ṩᶷ ḓ/֞Ѥ ἠἪ B. ѻַא ᾎ◑ Ṩᶷ╥ B03. ἐ╙ ─  
ᵙ⁄╪ Ẅ ̓ ̆ᵙᴛ ‒ ѱѻ. 

 
A06. Not - for - profit / Charity / Government  
Government, public information, NGOs, military, charities, non - profit organisations.  
 
All corporate social responsibility work should be entered in the relevant sector and/or B03. 
Creative Effectiveness for Good catego ry in section B. Multi Market.  
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B. ᾋ◌ 
╪ ἠἪ╥ ▬╘ ▬╙  Ẅנӥʺ ἐ ӈ ᾎ◑⁄Ἄ ‡֒˭ ᶜ ᵑ ҀἛ Ѥּת Ṓ⁴ ל‡‒ 
ѱѻ. 

 

B. Market  
Work in this Section should demonstrate how the work enabled the brand to effectively 
achieve their objectives in a chosen market.  
 

■ᴫ 
Materials  

B01. ѻ╪ ᾋ◌ 
ᾔ⁄ Ѿ▀ ♠ ᾎ◑╪ ▓Ѥ Ѿ▀ ᾎ◑⁄Ἄ ̯ ӈ ▬. ▬╘ ♠ ᾎ◑⁄ ᵭ˭ ▬╪ ‡֒˭ 
ᵙ⁄╪ Ẅ╖ᴛ ̆ΌӇ‴Ѥּת₮ ‡֒˭ ᾒֿפ♠ ẋּנѱᾅ ˺̓ᵑ ҀἛ Ѥּת ἒᶘ ‒ ѱѻ. 

 
B01. Single Market  
Work that has been implemented in a single market with a single target market at its core. The 
work  should describe how it  was creatively designed for the target market and how the  
tangible business results achieved.  
 

Ὕ 
 ᾏ‚ ╬ג₣ ·
· ̆ˍ ᾍ╬Ἄ 

 
Ἅ  ở  

· URL 
· Ṩᴜ 
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Online Form  
· Client Approval Letter  

 
Optional  

· URL 
· Appendix  
· Digital Supporting 

Images JPG  

B02. Ѹׂש ᾋ◌ 
̯ ᾎ◑⁄Ἄ ױ⁴ ӈ ▬. ▬╘ ѻַא ᾎ◑⁄ ᵭ˭ ‡֒˭ ̆ΌӇ‴Ѥּת₮ ‡֒˭ ᾒֿפ♠ ẋּנѱᾅ 
˺̓ᵑ ҀἛ Ѥּת ἒᶘ ‒ ѱѻ. 
 
B02. Multi Market  
Work that has been implemented across multiple markets . The work should describe how it 
was designed for multiple markets and how  the tangible business results achieved.  
 

B03. Ἅ╖ ⌐  ᵖ›╧ ẁ ̐ 
ᾔ⁄ Ợ ♠ ᶜ ʺ ▓Ѥ ᵙ⁄╪ Ẅ ▬╥ ♬ ʺѫ  ₅ Ѥ Ữ. ▫ἐ Ѿתּ‡ל ⁄ , ẋ₅ᵙ ֞Ѥ 

♬Ṩ ͙̯ ֞Ѥ ẋ₅ᵙ ⱳֹ̓ו╥ ᴏ╙ Ṓ⁴ ת ὡ ▓Ѥ Ẅנӥᵑ ─  ▬╪‡‒ ѱѻ. ▬╘ 
╬╪ ᾒֿפ♠ ˺̓ᵑ ‡֒˭ ╪Ϟ‡ ІѤּת, ʊ ♠ ṉ ⁄ ‬ᵡϮ ַא⅝ Ѥּת ֞Ѥ Ẅנӥ ᶜ  ҀἛ⁄ 

‬ᵡϮ ὡ♠╪‴Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 
 
B03. Creative Effectiveness for Good  
Celebrating the measurable impact of creative work with social purpose at the heart. The work 
should be for a charity, non - profit or government body or for brands who can demonstrate 
they worked in partnership with a not - for - profit organisation. The work  should illustrate how 
the campaign drove tangible results, was instrumental to cultural change or integral to 
achieving a brand's purpose.  
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C. ẁםӢ Ҳ♆ Ḑ ͖  
╪ ̆ᵙ╥ ▬╘ Ὸӈ Ẅנӥ ҵ♣╪Ϯ ͙ ⁄ ♩╙ ᵭ ‒ ѱѻ. ▬╘ Ẅנӥ╥ ♣ר♠ 
ҍ╞̓ ἐ  ♬ В ḓ ♪♩̓ ͎ ╪┬ᵑ ἒᶘ ‒ ѱѻ. 
 

C. Brand Challenges & Opportunities  
Work in these categories should focus on the brand challenge or opportunity identified. The 
work  should explain their strategic response, as well as specific channels and touchpoints 
chosen and why.  
 

■ᴫ 
Materials  

C01. ᾋᾍ͈ 
Ⱡ , Ἄẋᾅ ֞Ѥ ⱳֹו╥ ᾎᵑ ─  ᵣӧ ▬ 
 
C01. Launch NEW 
Work created to launch a product, service or organization  
 

Ὕ 
 ᾏ‚ ╬ג₣ ·
· ̆ˍ ᾍ╬Ἄ 

 
Ἅ  ở  

· URL 
· Ṩᴜ 
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Online Form  
· Client Approval Letter  

 
Optional  

· URL 
· Appendix  
· Digital Supporting 

Images JPG  
 
 
 

   
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

C02.ᵖẁםӢ ᾍ͈ 
Ⱡ , Ἄẋᾅ ֞Ѥ ⱳֹו╥ ͙Ⱶ ♬ Ἓ╥ ᵙẄנӥ/ᵙ ᴆᾎ. 
 
C02. Re- Brand NEW 
Rebrand/refresh of an existing brand identity for any product, service or organization.  
 

C03. ӣᾍ͈ 
̓♠╖ᴛ ᾐ͋ ̆ˍ╙ ┬ ˞Ϯ Ựᴛ⇔ ⁴ᵑ ╪Ϟ‡ϿѤ ▬. ▬╘ Ựᴛ⇔ ẋּנѱᾅ ֞Ѥ 
̆ˍ ҿ╥ ּשʺᵑ Ṓ⁴ ל‡‒ ѱѻ. 
 
C03. Acquisition NEW 
Work that effectively attracts new customers or  drives new engagement . The work  should 
show an increase in new business or customer activity.  
 

C04.┘ּקᾍ͈ 
͙Ⱶ ̆ˍ ́̕ᵑ Ữ ˞Ϯ ˆ Ѥ ▬. ▬╘ Ựᴛ⇔ ẋּנѱᾅ ֞Ѥ ̆ˍ ҿ╥ ּשʺᵑ Ṓ⁴ 
  .ѱѻ ‒‡ל
 
C04. Retention NEW 
Work that enhances or strengthens existing customer relationships. The work should show an 
increase in new business or customer activity.  
 

C05. ᾏᾋʹ Ҋ╛ 
Ἕ́♠ Ợˠ, ̑ ̑ ᶷⱠ, ͎  ḗ⁄ ἵἫ ̑┬₮ ♬ ʺѫ  ҍ╞╙ ̯ Ѥ ᾒ♠╬ ᾒᾎʼ ҿ⁄ 
ҍ╞ Ѥ ̓♠╖ᴛ ˲ ӈ ▬. 
 
C05. Real - time Response  
Effective targeted work which responds to world events, public affairs and other real - world, 
real - time activity prompting social sharing and a measurable response.  
 

C06. ּקἳ ̫ Ѩ  Ἐ̎ 
ᵙ⁄╪ Ẅ ▬╥ ◑͙♠ ₅ ︡ ͙◑ ╘▬ .Ѥ Ữתּ‡ל ⁄  ╬╪ ᾒֿפ♠ ˺̓ᵑ ‡֒˭ 

╪Ϟ‡ ІѤּת, ʊ ♠ ṉ ⁄ ‬ᵡϮ ַא⅝ Ѥּת ֞Ѥ Ẅנӥ ᶜ  ҀἛ⁄ ‬ᵡϮ ὡ♠╪‴Ѥּת Ṓ⁴ 
ˢ ⁄ ױѱѻ. ╪ ̆ᵙ╥ ▬╘ ⁴ ‒‡ל  ˺̓ᵑ Ṓ⁴ ל‡‒ ѱѻ. 
 
C06. Sustained Success  
Celebrating the long - term impact of creative work. The work should demonstrate how a long 
running campaign drove tangible business results, was instrumental to cultural change or 
̟̥̖̘̣̝̒̚ ̥̠ ̧̙̖̟̘̒̔̚̚ ̒ ̣̟̓̒̕Я̤ ̡̡̦̣̠̤̖˟ The work  in this category must show results over 
several years.  
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C07. ‭ 
ẋּנѱᾅ ᶜ  ҀἛ╙ ─  Ẅנӥ₮ ⁄╪♣ᾎ ֞Ѥ Ў ⁄╪♣ᾎ╥ ‰⁄ ӻᵐ ᵙ⁄╪ Ẅ ▬╥ 
♬ ʺѫ  ₅  Ṓ⁴ תѱᾅ ˺̓ᵑ ╪Ϟ‡ ІѤּנẋּ ♠פѤ Ữ. ▬╘ ‰╪ ‡֒˭ ᾒֿתּ‡ל ⁄

 .ѱѻ ‒‡ל
 
C07. Collaboration  
Celebrating the measurable impact of creative work that is the result of a collaboration 
between brands and agencies or partner agencies to achieve a business goal. The work  
should demonstrate how the collaborative effort drove tangible business results.  
 

Ὕ 
 ᾏ‚ ╬ג₣ ·
· ̆ˍ ᾍ╬Ἄ 

 
Ἅ  ở  

· URL 
· Ṩᴜ 
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Online Form  
· Client Approval Letter  

 
Optional  

· URL 
· Appendix  
· Digital Supporting 

Images JPG  
 

C08. ₆Ợ Ҷ ̬ 
ᾎ◑ ḓ/֞Ѥ ‰́₮ ̕ᴐӈ ᵤּת Ώ╘ ₉ụ ḓ/֞Ѥ ▫∟╙ ᵙ⁄╪ Ẅ╖ᴛ Ợ↔ ⁴ ҍ╥ ̓ . 
▬╘ Ⱡ ӈ ▫∟⁄ҵ Ṭ̯ ̆ ᾐ  ╬Ợ╪ , ₅ᵙ תּ  , ἒӦᴏ ▓Ѥ ♣ר♠ Ợ̆ᴛ ẋּנѱᾅ 

ᶷⱠᵑ ‡֒˭ ˺ Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 
 
C08. Breakthrough on a Budget  
Creative use of modest budgets and/or resources in relation to the market and/or industry to 
create maximum impact. The work should demonstrate how fresh insight, smart spending and 
compelling strategic thinking solved a business problem despite limited resources.  
 

C09. ᵘ♄ ẁםӢ 
˿☺‰ ╥  ᴏ⁄ ҍ╞ ⁴ ᵙ⁄╪ Ẅ╖ᴛ ♪͐ Ḣᾏ╙ ⱳ♬ ̆ Ữ╙ Ѥ ֿבṒ♠ Ợ̆₮ 
ᾐ♠ ᵙ⁄╪ ẋ ╙ Ợ↔ Ѥ ͙♠ ▬ ╙ ᵣө‡ϿѤ Ẅנӥ. 

 
C09. Challenger Brand  
Brands which have creatively adapted their approach in response to competitor pressure by 
challenging the status quo to create game - changing work that uses progressive thinking and 
innovative creativity.  
 

C010. ᾋ◌ ̧  ב
╞ᴛḶ ᶷⱠ⁄ ҍ͒/⁵תּ/תּ ♬ⱳ ╙ר♣ ⁴ ̆ ̆ˍ⁄ ҍ  Ḥᴎᵑ Ṓ⁴ לѤ ʺ⇔ҥ Ẅנӥᵑ 

♣Ҁ Ѥ Ựᴛ⇔ Ḣḹ╙ ὡ↔  Ẅנӥ. 
 
C10. Market Disruption  
Brands that have creatively adapted their strategy in response to local / regional / global issues, 
embracing new ways of delivering their brand while showing consideration for the consumer.  
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ᵖ›╧ ẁ ♆ץ             
Creative Strategy  

  Creat ive Strategy  

ᵙ⁄╪ Ẅ ♣ר ᾅ ╪ ᾅѤ ῷ╪Ӱ‡╥ ḕ ╪ ӇѤ ῷ╪Ӱ‡⁄ תּ‡לѤ Ữ░ѱѻ. ּר♣ ס♠ ͙ ╪ Ẅנӥᵑ ‡֒˭ ◓♬╥ ̆, 
ẋּנѱᾅᵑ ◓ ⱳ ᶒ, ἵẋ▫ ֞Ѥ җ ̛Ḹ─  ᶷ ⁄ ‡Ԑ ₅ ╙ Ḉ  ὡ ▓Ѥּת ᾔỢ ѱѻ. 
 

▬╘ ἒӦᴏ ▓Ѥ ᵙ⁄╪ Ẅ ♣ר╙ ╪Ϟ‡ Ё ∩  ẋּנѱᾅ/Ẅנӥ ̓Ⱡ Ἅ, ͙♠╬ Ợ̆, ᾐ♠╬ ᶷⱠ ˺╙ Ṓ⁴ ל‡‒ ѱѻ. 
 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 30% ẋּנѱᾅ/Ẅנӥ ̓Ⱡ Ἅ, 30% ╬Ợ╪  
͙♠╬ Ợ̆, 20% ᵙ⁄╪ Ẅ ῷ╪Ӱ‡, 20% Ἓ̓/ ˺̓. 

· ᵙ⁄╪ Ẅ ♣ר⁄Ѥ ҿ▀ ▬ ╙ 3 ▬ ▀ὡ ▓ᾋѱѻ. ѻᵣ 'A. Ṩᶷ'⁄Ѥ ҿ  תּͥ ╙  Ḵᵣ  ὡ ▓ᾋѱѻ. 
· ᵙ⁄╪ Ẅ ♣ר ᾅ ╪ ᾅ ‡√ӥ╥ Ӯᴜ ͙ʼ╘ 2022Ц 1∩ 1▀~2025Ц 1∩ 31▀ᴛ, ʺӇѤ ♣ר╪ Ӯᴜ ͙ʼ Ͽ⁄ ╛ 
ᾎ ӈ ˿↕⁄ ҉ ѱѻ. Ѿ˝ Ю˴ˡ˥ ◑͙ ♣רЯ ̆ᵙ╥ Ӯᴜ ͙ʼ╘ 2020Ц 1∩ 1▀~2025Ц 1∩ 31▀░ѱѻ. 

 
The Creative Strategy Spikes celebrates the idea behind the idea -  how strategic planning can redefine a brand, reinvent its 
business, and influence consumers or wider culture.  
 
The work will need to demonstrate exceptional interpretation of the business / brand challenge, breakthrough thinking and 
transformational problem solving that led to compelling creative strategy.  
 

· A number of criteria will be considered during judging and weighted as follows: 30% interpretation of business / 
brand challenge; 30% insight/ breakthrough thinking; 20% creative idea; 20% outcome/ results.  

· The same piece of work can be entered up to three times in Creative Strategy. However, the same piece of work 
̞̪̒ ̠̟̝̪ ̖̓ ̖̟̥̖̣̖̕ ̠̟̖̔ ̟̚ Ю˲˟ ̖̥̠̣̤̄̔Я˟ 

· For Creative Strategy Spikes Award the eligibility dates are 01 January 2022 -  31 January 2025  where the strategy 
being judged was first implemented within the eligibility period, except for category 'C04 Long - term Strategy', 
which has an eligibility period of 01 January 2020 -  31 January 2025.  

 

A. ᵖ›╧ ẁ ♆ץ: ṥᶴ 
A. Creative Strategy: Sectors  

■ᴫ 
Materials  

A01. ἲẈ◐  
ᾏ  ḓ ╛ᴮ, ⅞ᾒ ↔ , ἵ ↔ , ͙  ʺ♬↔ Ⱡ , ͙  FMCG, ╥ᵆ ḓ  ἝἌᵙ, ̋ ̯, ἵẋ▫ ʺ♣, 
▫ҿ  ḓ ▫ҿ  Ⱡ  ḓ Ἄẋᾅᵑ  ▀Ữ ἵẋ◓₮ Ͽ̯ ἵẋ◓. 
 
A01. Consumer Goods  
All fast moving & durable consumer goods, including food and drinks, toiletries, cleaning 
products, other household goods, other FMCG, clothing and accessories, furniture, consumer 
electronics, cars and automotive products & services.  
 

Ὕ 
· ♬Ṓ ҥ  

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ṩᴜ 
· ᾎỮᾏ↔ ₅Ữ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Information Deck  

 
Highly Recommended 
(Optional)  

· Case Film  

A02. ᾂ „  
Ⱡ–, OTC – , ɣ ˆ. 
 

▫ἐ Ѿ /ẋ₅ᵙ ͙̕╙ ҍỮ╖ᴛ Ⱡ▬  ▬╥ ˿↕ A06╖ᴛ ‒ ѱѻ. 
 
A02. Healthcare  
Pharma, OTC drugs, wellness.  
 

If the work has been created for a Charity/NFP then this should be entered into A06.  
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A03. ⁭ , ᴃ♄, ἲᵭ, ᴃᾂ Ḑ ᾂ ח Ӣ ╩  
ҍַא ̪  ḓ ̛̕ ╙  ᶛӧ ̪  ḓ ⁴  ̕ᴐ Ἄẋᾅ. Ḗᶹ̕, ᾅ Ḷ, ᾅ ᴁ╙  ᶛӧ 
⁪ ╬ᶀ  ḓ ᴆ♇ ̕ᴐ Ἄẋᾅ. ₣ג╬ ὕ , Ό˿♩, Ḉ↔ᾒ, Ṩҿụ ַאˌἵᵑ  ᶛӧ ᵰ◑. ₮ 
ὥ︡╙  ᶛӧ ᴆᾅ ḓ ᾅ ך ӥ ╬. 
 
A03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  
All transport -  and travel -  related services, including public transport and tourism boards. All 
entertainment -  and leisure - related services, including museums, festivals and gyms. All 
shops, including online retailers , opticians, hairdressers and estate ag ents. All restaurants and 
fast food chains, including cafes and bars.  
 

 
 Optional  

· URL 
· Appendix  
· Awards Show Film  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

A04. ḅӭ„/‾ ╩ᵽ   
╛Ὸ, ₅ , TV,  ḓ ᵰ , , ќᾅ, Ӱּת פ  , ͙  ᵰ . 
 
A04. Media / Entertainment  
Music, film, television, publications & media, books, news, digital platforms, other media.  
 
A05. ἲẈ■ ἉẈᾂ/B2B  
ᶛӧ Ữ‰♠ ̑̑ Ἄẋᾅ, ḹᵉ, ͔ ╔, B2B ͙ ὥ, ἒ  ḓ ♣ᶷ Ἄẋᾅ, ͙  ẋּנѱᾅ Ἄẋᾅ, ϿṨ ḓ ͙‰ 
᷾ѱ ╪Ἢ. 

 
A05. Consumer Services / Business to Business  
All commercial public services , legal, financial, B2B technology, consultancies & professional 
services, other business services, internal & corporate communications.  
 
A06. Ẉ₂ᵖ/■Ἅ ѻ /♩ṥ  
♬Ṩ, ̑ Ṓ, NGO, ̱ ҍ, ▫ἐ Ѿ , ẋ₅ᵙ Ѿ . 
 
ᶛӧ CSR ▬╘ ̕ᴐ Ṩᶷ ḓ/֞Ѥ ἠἪ C. ҵ♣ ḓ ҹ ̯╥ C05. ͙‰ ᶜ  ḓ Ợ ♠ ▐ 
̆ᵙ⁄ ‒ ѱѻ 

 
A06. Not - for - profit / Charity / Government  
Government, public information, NGOs, military, charities, non - profit organisations . 
 
All CSR work should be entered in the relevant sector and/or C05. Corporate Purpose & Social 
Responsibility category in section C. Challenges & Breakthroughs  
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B. ╩ở╧  Ḑ Ɑở 
B. Insights & Research  

■ᴫ 
Materials  

B01. Ң╧  Ḑ ṧἊ ᾍ͈ 
ᶘ  ẋּנѱᾅ ᶷⱠ/͙ ᵑ Ḝ ϿѤ ᴏ ▓Ѥ ҥ╪  ṪἍ̓ Ἅ⁄ ₅ˁ╙ Ḛ╘ ♣ר. ҥ╪  ̓ , 
─ ╪ҿ ҥ ╬ג₣ ,⁷̯  , ́ ṪἍ, ᵰ ♬Ṓ, ἵẋ▫ ᾅ   ҥ╪  Ӯ╙ . 
 
B01. Data & Analytics NEW 
Strategy inspired by insightful analysis and interpretation of data, revealing a clear business 
problem / opportunity. Including, but not limited to, the use of data science, commissioned 
research, online behavioural data, statistical analysis, sales infor mation, consumer first party 
data etc.  

Ὕ 
· ♬Ṓ ҥ  

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ṩᴜ 
· ᾎỮᾏ↔ ₅Ữ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Information Deck  

 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Appendix  
· Awards Show Film  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

B02. ׂש ╩ở╧  ᾍ͈ 
ἵẋ▫⁄ ҍ/אַ  ͤ╘ ╪ ᴛ ẋּנѱᾅ⁄ ‡֒˭ ᾐ♠╬ ₅ ╙ Ḉ Ѥּת ʺ. ҿ ̓ ╙ ↔ ⁴ 
ᴛ אַ ╙ ̯ ̆ ỸἛ  Ḣᾏ╪ ӥױϱ ▬. ҿ ˿Ⱡ , ἵẋ▫ ╬Ợ╪ , ἵἫ ᵙᾅѹ, ʊ ♠ 
ҿ , ʊ ͙ὥּת, ˿  ᵰ , ᾐ˿ ̓  Ӯ╙ . 
 
B02. Audience Insight  NEW 
How deep understanding of the audience/consumers has created a transformative effect on 
the business. Work that demonstrates the application of behavioural science in relation to 
building and creating the audience profile. This may include but isn't limite d to behavioural 
economics, consumer insight, social listening, cultural trends, ethnography, experience 
mapping, neuroscience, etc.  
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C. Ҳ♆ Ḑ Ҷ ̬ 
C. Challenges & Breakthroughs  

■ᴫ 
Materials  

C01. ᵘ♄ ẁםӢ ♆ץ  
˿☺‰ ╥  ᴏ⁄ ҍ╞ ⁴ ᵙ⁄╪ Ẅ╖ᴛ ♪͐ Ḣᾏ╙ ⱳ♬ ̆ Ữ╙ Ѥ ֿבṒ♠ Ợ̆₮ 
ᾐ♠ ᵙ⁄╪ ẋ ╙ Ợ↔ Ѥ ͙♠ ▬ ╙ ᵣө‡ϿѤ Ẅנӥ⁄ תּ‡לѤ Ữ. ▬╘ 
̆ᵙ╥ ּתḤ♠╬ ἌỢ ̕ᾋ⁄ ҵ♣ ╖ᴛᾬ ᾔ ♣ר♠ Ợ̆₮ ͎˦╪ Ẅנӥ ʺ ⁄ Ḉ Ѥ ͗♬♠ 

₅ ╙ Ṓ⁴ ל‡‒ ѱѻ. 
 
C01. Challenger Brand Strategy  
Celebrating brands that have creatively adapted their approach in response to competitor 
pressure by challenging the status quo to create game - changing work that uses progressive 
thinking and innovative creativity. The work should demonstrate the core strategic thought 
and its positive effect on brand value by challenging the domina nt narrative conventions in 
their category.  
 

Ὕ 
· ♬Ṓ ҥ  

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ṩᴜ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Information Deck  

 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Appendix  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

C02. ₆Ợ Ҷ ̬  
ᾎ◑ ḓ/֞Ѥ ‰́₮ ̕ᴐӈ ᵤּת Ώ╘ ₉ụ ḓ/֞Ѥ ▫∟╙ ᵙ⁄╪ Ẅ╖ᴛ Ợ↔ ⁴ ҍ╥ ̓ . 
▬╘ Ⱡ ӈ ▫∟⁄ҵ Ṭ̯ ̆ ᾐ  ╬Ợ╪ , ₅ᵙ תּ  , ἒӦᴏ ▓Ѥ ♣ר♠ Ợ̆ᴛ ẋּנѱᾅ 

ᶷⱠᵑ ‡֒˭ ˺ Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 
 
C02. Breakthrough on a Budget  
Creative use of modest budgets and/or resources in relation to the market and/or industry to 
create maximum impact. The work should demonstrate how fresh insight, smart spending and 
compelling strategic thinking solved a busi ness problem despite limited resources.  
 

C03. Ѹׂש ᾋ◌ ♆ץ  
Ἓ̑♠ ṉ ╥ר♣ ᾎ◑⁄Ἄ ױ⁴  ḓ . ᾒֿפ♠ ẋּנѱᾅ ˺̓ᵑ ╪Ϟ‡Ͽ˞Ϯ Ẅנӥ ᶜ ᵑ ҀἛ ͙ 
─  ♬ ᾎ◑⁄ ͒ᴛḶ ♣ר╙ ♠↔  Ḣḹ. 
 
ӈ ἵ↔♠ ╪ר♣ ╘▬ ᶘᾎ ╙⁵תּ/ʺ̰ ˌ3  ‒ ѱѻ. 

 
C03. Multi - market Strategy  
Successful translation and integration of strategy across multiple markets. How a global 
strategy was applied to specific markets in order to drive tangible business results, or achieve 
a brand's purpose.  
 
Entries should identify a minimum of three countri es / regions the strategy was applied to.  
 

C04. ◌͖ ♆ץ  
╪⁄ᵙ ╥ר♣ ͙◑ ẋ ӥ ᶜנẄ ╪ר♣ ♠͙◑ ╘▬ .Ѥ Ữתּ‡ל ⁄  ҀἛ, ⁴ ┬ҵ, Ẅנӥ 
♬ Ἓ Ἓ⁄ ‬ᵡϮ ַא⅝ Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 
 
╪ ̆ᵙ╥  ͙ʼ╘ 5Ц ╪Ữ╖ᴛ 2020Ц 1∩ 1▀~2025Ц 1∩ 31▀░ѱѻ. 

 
C04. Long - term Strategy  
Celebrating the creativity of long - term strategy. The work should demonstrate how a long -  
running strategy was instrumental to achieving a brand's purpose, driving engagement and 
shaping brand identity.  
 
There is an increased eligibility for this category of 5+ years : 1 January 2020 -  31 January 2025 . 
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C05. ͖‭ ᶙ♅ Ḑ ở ♅ ▄  
Ợ , ┼ᵙ, ˿ ᶷⱠᵑ ѻᴴѤ ᶜ♠ ּת ♠ ▬/Ẅנӥ ҿל╥. Ẅנӥ╥ ᶜ♠╪ ̆ˍ╙ ᶷ ⁄ 
⁷˺ ╖ᴛᾬ ʺ ᵑ ̆ ּ⁵תỢ ⁄ ₅  .Ḣḹ ר ╙
 
C05. Corporate Purpose & Social Responsibility  
Purpose driven work / brand activism that addresses social, ethical and environmental 
̤̤̦̖̤̚˟ ˹̨̠ ̥̙̖ ̣̟̓̒̕Я̤ ̡̡̦̣̠̤̖ ̙̤̒ ̣̖̥̖̔̒̕ ̧̝̦̖̒ ̟̒̕ ̡̞̥̖̒̔̚̕ ̠̞̞̦̟̥̖̤̔̚̚ ̪̓ 
connecting customers to culture.  
 

Ὕ 
· ♬Ṓ ҥ  

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ṩᴜ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Information Deck  

 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Appendix  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

C06. ᾋ◌ ̧   ב
╞ᴛḶ ᶷⱠ⁄ ҍ͒/⁵תּ/תּ ♬ⱳ ╙ר♣ ⁴ ̆ ̆ˍ⁄ ҍ  Ḥᴎᵑ Ṓ⁴ לѤ ʺ⇔ҥ Ẅנӥᵑ 
♣Ҁ Ѥ Ựᴛ⇔ Ḣḹ╙ ὡ↔  Ẅנӥ. 
 
C06. Market Disruption  
Brands that have creatively adapted their strategy in response to local / regional / global 
issues, embracing new ways of delivering their brand while showing consideration for the 
consumer.  
 

 

D. Ћᾒ Ḑ ̒ ♣ 
D. Partnerships & Perspectives  

■ᴫ 
Materials  

D01. ↑ʾ  ẁםӢ  
ҵ♣̓ ̕ᴐӈ ֿבṒ♠ Ợ̆ᵑ  ∩  Ẅנӥ ↔͙. ─  ˁὡʺ Ẅנӥ╥ ᾒֿפ♠ ˺̓ᵑ ╪Ϟ‡Ё 
Ḣᾏ. 
 
D01. Brave Brands  
Outstanding brand bravery including progressive thinking relating to a challenge. How risk -  
taking has produced tangible results for the brand.  

Ὕ 
· ♬Ṓ ҥ  

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ṩᴜ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Information Deck  

 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Appendix  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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D02. ‭ ᾍ͈  
ᵙ⁄╪ Ẅ ⁄╪♣ᾎ ḓ/֞Ѥ ḈӰ‡ ḓ/֞Ѥ Ẅנӥ╥ Ữ  ̪ᵆᵑ ҅╘ ▬⁄ תּ‡לѤ Ữ. 
▬╘ Ẅנӥ⁄ ҍ  ͤ╪ ̑┬ӇѤ ╪ ₮ ʺѫ   Ữ╥ ˺̓ᵑ ҀἛ ͙ ─  ̯Ἓӈ  ‰ᶴ 

́̕╥ Ⱶ◓⁄ ♩╙ ᵭ ‡‒ . 

 
D02. Collaboration NEW  
Celebrating the intersection between creative agency and/or media and/or brand. The work 
should demonstrate the focus on the existence of a deep shared understanding of the brand 
and a unified working relationship to achieve the best possible results.  

Ὕ 
· ♬Ṓ ҥ  

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ṩᴜ 
· ᾎỮᾏ↔ ₅Ữ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Information Deck  

 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Appendix  
· Awards Show Film  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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E. ᵖ›╧ ẁ ♆ץ →ὝἘ 
E. Excellence in Creative Strategy  

■ᴫ 
Materials  

E01. ˼  Ḑ ̒ ˾ ᶘҥ ᾍ͈ 

Ӱּת  Ἕ́₮ ᾒⱠ Ἕ́╥ ♪♩╙ ЕϮӥѤ ∟  ⁴♬╙ ἐỢ ⁴ ̆ ˍ̓ ̕ ́ᵑ ˆ ̆ Ẅנӥ₮ ἵẋ▫ 
ʼ Ựᴛ⇔ ⁴ ˿ᴛᵑ Ⱡ̑ Ѥ ╥♠╬ ἵẋ▫ ˿  ╪ѱἨ Ẅ. 

 

E01. Experience and Relationship Models  NEW 
Creative customer experience initiatives that strengthen relationships with customers by 
creating seamless journeys across digital and physical touchpoints and/or offer new routes of 
engagement between brand and consumer.  

Ὕ 
· ♬Ṓ ҥ  

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ṩᴜ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 

 
Compulsory  

· Information Deck  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Appendix  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

E02. ẁםӢ ♆ץ ᾍ͈ 

Ẅנӥ╥ ᾔ♠, ♣תּ ♠רἨѹ⁄ ҍ  ṒỮ. ▬╘ ʺ  ⱠΌ, Ợᶘ, ἌỢ, Ẅנӥ ּתἨѹ ҀἛ Ḣᾏ╙ 
Ṓ⁴ ל‡‒ ᶒ, ╪˦╪ ꜙ♠╖ᴛ Ựᴛ⇔ ̕ᾔ ┬ḛ, җ и╘ Ẅנӥ ᴏ, Ữ‰♠ Ἓ̑╖ᴛ ╪‡Ɑ╛╙ 
Ṓ⁴ ל‡‒ . 

 

E02. Brand Strategy NEW 

Rewarding the core, strategic positioning of a brand. The work should demonstrate how the value 
proposition, mission, narrative and brand positioning was achieved, and ultimately led to 
renewed interest, higher brand affinity and commercial success.  
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ӭ■╩             
Design  

 Design  

Ӱ▫╬ ᾅ ╪ ᾅѤ ᾎʻ♠ ͙̪⁄ תּ‡לѤ Ữ░ѱѻ. 
 

▬╘ Ẅנӥᵑ ♬╥ ˞Ϯ Ẅנӥ╥ ᾔ ᶉᾎּתᵑ ♣Ҁ ͙ ─  Ӱ▫╬╪ ‡֒˭ Ợ↔Ӈ‴Ѥּת Ṓ⁴ ת ⅝ʺ ▓ᾋѱѻ. ּס, Ҷ  
ᾎʻ♠ ♬ Ἓ╪ ἵẋ▫ ╬ᾏ╪Ϯ ╪ ᵑ ╪Ϟ‡ϿѤ ▬╪‡‒ ѱѻ. 
 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 40% ῷ╪Ӱ‡, 40% ︡ , 20% ˺ ̓. 
· ἐ  ̆ᵙʺ ⁷̕Ἓ╪ ▓Ѥ  Ӱ▫╬⁄ ҿ▀ ▬ ╙  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. 
· ἠἪ F. Ⱡ ╖ᴛ ӇѤ ᶛӧ ▬╘ ̯ᵰ ʺѫ  ˿↕⁄ᵣ ▫˶╪ ל‡︡ѱѻ. 

 

The Design Spikes celebrate visual craftsmanship.  
The work will need to  demonstrate how design has been used to define a brand or communicate its key messages; 
achieving consumer recognition or understanding through a unique visual identity.  
 

· A number of criteria will be considered  during judging, weighted as follows: 40% idea; 40% execution; 20% results.  
· There is no overall limit to how many times the same piece of work can be entered into Design as long as the 

categories chosen are relevant.  
· All work entered into Section F. Products must be available for purchase in order to be eligible.  

 

A. ẁםӢ ̬  
פ ‡ӥ ♪♩̓ ḈӰנẄ ױ⁴ ⁄Ἄ ˌḛ  ♬ Ἓ ἹᴴἪ.  
Ẅנӹ⁄ ҍ  JPG ╪Ḉּתᵑ ἵ 3ˌ ╪Ữ Ⱡ ‒ . 
 

A. Brand Building  
Identity solutions developed across multiple brand touchpoints and media platforms.  
Please provide at least three JPG images of the branding in place.  

■ᴫ 
Materials  

A01. ửᴘ↔ ẁםӢ ♩ Ἐ  
Ⱡ , Ἄẋᾅ ֞Ѥ ⱳֹו╥ Ựᴛ⇔ Ẅנӥ ֞Ѥ ͙‰ ♬ Ἓ . 
 
Ựᴛ⇔ Ẅנӥ ḓ ͙‰ ♬ Ἓ╙ ӥױϿѤ ╪Ḉּ⁴ת‒ ѱѻ. 
 
A01. Creation of a new Brand Identity  
Creation of a new brand or corporate identity for any product, service or organisation.  
 
Please note this must be for a new brand or corporate identity.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 
· ᾒᶹ Ṓⱳ ▫ᴮ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
· Physical Support 

Material  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

A02. ͖Ⱳ ẁםӢ╢ p ẁםӢ/ᵖ ᴃᾋ 
Ⱡ , Ἄẋᾅ ֞Ѥ ⱳֹו╙ ─  ͙Ⱶ Ẅנӥ ♬ Ἓ╥ ᵙẄנӥ/ᵙ ᴆᾎ. 
 
ẋ̪ᵑ ─  ╪♣ Ẅנӹ╥ ₉ᵑ Ⱡ̑  .₡ᾕᾎל 
 
A02. Rebrand / Refresh of an existing Brand  
Rebrand / refresh of an existing brand identity for any product, service or organisation.  
 
Please provide examples of the previous branding for comparison.  
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B. ᷈Ѯ ╧ἧ ӭ■╩ 
▬╥ Ӱ▫╬ ⅝ἵᵑ Ṓ⁴לѤ ҥᶛ ₅Ữ╙ Ⱡ  .ѱѻחᾎ͙ ḕל

B. Communication Design  
Please provide a demo film showcasing the design element of the work.  

■ᴫ 
Materials  

B01. ᾂ  
ᴛᶛἪ ḓ Ẅנӥ ᷾ѱ ╪Ἢ╥ Ợ↔╙ ─  ᾅ  Ӱ▫╬. 

 
2ˠ ╪Ữ╥ ᾅ  ╬ ︡ ╙ Ѿ▀ ▬╖ᴛ ‒ ѱѻ. ѻᵐ ᵰ ᵑ ─  ̯Ữ  ᾅ  
ᾏ⁄ ╞↔  ἤ Ѥ ╪ ̆ᵙ⁄  ὡ ′ᾋѱѻ. 

 
B01. Posters  
Poster design for the use of promotion and brand communication.  
 
Poster campaigns of more than 2 executions should be entered together as a single entry. 
Concepts developed for another medium and applied to a poster format are not eligible in 
this category.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
· ᾒᶹ Ṓⱳ ▫ᴮ 

 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
· Physical Support 

Material  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

B02.  
╬ὅӈ ╥ ︡ ḓ Ḳ Ӱ▫╬ Ӯ . Ⱡ ᶹ⁄Ἄ ̆ᴎ/ᾔỢ   תּ╬Ѥ ˦╪ Ḳגᵑ ḕ͙ל 
♣ ᶘᾎ תּ╬  .₡ᾕᾎל 
 
♣▫ ╘ C01. Ӱּת  Ӱ▫╬⁄ ‒ ѱѻ. 
 
B02. Books  
Including, but not limited to, editorial and cover design for printed books. Please indicate in 
your submission whether you would like the cover or the whole book to be considered / 
judged.  
 
E- Books should be entered into C01. Digital Design.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
· ҥᶛ ₅Ữ 
· ᾒᶹ Ṓⱳ ▫ᴮ 

 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
 
 

B03. ṏ ╩ὂ ḅӭ„ ᾍ͈  
╬ὅ ḈӰ‡ Ͽ Ҁᴏ, ҍ◑, ₁Ἄ, , ⁷ ◑╙ . 

 
B03. Promotional Printed Media NEW  
This could include, but not be limited to, calendars, invitations, postcards, tickets and seasonal 
greeting cards within print media.  
 



SPIKES ASIA AWARDS 2025 
‾ ᵖ  1: ӭ■╩  
ENTRY KIT 1 : DESIGN 

 

 

₅ᶷṕ̓ ̰ᶷṕ╪ ▀ Ώ˞Ϯ  ᵰ תּ  ṨṪ╪ ▓Ѥ ˿↕ ₅ᶷṕ╙ ↕ἐ ♠↔ ѱѻ. 

                    If there is any inconsistency or ambiguity between the English and Korean version, the English version shall prevail.                                                                    
   41

   
   

„−Ӣ Ҷῳʷ͖ 

B04.ẁםӢ כ  ױ
Ẅנӥᵑ Ṓ ̆ Ⱡ  ֞Ѥ Ἄẋᾅ╥ ᵰ ḓ ᵡ ∟תּ ╙ Ѥ ḈӰ‡ᵑ . ᴆᾅ/ḈӰ‡ , 
˭▐, Ẅנӥ ᶷ̯ᵆ Ӯ╙ . 
 
B04. Brand Collateral  
Collection of media used to promote the brand and support the sales and marketing of a 
product or service. This could include, but not be limited to, press/media kits, games, branded 
stationery, etc.  

 

Highly Recommended 
(Optional)  

· Case Film  
· Demo Film  
· Physical Support 

Material  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 
 

C. ӭּק  Ḑ ╩ ל ẁ ӭ■╩ 
C. Digital & Interactive Design  

■ᴫ 
Materials  

C01. ӭּק  ӭ■╩ 
Ӱּת  Ⱡ ╥ ͙ѫ̓ Ợ↔╙ ּת∟ Ѥ Ӱ▫╬╥ ︡ . ⁴͙⁄Ѥ ⌠Ợ╪ תӰּ , ╬ג₣ ,  ἒ , ‍, 
ҥ╪  ᾎʻ , ̋ Ữ Ἕ́ Ӯ╪ Ӊ ὡ ▓ᾋѱѻ. ͙ Ѿ́ ͙ὥ╥ ᾎⱠ ╘ Ӈּת Ώᾋѱѻ. 
 
C01. Digital Design  
The execution of design to aid the function and use of the digital product. This may include, 
but is not limited to, websites, online publications, digital installations, apps, data 
visualisation, virtual worlds, etc. Does not include prototypes of early - stage technology.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
· ҥᶛ ₅Ữ 

 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
· Demo Film  

 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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D. ẁםӢ ˼  Ḑ Ἐ  ӭ■╩ 
ᾎ̑ʼ⁄Ἄ ♣Ҁӈ Ẅנӥ ᾅ ᵙ ֞Ѥ ᶉᾎּת╥ ˌ╬♠ ˿ ⁄ ♩╙ ᵭ  ˲ ₡Ӱ…ᾅʺ ͎ ˿ ╙ 
вו ᵣ ̆, ╥Ḉ ▓̆, ͙ •  ᵣ  ˦╖ᴛ ⁴͛ ╪┬ᵑ Ṓ⁴ לѤ ▬. 
 
ʺѫ ѻᶔ ᶔҵϮ ᴆ╪ῷ∕╙ ⁴ ϿṨ ֞Ѥ ♣ᾎ╥ ѻ‚  ᾎ♩╙ Ṓ⁴ לѤ JPG ᾏ╥ 
╪Ḉּ5~3 תˌᵑ Ⱡ̑  .₡ᾕᾎל 
 

D. Brand Environment & Experience Design  
Work focused on the personal experience of the brand story or message as told in space 
and in time, demonstrating why the target audience found the experience remarkable, 
meaningful and memorable.  
 
Please supply 3 - 5 images in JPG format showing different views of the interior or exhibition, 
including a floor plan or layout if possible.  

■ᴫ 
Materials  

D01. ἲᵭ ˼ Ḑ ˼  ӭ■╩ 
₅̯♠╪˞Ϯ ▀ᾎ♠╬ ἵᵰ ̑ʼ/ἒ ᶹ╥ Ӱ▫╬ ḓ ̯ⱳ. ▬╘ ͙ѫ, Ẅנӥ ʺ  Ⱡᾎ, ᵰ 
↔╪Ἓ╙ Ṓ⁴ ל‡‒ ѱѻ. ‰ ᵰ◑, ́ ♥♠ Ӱᾅ ᴆ╪, ɒ ḕ▀ ҥᶛ ◑ , ḥ ♩ ḓ ♣ᶷ ᵰ◑, 
╘ , ủᴢ Ӯ╙ . 
 
D01. Retail Environment & Experience Design  
The design and construction of a permanent or temporary retail space / installation 
showcasing functionality, presentation of the brand values and ease of sale. This could 
include,  but not limited to, pop - up stores, seasonal displays, mobile demo units, 
department and specialist stores, banks, salons etc.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ ╪Ḉּת 

JPG 
 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
· ҥᶛ ₅Ữ 
· ᾒᶹ Ṓⱳ ▫ᴮ 

 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
· Demo Film  
· Physical Support Material  

 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

D02. POS, ἲẈ■ ♥♣ Ḑ ᵭ◌ ϼ כ  ױ
ᾅ , ἐḙ ─ ᷾ѱ ╪Ἢ, ʋ ᵙ♠ ֞Ѥ Ӱּת  POS, ᾎʻ♠ ᵾ ѻ╪︣, Ⱡ  Ӱᾅ ᴆ╪, ἵᵰ 

ἒ ᶹ, ὕ ḥ, ἐᶹ ◑, ᴛ͎, ͙  ̯ᵰ  מ ─ ʻ♠ ᵰᵑ ╪Ϟ‡ Ͽ͙סּ Ӯ ״  ᵰ◑ Ͽ 
᷾ѱ ╪Ἢ. 

 

▬╘ ᵰ ˿ Ͽ╥ ▬ ╙ Ṓ⁴ ל‡‒ ѱѻ. 
 

D02. Point of Sales, Consumer Touchpoints & In - store Collateral  
In- store communications in order to  drive immediate sale. This could include, but is not 
limited to, posters, on - shelf communication, physical or digital POS, visual merchandising 
and retail fixtures, product displays, shopping bags, gift wrapping, catalogues and other 
post - purchase collate ral.  
 

Entries should show the work within a sales environment.  
 

D03. ╧Ḽ  ᾂ ᵖ ᵝ 
ἌỢ ḓ ᾅ ᵙ ᵠ╙  ╪ḿ ╥ ᾔ ᶉᾎּתᵑ ˆ Ѥ ʺ▫╥ ᾐ ♠, ♬Ἄ♠ ⁴♬. ♩╙ ӑ 
⅝ἵ⁄Ѥ ͙ὥ, ╬ ן ẋ , ѻַא ˁʻ ˿ ╥ Ợ↔╪ Ӌѱѻ. 
 

D03. Events Storytelling  
Attendees' physical and emotional journey that enhances the key messaging of the event 
through narrative and storytelling. The elements of focus include the use of technology, 
interactivity and the multisensory experience.  
 

  D04. ̎ʹ Ḑ Ɑ  ♆ᾋ/˼  
⁵Ợתּ  ḓ ̑̑ ̑ʼ╙ ↔ Ѥ ♣ᾎ/˿ ╖ᴛἌ, ╪⁄Ѥ ҉ ̑ʼ╪ Ἅ▫╥ ˿ ╙ ̆  ὡ 
▓ҵᴜ ᴆ╪Ἢ, ἒ́ ḓ ̯ ӈ Ḣᾏ Ӯ╪ Ӌѱѻ. 
 

D04. Spatial & Sculptural Exhibitions and Experiences  
Exhibitions / experiences that make use of community & public spaces. This could include, 
but not limited to, how the space is curated, designed and built to enhance the experience 
of the attendee.  
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E. ◌ 
E. Packaging  

■ᴫ 
Materials  

E01. ᾌ  ᾍ͈ 
ᶛӧ ᾏ ╥ ◑. 
 
ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵ ╙ ṒϿ לᾕᾎ₡. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ 
Ỵ ╥ ҥᶛ ₅Ữ╙ Ⱡ̑  .₡ᾕᾎל 

 
E01. Food NEW 
All food packaging.  
 
Please send physical samples for the jury to experience. Please also provide a demo film 
of the physical samples for the jury to experience.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
· ҥᶛ ₅Ữ 
· ᾒᶹ Ṓⱳ ▫ᴮ 

 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended  
(Optional)  

· Case Film  
· Demo Film  
· Physical Support 

Material  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

E02. ╘ᴫ ᾍ͈ 
ᶛӧ ╛ᴮ╥ ◑. 
 
ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵ ╙ ṒϿ לᾕᾎ₡. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ 
Ỵ ╥ ҥᶛ ₅Ữ╙ Ⱡ̑  .₡ᾕᾎל 

 
E02. Drinks NEW 
All drinks packaging.  
 
Please send physical samples for the jury to experience. Please also provide a demo film 
of the physical samples for the jury to experience.  
 

E03. ͖  FMCG Ḑ ἲẈ ϼ̬◐ 
Ḉ↔ Ⱡ , ἵ Ⱡ , ͙  ʺ♬↔ Ⱡ , ͙  ἵẋ◓(FMCG).  
 
E03. Other FMCG &  Consumer Durables  
Beauty products, cleaning products, other household goods, other FMCG.  
 
E04. ᾂ „ 
Ⱡ–, OTC –  ḓ ⌂ѱᾅ. 
 
ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵ ╙ ṒϿ לᾕᾎ₡. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ 
Ỵ ╥ ҥᶛ ₅Ữ╙ Ⱡ̑  .₡ᾕᾎל 
 
E04. Healthcare  
Pharma, OTC drugs and wellness.  
 
Please send physical samples for the jury to experience. Please also provide a demo film 
of the physical samples for the jury to experience . 
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E05. ּקἳ ̫ Ѩ  ◌ ᾍ͈ 
▫∟̓ ⁄Ўּתᵑ ♠╖ᴛ ♥– ᶒ ▐ˁ ▓˭ ⱳҀӇ̆ ͵ϣ  Ỹụ Ḣᾏ╙ Ợ↔ Ѥ ᶛӧ ┬ ╥ 
◑. ╪ ̆ᵙ╥ ▬⁄Ѥ ὡᵙ, ◓Ợ↔, ◓ ↔, ṉ ӈ ◓ᴮᵑ ⁴ ὣ  Ӱ▫╬╙ ♠↔  
◑╪ Ӊ ὡ ▓╛. 

 
ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵ ╙ ṒϿ לᾕᾎ₡. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ 
Ỵ ╥ ҥᶛ ₅Ữ╙ Ⱡ̑  .₡ᾕᾎל 

 
 
 
E05. Sustainable Packaging  NEW 
All types of packaging that optimise  resources and energy, is responsibly sourced and uses 
clean production methods. The work in this category can include packaging that 
incorporates a circular design, including but not limited to repaired, reused, recycled or 
transformed materials.  
 
Please send physical samples for the jury to experience. Please also provide a demo film 
of the physical samples for the jury to experience.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
· ҥᶛ ₅Ữ 
· ᾒᶹ Ṓⱳ ▫ᴮ 

 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended  
(Optional)  

· Case Film  
· Demo Film  
· Physical Support 

Material  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

E06. ṇ  Ḑ ṏ↑ ◌ ᾍ͈ 
♬ӈ ͙ʼ ֞Ѥ ♬ Ⱡ ⁄  Ⱡ̑ӇѤ Ṋ  ḓ Ṓ↔ ◑. 

 
ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵ ╙ ṒϿ לᾕᾎ₡. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ 
Ỵ ╥ ҥᶛ ₅Ữ╙ Ⱡ̑  ₡ᾕᾎל 

 
E06. Special Editions & Promotional Packaging NEW 
Special edition and promotional packaging, that has run for a limited period of time or has 
been restricted to a specific number of products.  
 
Please send physical samples for the jury to experience. Please also provide a demo film 
of the physical samples for the jury to experience  
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F. ♫  
ᾏ, ͙ѫ, ┬↔Ἓ, Ḉ , ᶷⱠ ˺, Ỹụ, ⱳỢ, Ⱡ▬Ἓ╙  Ẅנӥ ֿפ/Ⱡ  ♬ Ἓ╙ Ṓ⁴ לѤ 

͙ѫ♠/Ḉ ♠ ˺ᴛ Ẅנӥ ʺ ᵑ и╪Ѥ Ӱ▫╬. 
 

F. Products  
Design that increases brand value through functional and aesthetic resolution demonstrating 
brand qualities / product identity through form, function, usability, aesthetics, problem - solving, 
production, research and manufacturability.  

■ᴫ 
Materials  

F01. ἲẈ■ ͖ ὢ Ḑ ̫ ♩↑  ᾍ͈ 
♣▫Ⱡ , ⁪ ╬ᶀ  ḓ ḈӰ‡ Ⱡ , ◑ , ̋ ̯, ⱳᶘ, ὡϷ, ̋ ♣Ⱡ  ḓ  ἝἌᵙ, Ợᶴᾒ ╬ ᵙ‡, ᾒϿ 
ḓ ᾒΩ ʺ̯. 

 
Ⱡ ╘ ᾅ Ḷ  ͙ʼ Ͽ⁄ ̯ᵰ ʺѫ ‒ ѱѻ. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵ ╙ ṒϿ 
ᾕᾎ₡. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵל ╥ ҥᶛ ₅Ữ╙ Ⱡ̑  .₡ᾕᾎל 

 
F01. Consumer Technology & Homeware NEW 
Electronics, entertainment and media products, gadgets, furniture, lighting, storage, home 
appliances and accessories, office interiors, indoor and outdoor furniture.  
 
̣̠̦̥̤́̔̕ ̞̦̤̥ ̧̙̖̒ ̖̖̟̓ ̧̝̝̖̒̒̒̓̚ ̗̠̣ ̡̦̣̙̤̖̔̒ ̨̥̙̟̚̚ ̥̙̖ ̧̗̖̤̥̝̒̚Я̤ ̖̝̘̝̥̪̓̚̚̚̚ ̥̖̤̒̕˟ ̝̖̤̖́̒ 
send physical samples for the jury to experience. Please also provide a demo film of the 
physical samples for the jury to experience.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
· ҥᶛ ₅Ữ 
· ᾒᶹ Ṓⱳ ▫ᴮ 

 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
· Demo Film  
· Physical Support 

Material  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

F02. ׇ╧ ᾂ ╪, ἧ, ᴃ♄, ᾂ , ῳ∏Ҳ„ ᾍ͈ 
╪ג ᾅ ▀, Ἢ, ᴆ♇, ѱᾅ, ᾅ , ῷ∕ҵ‡ Ⱡ  ,˿‬ᵙ, ᾎ́, Ἰᶜ ᾎ́, Όל ,ẇ ͙ὥױ‡≢ .
ᾅᵡ  √ , ѱᾅ ḓ ᾅ  , ᶘ , ⁴   ἝἌᵙ, ὡ ᶹ, ᾐḛ Ӯ╙ ᶒ, Ἢ ▬╘ 
₣₡ /ẋᾅ  Ⱡ  Ӯ Ḹ─ʺ Ⱡ Ӊ ὡ ▓╛. 

 
Ⱡ ╘ ᾅ Ḷ  ͙ʼ Ͽ⁄ ̯ᵰ ʺѫ ‒ ѱѻ. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵ ╙ ṒϿ 
ᾕᾎ₡. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵל ╥ ҥᶛ ₅Ữ╙ Ⱡ̑  .₡ᾕᾎל 

 
F02. Lifestyle, Fashion, Leisure, Sports & Outdoor  NEW 
Lifestyle, fashion, leisure, fitness, sport and outdoor products. This could include, but not be 
limited to, wearable technology, jewellery, timepieces, watches, glasses, smart watches, fitness 
and sport tech, luxury goods, travel accessories, luggage, foo twear, etc. Fashion work can be 
onoff/bespoke products and limited ranges.  
 
̣̠̦̥̤́̔̕ ̞̦̤̥ ̧̙̖̒ ̖̖̟̓ ̧̝̝̖̒̒̒̓̚ ̗̠̣ ̡̦̣̙̤̖̔̒ ̨̥̙̟̚̚ ̥̙̖ ̧̗̖̤̥̝̒̚Я̤ ̖̝̘̝̥̪̓̚̚̚̚ ̥̖̤̒̕˟ ̝̖̤̖́̒ 
send physical samples for the jury to experience. Please also provide a demo film of the 
physical samples for the jury to experience.  

F03. ┘ῳ↑ , ◌Ϯʾ, ̧ ├↑ ♫  ᾍ͈ 
₅ῷ₮ ┬ῷᵑ ─  Ⱡ▬  ┬ῷ↔ , ◑ϱˁ, ̪ ┴↔ Ⱡ . ┬ῷ↔  ▬╘ 
₅┬ῷʺ Ό♣ ̆ ὺ˭ Ợ↔  ὡ ▓Ѥ Ⱡ ╥ ︣╙ Ṓ⁴ ל‡‒ . 

 
Ⱡ ╘ ᾅ Ḷ  ͙ʼ Ͽ⁄ ̯ᵰ ʺѫ ‒ ѱѻ. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵ ╙ ṒϿ 
ᾕᾎ₡. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵל ╥ ҥᶛ ₅Ữ╙ Ⱡ̑  .₡ᾕᾎל 

 
F03. Infant Products, Toys & Educational Products NEW 
Products designed for babies and children, toys and educational products. The work for infant  
products should demonstrate aspects that make the product baby -  and child - safe and easy to 
use. 
 
Products mu ̤̥ ̧̙̖̒ ̖̖̟̓ ̧̝̝̖̒̒̒̓̚ ̗̠̣ ̡̦̣̙̤̖̔̒ ̨̥̙̟̚̚ ̥̙̖ ̧̗̖̤̥̝̒̚Я̤ ̖̝̘̝̥̪̓̚̚̚̚ ̥̖̤̒̕˟ ̝̖̤̖́̒ 
send physical samples for the jury to experience. Please also provide a demo film of the 
physical samples for the jury to experience.  
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F04. ╢ᴫ ♫  ᾍ͈ 
Ỹ ↔ ∟תּ  , Ỹ ὥ, ᵙѲ ḓ ᾒ͙ ∟תּ  ᾒ ◑ẋ, Ṏ∟, ╥ᴮ/ˠˆ ͙͙ ḓ ◑ẋ, ◓  ḓ ̕ᵙ, Ṩ̕ᵙ, 
ᵡỢּת ◑ẋ Ӯ╙ . 

 
Ⱡ ╘ ᾅ Ḷ  ͙ʼ Ͽ⁄ ̯ᵰ ʺѫ ‒ ѱѻ. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵ ╙ ṒϿ 
ᾕᾎ₡. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵל ╥ ҥᶛ ₅Ữ╙ Ⱡ̑  .₡ᾕᾎל 

 
F04 . Medical Products NEW 
This could include, but not be limited to, assisted living products, assisted living technology, 
clinic and laboratory equipment, hospital, medical/healthcare devices and equipment, 
rehabilitation and care, skincare, massage devices, etc.  
 
̣̠̦̥̤́̔̕ ̞̦̤̥ ̧̙̖̒ ̖̖̟̓ ̧̝̝̖̒̒̒̓̚ ̗̠̣ ̡̦̣̙̤̖̔̒ ̨̥̙̟̚̚ ̥̙̖ ̧̗̖̤̥̝̒̚Я̤ eligibility dates. Please 
send physical samples for the jury to experience. Please also provide a demo film of the 
physical samples for the jury to experience.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
· ҥᶛ ₅Ữ 
· ᾒᶹ Ṓⱳ ▫ᴮ 

 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
· Demo Film  
· Physical Support 

Material  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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ӭּק כ                        
Digital Craft  

  Dig ital Craft  

Ӱּת מ   ᾅ ╪ ᾅѤ ְ‡ϱ ͙ὥ♠ ͙̪⁄ תּ‡לѤ Ữ░ѱѻ. 
 
▬╘ Ӱּת  ᵱד⁄Ἄ ∩  ᾏ̓ ͙ѫ╙ Ṓ⁴ ל‡‒ ѱѻ. ּס ᶛӧ Ӱּת  ˿╙ ─  ▬ӈ ₰Ṉ  Ӱ▫╬, ְ ‡ϱ ︡ , ∩  Ợ↔▫ 

˿ ╙ ˇ  ▬╪‡‒ ѱѻ. 
 

· ᾔỢ⁄ἌѤ לᴛ ︡ ̓ ˿  .ᴛ ̆ᴎӋѱѻ╖ר͙ ╪
· Ӱּת מ  ⁄ ҿ▀ ▬ ╙  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. 

 

The Digital Craft Spikes celebrate technological artistry.  
 
The work will need to demonstrate exceptional form and function in a digital context; demonstrating flawless design, masterfu l 
execution, offering an outstanding user experience created for all digital environments that moves a brand forward.  
 

· The main  criteria considered during judging will be the execution and experience.  
· There is no overall limit to how many times the same piece of work can be entered into Digital Craft . 

 

A. ᾌ 
Ợ⇔ӥ ḓ ẋל‬⁄  ▬╥ ♣ ♠╬ ᵙ⁄╪ Ẅ, Ḉ ♠ ʺ . 
 

A. Form  
The overall creative aesthetic value of the work entered in both sound and visuals.  

■ᴫ 
Materials  

A01. ӭּק ᾂש╪  ᴃ╧ἧ Ḑ ╧ḅּק ӭ■╩ 
Ӱּת  ᵱד Ͽ⁄Ἄ ▀ױᾅ ᴆ╪Ἢ╙ ╥♠╖ᴛ ↔ ̆ Ợֿ̓ב ˉ╪ ̆♬ӈ ╪Ḉּתᵑ Ӱּת ᴛ ⱳ▬ . 
 

A01. Digital Illustration & Image Design  
Creative application of illustration within a digital context and digital manipulation of still 
imagery including photography.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

· URL 
 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
· URL 
 

Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

A02. Ẉӭₓ/Ҽ₂ừ 
͙ὥ♠ ͙װ╪ ̕ᴐӈ ₣ג╬ ẋӰ₡ ḓ Ӱּת  ₅Ữ╥ ᵙ⁄╪ Ẅ Ợ↔. 360ҵ ḓ ╬ ן Ẅ ẋӰ₡ᵑ 

. 
 

A02. Video / Moving Image  
Creative use of online video and digital footage with technical skill involved. This includes but 
not limited to  360 and interactive video.  
 

A03. ╘ῴ/ở↔Ӣ ӭ■╩ 
╛Ὸ ḓ/֞Ѥ Ợ⇔ӥ Ӱ▫╬╥ ᵙ⁄╪ Ẅ Ợ↔. ἵѲ Ẅנӹ(sonic branding), ╛Ὸ/Ẅנӥ 
Ўᾕ, ╛Ὸ ͙ḙ ▬╙ . 

 
A03. Music / Sound Design  
Creative use of music and / or sound design. This includes but is not limited to sonic branding 
and music/ brand partnership and music - initiated work.  

A04. ♆Ḗ♅╩ ḅ ♅ ӭ■╩(UI ) ᾍ͈ 
מ͎  Ӱ▫╬╥ Ḉ ♠ ̯Ἓ̓ ↕ῷ ╥ ♣ḙ♠ Ἓ . 
 
A04. Overall Aesthetic Design (incl. UI) NEW 
The overall achievement in aesthetic composition and fluidity of graphic design.  



SPIKES ASIA AWARDS 2025 
‾ ᵖ  1: ӭּק כ    
ENTRY KIT 1 : DIGITAL CRAFT 

 

 

₅ᶷṕ̓ ̰ᶷṕ╪ ▀ Ώ˞Ϯ  ᵰ תּ  ṨṪ╪ ▓Ѥ ˿↕ ₅ᶷṕ╙ ↕ἐ ♠↔ ѱѻ. 

                    If there is any inconsistency or ambiguity between the English and Korean version, the English version shall prevail.                                                                    
   48

   
   

„−Ӣ Ҷῳʷ͖ 

A05. UX Ḑ ⁭♩ ӭ■╩ 
ᶛӧ Ữ ♥♠ ╥Ἄ⁄♩תּ ↔▬ ̆ ∟ ᶒ ▀̕ӈ Ợ↔▫ ˿ ╙  Ӱּת  Ⱡ ╪Ϯ Ἄẋᾅ⁄ 
ҍ  ♬Ἄ♠, ҿ♠ ḙ╞⁄ ♩╙ ᵭ  Ӱ▫╬ ᾒᶴ. ♣ḙ♠╬ ּת∟, ̯ ⱳ ḓ Ợ↔Ἓ⁄  ַא♩╙ Ӓ. 
 
A05. UX & Journey Design  
Design practice focused on the emotional and behavioural response to a digital product or 
service with relevant, seamless and consistent user experience at every point of interaction, with 
particular focus on the overall su pport, structure and usability.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

· URL 
 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
· URL 
 

Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

A06. ˼  ӭ■╩: Ѹׂס ש   
̆ˍ╙ Ϟ‡ө╪̆ ̆ˍ̓╥ ́̕ᵑ ˆ ͙ ─  ᵡᴐӈ ҍ͋ᶛ ֞Ѥ ἵ͋ᶛ ᶟ░  Ӱּת  ˿  ḓ 
╪ḿ . ⁴͙⁄Ѥ VR, AR, ἒ ᶹ, ╛Ἓ ▬ҿ ͙ὥ, ᶁ  ᾅ ᵛ/ѻ ∟ ˿ , ᶉ Ḳᾅ, ̋ Ữ Ἕ́ Ӯ╪ Ӊ 
ὡ ▓ᾋѱѻ. ͙ Ѿ́ ͙ὥ╥ ᾎⱠ ╘ Ӈּת Ώ╛. 
 
A06. Experience Design: Multi - platform  
Immersive large -  or small - scale digital experiences and events which are set up to 
engage and strengthen relationships with the consumer. This may include, but is not 
limited to VR, AR, installations, voice - activated  technologies, multiscreen / 
multidimensional experiences, the metaverse and virtual worlds. Does not include 
prototypes of early - stage technology.  
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B. Ң╧  Ḑ AI 
Ẅנӥ ˿  Ữ╙ ─  ↔ӈ ҥ╪  ḓ ╬ּ̑תѫ Ⱡᾎ. 
 

B. Data & AI  
The presentation of data and artificial intelligence used to enhance brand experience.  
 

■ᴫ 
Materials  

B01. Ң╧  ᾂ ᵖ ᵝ 
ҥ╪ ╥ ᵙ⁄╪ Ẅ Ợ↔╙  Ẅנӥ ᾅ ᵙ ♣Ҁ. ▬╘ ♬ ַא, ʊ  ֞Ѥ ̑ҿ ᵑ 
Ϟ‡ө╪˞Ϯ ╥Ḉ ▓Ѥ ́̕ᵑ ḛ♣ᾎ ͙ ─  ᴆ╪Ἢӈ ҥ╪ /╬Ợ╪ ʺ ‡֒˭ 
Ợ↔Ӈ‴Ѥּת Ṓ⁴ ל‡‒ . 
 
B01. Data Storytelling  
The creative use of data to convey a brand story. The work should demonstrate  how the 
curated data / insight was used in order to engage or develop a meaningful relationship with a 
specific audience, culture or community.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

· URL 
 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
· URL 

 
Highly 
Recommended 
(Optional)  

· Demo Film  
 
Optional  

· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

B02. Ң╧  ᾋʸ  
Ӱּת  ҥ╪ ₮ ╬Ợ╪ ╥ ᵙ⁄╪ Ẅ  ᾎʻ♠ ̓ Ⱡᾎ. 
 
B02. Data Visualisation  
Creative visual representation and presentation of digital data and insights  
. 
B03. Ң╧  ᴃ╧ἧ 
╪ҥ ױ⁴  ἵᾅᵑ ╥♠╖ᴛ ὡ︡, ♠ ḓ Ợ↔ ˿ ▫↔ᴛ ᴏ ▓Ѥ Ợ╖♠╥ ̆╪♠ר♣ ⁴  
֞Ѥ Ӱ▫╬/ ᵑ Ҷ ̆ ┬╥Ḉ  Ḣᾏ╖ᴛ Ⱡ̑ Ѥ ˦╙ ᵦ ѱѻ. ẋ ♣ ♠╬ ╬ ╪ᾅ, 
Ợ↔▫ ҥ╪ ╬ ѹ, ἵἫ ᵙᾅѹ/ṪἍ, GPS, Ợᶹױ ѫ, ᵾᾐתּ ̑╬ ,  С, Ỹ  ╬ᾏ Ӯ╙  
 
B03. Curation of Data  
The creative collection, tracking and use of multiple source  of data to deliver a strategically 
and creatively insightful user experience or piece of design/ content in a unique and 
significantly way. This may include, but is not limited to, non - traditional interfaces, user data 
capture, artificial intelligence, ma chine learning, social listening/analytics, GPS, internet of 
things, biometrics, etc.  
 

B04. AI ᾂ ᵖ ᵝ ᾍ͈ 
↔ѫ╙ ╥♠╖ᴛ Ợתּ ̑╬ ⁴ 
Ѥ ᷾ѱ֞ אַ ♬ ₮ ╥Ḉ ▓Ѥ ́̕ᵑ ᵹ̆ ḛ♣ᾎ ♬בֿ ╘▬ .  ↔ ѹױ ѫ ֞Ѥ ᵾᾐתּ 
Ḣᾏ╙ Ṓ⁴ ל‡‒ . 

 
B04. AI Storytelling NEW 
The creative use of artificial intelligence to engage or develop a meaningful relationship with a  
specific audience or community. The work should demonstrate how true intelligence or 
machine learning was utilised.  
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C. ͖ὢ 
ᵙ⁄╪ Ẅ Ӱּת פ ╥  ╖ᴛ ↔ӈ ͙ὥ╥ ʺ ₮, Ợ↔▫ ˿  Ữ╙ ─  ╪ ͙ὥ╪ 

ᾒ ӈ Ḣḹ. 
 

C. Technology  
The value of the applied technology as a platform for creative digital content and how it 
is executed to enhance the user experience.  
 

■ᴫ 
Materials  

C01. ᾍ♅╩ ͖ ὢ ở↑ 
Ợ↔▫ ˿  ḓ/֞Ѥ Ẅנӥ ᷾ѱ ╪Ἢ Ữ⁄ Ợ↔ӇѤ ͙Ⱶ ͙ὥ ֞Ѥ ᾐ͙ὥ. ᾅᵡ  ▫ҿ , 
AI   ᵙ ╪Ἢ, ṙ, ῷḕ , ̋ Ữ ╬ ᴴ…Ἄ, לᶷ  Ἄẋᾅ,  ג↕ӥἵᾗ/Ḥ , 
ӥ Ἄẋᾅ, χ↕ג ᴆ╪ᾅ Ӯ . ͙ Ѿ́ ͙ὥ╥ ᾎⱠ ╘ Ӈּת Ώ╛. 

 
C01. Innovative Use of Technology  
Existing or new technology used to enhance the user experience and/or brand 
communication. This could include, but not limited to, smart automation, AI applications, 
chatbots, avatars, virtual influencers, utility apps, on - demand services, content crowdsourcing 
/ distribution, cloud services and marketplaces. Does not include prototypes of early - stage 
technology.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

· URL 
 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
· URL 

 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

C02. И╧ ẁ Ḑ ẋ ╩ ͖ Ѩ  
ᶛḕ▀/ҥᾅ  ֞Ѥ ᶉג, χ ╪ , ᾅ ᵛ, ẇᴴ ᾅ, ɒ ḕ▀ ἡἌ, GPS Ӯ ͙  Ӱּת  ͙͙╥ 
Ẏ ╬ ḓ ͙Ⱶ ὡ ͙ѫ╥ ᵙ⁄╪ Ẅ Ợ↔. 
 
C02. Native & Built - in Feature Integration  
The creative use of built - in and existing integral features of a mobile/desktop  or other digital 
device. This includes cameras, microphones, touchscreens, Bluetooth, mobile sensors, GPS etc.  

C03. ӭּק כ  ╢ ͖ ὢ♅ Ἐ  
Ӱּת  ᾐ/˿ ╥ ♣ḙ♠╬ ḛ♣⁄ ͙⁴ ͙ ─  ῷᵒ҆˭ ᾒ ӈ ̑₉₮ ẋ  ҥ ′Ѥ ὡר╥ 
͙ὥ♠ ╪ /ḛ♣╪ ͌ ╙ ╪ᴴѤ Ӱּת  ᵙ⁄╪ Ẅ ▬. 
 
C03. Technological Achievement in Digital Craft  
Digital creative work that balances beautifully executed craft with an unparalleled level of 
technical understanding / advancement in order to contribute to the overall progress of digital 
communications / experiences.  
 
C04. ᶆ ḯᾂ, љ p …ᵖ , ᾍ  ͖ ὢ  
Ӱּת מ   Ͽ⁄Ἄ ͙ὥ╥ ₅⁵╙ ᵙ⁄╪ Ẅ╖ᴛ Д Ѥ ᶟ░  ˿ ╥ ᵙ⁄╪ Ẅ ↔. AI, 
AR, VR, XR, ≢‡ױẇ ͙ὥ ḓ ᶛḕ▀ ͙͙, ╛Ἓ ͙ὥ, ẋӰ₡ ᵰ , ẇᴜ ╬ ͙ὥ, ˭ ▐ , ̋ Ữ Ἕ́, 
ᶉ Ḳᾅ ḓ ͎ ḗ╥ ᶛӧ ᾐ פ   Ӯ╙ . ͙ Ѿ́ ͙ὥ╥ ᾎⱠ ╘ Ӈּת Ώ╛. 

 
C04. Metaverse, New Realities & Emerging Tech  
The creative application of immersive experiences that creatively push the boundaries of 
technology within digital craft. This could include, but not limited to AI, AR, VR, XR, wearable 
tech and mobile devices , voice technology, video mapping, blockchain technology, 
gamification, virtual worlds, metaverse and all other emerging platforms. Does not include 
prototypes of early - stage technology.  
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Ѹ╧ᴄ              
Direct  

 D irect  

ѻ╪ᴇ  ᾅ ╪ ᾅѤ ˲  ḓ ḙ╞ ַאᾔ ᵙ⁄╪ ẋ  .Ѥ Ữ░ѱѻתּ‡ל ⁄
 
▬╘ ♬ ˲ ₡Ӱ…ᾅ ︡Ѿ╙ Ϟ‡ө╪̆ ̆ˍ ́̕ᵑ ḛ♣ᾎ  ҿ╙ ̆ ̆ ♬ ʺѫ  ˺̓ᵑ ụ ͙ ─ ╪Ṩᴛ ╬Ợ▀ ╥ר♣   

ḓ/֞Ѥ ҥ╪ ʺ ‡֒˭ Ợ↔Ӈ‴Ѥּת Ṓ⁴ ת ⅝ʺ ▓ᾋѱѻ. 
 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 30% ῷ╪Ӱ‡, 20% ♣20% ,ר ︡ , 30% ₅  ḓ ˺̓. 
· ѻ╪ᴇ ⁄Ѥ ҿ▀ ▬ ╙ 3 ὡ ▓ᾋѱѻ. ѻᵣ Ю˲˟ ѻ╪ᴇ  תּͥ : ṨᶷЯ⁄Ѥ ҿ▀ ▬ ╙  Ḵᵣ  ὡ ▓ᾋѱѻ. 

 

The Direct Spikes celebrate targeted and response - driven creativity.  
 
Work will need to  demonstrate how insights and/or data were used as part of the strategy to engage specific target audience 
groups and develop customer relationships, inspiring action and producing measurable results.  
 

· A number of criteria will be considered during judgi ng  and weighted as follows: 30% idea; 20% strategy; 20% execution; 
30% impact and results.  

· The same piece of work can be entered up to three times in Direct.  However, the same piece of work may only be 
̖̟̥̖̣̖̕ ̠̟̖̔ ̟̚ Ю˲˟ ˵̣̖̥̔̚˫ ̖̥̠̣̤̄̔Я˟ 

 

A. Ѹ╧ᴄ : ṥᶴ 
╪ ἠἪ⁄Ѥ ҿ▀ ╙  Ḵᵣ Ⱡ  ὡ ▓ᾋѱѻ. 
 

A. Direct: Sectors  
The same entry can be submitted only once in this section.  

■ᴫ 
Materials  

A01. ἲẈ◐ 
ᾏ  ḓ ╛ᴮ, ⅞ᾒ ↔ , ἵ ↔ , ͙  ʺ♬↔ Ⱡ , ͙  FMCG, ╥ᵆ ḓ  ἝἌᵙ, ̋ ̯, ἵẋ▫ ʺ♣, 
▫ҿ  ḓ ▫ҿ  Ⱡ  ḓ Ἄẋᾅᵑ  ▀Ữ ἵẋ◓₮ Ͽ̯ ἵẋ◓. 

 
ᶛӧ ᾅ ӥ ▬╘ A03. ⁴ , ᴆ♇, ἵᵰ, ᴆᾅ ḓ ᾅ ך ӥ ╬⁄ ‒ ѱѻ. 
 
A01. Consumer Goods  
All fast moving & durable consumer goods, including food and drinks, toiletries, cleaning 
products, other household goods, other FMCG, clothing and accessories, furniture, consumer 
elect ronics, cars and automotive products & services.  

 
All fast food entries should go in A03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

A02. ᾂ „ 
Ⱡ–, OTC – , ɣ ˆ. 
 
▫ἐ Ѿ /ẋ₅ᵙ ͙̕╙ ҍỮ╖ᴛ Ⱡ▬  ▬╥ ˿↕ A06╖ᴛ ‒ ѱѻ. 
 
A02. Healthcare  
Pharma, OTC drugs, wellness.  
 
If the work has been created for a Charity/NFP then this should be entered into A06.  
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A03. ⁭ , ᴃ♄, ἲᵭ, ᴃᾂ Ḑ ᾂ ח Ӣ ╩ 
ҍַא ̪  ḓ ̛̕ ╙  ᶛӧ ̪  ḓ ⁴  ̕ᴐ Ἄẋᾅ. Ḗᶹ̕, ᾅ Ḷ, ᾅ ᴁ╙  ᶛӧ 
⁪ ╬ᶀ  ḓ ᴆ♇ ̕ᴐ Ἄẋᾅ. ₣ג╬ ἵᵰỮ, Ό˿♩, Ḉ↔ᾒ, Ṩҿụ ַאˌἵᵑ  ᶛӧ ᵰ◑. 
₮ ὥ︡╙  ᶛӧ ᴆᾅ ḓ ᾅ ך ӥ ╬. 

 
A03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  
All transport -  and travel - related services, including public transport and tourism boards. All 
entertainment -  and leisure - related services, including museums, festivals and gyms. All 
shops, including online retailers , opticians, hairdressers and estate age nts. All restaurants 
and fast food chains, including cafes and bars.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

A04. ḅӭ„/‾ ╩ᵽ  
╛Ὸ, ₅ , TV,  ḓ ᵰ , , ќᾅ, Ӱּת פ  , ͙  ᵰ . 
 
A04. Media / Entertainment  
Music, film, television, publications & media, books, news, digital platforms, other media.  
 

A05. ἲẈ■ ἉẈᾂ/B2B(Business to Business)  
ᶛӧ Ữ‰♠ ̑̑ Ἄẋᾅ, ḹᵉ, ͔ ╔, B2B ͙ ὥ, ἒ  ḓ ♣ᶷ Ἄẋᾅ, ͙  ẋּנѱᾅ Ἄẋᾅ, ϿṨ ḓ 
͙‰ ᷾ѱ ╪Ἢ. 
 
A05. Consumer Services / Business to Business  
All commercial public services, Legal, financial, B2B technology, consultancies & professional 
services, other business services, internal & corporate communications.  
 

A06. Ẉ₂ᵖ/■Ἅ ѻ /♩ṥ 
♬Ṩ, ̑ Ṓ, NGO, ̱ ҍ, ▫ἐ Ѿ , ẋ₅ᵙ Ѿ . 
 
ᶛӧ CSR ▬╘ ̕ᴐ Ṩᶷ ḓ/֞Ѥ ἠἪ F. ʊ  ḓ ᵱד╥ F07. ͙ ‰ ᶜ♠ ḓ Ợ ♠ ▐ ̆ᵙ⁄ 

‒ ѱѻ 
 
A06. Not - for - profit / Charity / Government  
Government, public information, NGOs, military, charities, non - profit organisations . 
 
All CSR work should be entered in the relevant sector and/or F07. Corporate Purpose & Social 
Responsibility category in section F. Culture & Context  
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B. Ѹ╧ᴄ ╢ ở↑ 
҉ ᵰ ʺ Ẅנӥ╥ ѻ╪ᴇ  ᷾ѱ ╪Ἢ╖ᴛ Ợ↔ӈ Ḣḹ. 

 

B. Use of Direct  
How the medium was used as a piece of direct communication for a brand.  

■ᴫ 
Materials  

B01. ᶆ╪ᵝ / ᴘ͋כᵭ  ᶆ╪  

ᴛ͎מᵰ  ᶉ▀ᵠ ╬⁄ תּ‡לѤ Ữ. ╪ ̆ᵙ╥ ▬⁄Ѥ Ợ↔ӈ ͙ὥ ḓ ᴛἝᾅ╥ ═Ἓ, 
̓♠╬ Ḥ , Ἓ̓⁄ ҍ  . ‒‡ᶘ╪ ἒᶘӇשּ 

 
ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ ᶹᵙ♠ Ỵ ╙ ṒϿ לᾕᾎ₡. 
 
B01. Mailing / Programmatic Mail  
Celebrating targeted and programmatic mailing campaigns. The work in this category should 
demonstrate efficiency in the technology and processes used, effective placement and 
evidence of results.  
 
Please send physical samples for the jury to experience.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
· ҥᶛ ₅Ữ 
· ᾒᶹ Ṓⱳ ▫ᴮ 

 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
· Demo Film  
· Physical Support 

Material  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 
 

B02. ἲ͈ᶘ ḅӭ„ 
▬╘ ᶹᵙ♠ ᶹ  ḓ ͎ ḗ╥ ᶛӧ ҍ↔(֞Ѥ ͙ʺ ͎⁄ Ữ҉ Ѥ) ᶜ╙  ẋ↕  ḓ ╬ὅ 
מ  .״

 
ἵ͋ᶛה Ḥ͕ ͋ᶛʺ ῷѱג ‌ẋ…  ᶜ╥ ᶹᵙ♠ ͙ᵑ ᵦ ѱѻ. ᾔỢ─∟Ѿ╪  ὡ ▓Ѥ 
ᶹᵙ♠ Ỵ ╙ ṒϿ לᾕᾎ₡. 
 
B02. Small - Scale Media  
Non - mail and print collateral, including small physical objects and all other hand - held (or 
equivalent in size) items.  
 
Small Scale' refers to the physical size of the ambient item, not the scale of the distribution. 
Please send physical samples for the jury to experience.  
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B03. Ҋ  ḅӭ„ 
ḙ╞ ᾅ ╬♠♪וֹ , ᾅ ᵙ ḙ╞ ╪ḿ ╬♠♪וֹ ,  , ₢Ω/‌ẋ…  ḈӰ‡ ḓ ֹו♪♠ Ữ ▬↔╙ 
◑ᴎ ̆ ♬ ʺѫ  ḙ╞╙ ̯ Ѥ ͙  ᵰ ᵑ Ѥ ẋ♣ ♠ ᵰ . 
 
ҍ͋ᶛה Ḥ͕ ͋ᶛʺ ῷѱג ‌ẋ…  ᶜ╥ ᶹᵙ♠ ͙ᵑ ᵦ ѱѻ. 
 
B03. Large - Scale Media  
Non - traditional media. This includes but not limited to direct response  stunts, street teams, 
direct response  events, outdoor / ambient media and other mediums that encourage direct 
interaction and seek a measurable response.  
 
Large Scale' refers to the physical size of the ambient item, not the scale of the distribution.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 

   
  Compulsory  

· Digital Presentation 
Image JPG  

 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

B04. ḟἻ ╧↑ 
₅ , TV ֞ Ѥ ₡Ӱ₡ᵑ Ợ↔ ⁴ ἐ  ᵰ ʺ ѻᵐ ѻ╪ᴇ  ⅝ἵᴛ ╪‡ⱭѤּת Ṓ⁴ לѤ ѻ╪ᴇ  
 .▬ ᾔאַ
 
B04. Use of Broadcast  
Direct led work using cinema, TV or audio. The work should demonstrate how the chosen 
medium led the other direct elements within the work.  
 

B05. ╩ὂ/ₔ№ ở↑ 
╬ὅ ֞Ѥ ₢Ω ̛̆ᵑ Ợ↔ Ѥ ѻ╪ᴇ ↔ʼ╙ Ợ̑ ̛̆ ר .▬   ᾐᶷ, ◌ּת, ừ░ ̛̆, ‰ּ́ת, 
♣ ♠ ̛̆  ֞Ѥ ᾅ  ̑ʼ, Ḳᾅ ♬ᵆ◑ ḓ ̪  ̛̆ Ӯ╙ . 
 
ˆשּ ᾒ ̛̆ ╘ B03. ҍ  ḈӰ‡⁄ ‒ ѱѻ. 
 
B05. Use of Print / Outdoor  
Direct work using Print or Outdoor. Including, but not limited to, newspapers, magazines, 
inserts, trade journals, traditional billboard or poster sites, bus shelters and transit advertising 
using standard advertising space.  
 
Augmented billboards should be entered into B03. Large Scale Media.  
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C. Ң╧  Ḑ ͖ ὢ 
ҥ╪ Ϯ ͙ὥ╥ ᵙ⁄╪ Ẅ Ợ↔╙ ַאᾔ╖ᴛ ̆ˍ˿ ╙ Ữᾎ ̆ ♬ ʺѫ  ẋּנѱᾅ 
˺̓ᵑ Ͼ╘ ▬. 

C. Data & Technology  
Work driven by the creative use of data or technology which enhanced the customer 
experience and led to measurable business results.  

■ᴫ 
Materials  

C01. Ң╧  ͖ Ḗ╢ ּץ♆ ╩♅♥ר 
ѻ╪ᴇ ʼ╙ Ἓ͐ ╥ר♣  Ѥ ҥ╪  ḓ ╬Ợ╪  ↔. ҥ╪  ͙ḙ ♣ר╪ ‡֒˭ ̆ˍ ҿ 
ᴛ ▀ᵠ ḓ ἝṪ ⁄ ▀ⱳ ̆ ̺͏♠╖ᴛ Ἓ̑♠╬ ѻ╪ᴇ  ᵡ  ҿ╖ᴛ ╪‡ⱭѤʺ Ṓ⁴ ל‡‒ 
. 

 
C01. Data - Driven Direct Strategy   
The application of data and insights  that  significantly forms the basis of a direct strategy, 
demonstrating  how the data -̧̣̖̟̕̚ ̤̥̣̥̖̘̪̒ ̡̙̖̝̖̕ ̥̠ ̡̣̠̗̝̖̚ ̦̤̥̠̞̖̣̔Я̤ ̧̖̙̠̦̣̓̒̚ ̟̒̕ 
segmentation, which ultimately led to successful direct marketing activities.  

 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

C02. Ң╧  ͖ Ḗ ˯  
─ ╙אַ ♬  ˲ ᷾ѱ ╪Ἢ ̯ ⁄ Ợ↔ӈ ҥ╪  Ἅ̓ ṪἍ. ⁴͙⁄Ѥ ╪  ˲  אַ ,
ᵰ , ˲  ἝṪ  Ӯ╪ Ӊ ὡ ▓ᾋѱѻ. 
 
C02. Data - driven Targeting  
Work where the interpretation and analysis of data was used to build a targeted 
communication for a specific audience. This may include, but is not limited, to hyper -
targeting, precision targeting, audience mapping and targeting segmentation.  

C03. ᶆ ḯᾂ, љ p …ᵖ , ᾍ  ͖ ὢ ᾍ͈ 
Ӱּת מ   Ͽ⁄Ἄ ͙ὥ╥ ₅⁵╙ ᵙ⁄╪ Ẅ╖ᴛ Д Ѥ ᶟ░  ˿ ╥ ᵙ⁄╪ Ẅ ↔. AI, AR, 
VR, XR, ≢‡ױẇ ͙ὥ ḓ ᶛḕ▀ ͙͙, ╛Ἓ ͙ὥ, ẋӰ₡ ᵰ , ẇᴜ ╬ ͙ὥ, ˭ ▐ , ̋ Ữ Ἕ́, ᶉ Ḳᾅ 
ḓ ͎ ḗ╥ ᶛӧ ᾐ פ   Ӯ╙ . ͙ Ѿ́ ͙ὥ╥ ᾎⱠ ╘ Ӈּת Ώ╛. 
 
ᾔỢ─∟Ѿ╙ ─  ͙ὥ ҥᶛ ₅Ữ╙ Ⱡ̑  ₡ᾕᾎל 
 
C03. Metaverse, New Realities & Emerging Tech NEW 
The creative application of immersive experiences that push the boundaries of technology 
within direct strategies to engage and strengthen relationships with consumers. This could 
includ e, but not be limited to, AI, AR, VR, XR, wearable tech and mobile devices, GPS, NFC, 
facial recognition, voice technology, blockchain technology, gamification, virtual worlds, the 
metaverse and all other emerging platforms. Does not include prototypes of early - stage 
technology.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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D. ӭּק  Ḑ ἲἨ 
Ẅנӥᵑ ─ ѱ᷾ ╬♠♪וֹ  ╪Ἢ╥ ▀ ╖ᴛ Ợ↔ӇѤ Ӱּת  ᵰ /͙ὥ. 
 

D. Digital & Social  
Digital and social mediums/techniques used as a piece of direct communication for a 
brand.  
 

■ᴫ 
Materials  

D01. ᶘḒ╪ ở↑ 
ᶛḕ▀/ ҍ↔ ͙͙ᵑ  Ⱡ̑ӇѤ ˲ ӈ ᷾ѱ ╪Ἢ. 
 
D01. Use of Mobile  
Targeted communication delivered through mobile / portable devices.  

 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

· URL 
 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
· URL 

 
Highly 
Recommended 
(Optional)  

· Case Film  
 
Optional  

· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

D02. ἲἨ ס  ở↑ 
ἵἫ ḈӰ‡, ᾅ ᵙḒ פ , ẇᴛ͎, WiKi, ẋӰ₡ ̑┬ Ợ╪ , ᾅ  Ἄẋᾅ Ӯ╙ Ợ↔ ⁴ 
᷾ѱ /ἵẋ▫₮╥ ́̕ᵑ ̯  ḓ/֞Ѥ ˆ Ѥ ▬. 

 
D02. Use of Social Platforms  
Work that uses social media, streaming platforms, blogs, Wikis, video - sharing sites, hosted 
services etc. to create and/or enhance relationships with a community/consumers.  
 
D03. ᾏᾋʹ Ҋ╛ 
Ἕ́♠ Ợˠ, ̑ ̑ ᶷⱠ, ͎  ḗ⁄ Ợ ♠ ̑┬₮ ♬ ʺѫ  ҍ╞╙ ̯ Ѥ ᾒ♠╬ ᾒᾎʼ 
ҿ⁄ ҍ╞ Ѥ ˲ ӈ ἵἫ ҿ. 

 
D03. Real - Time Response  
Targeted social activity which responds to world events, public affairs and other real - world, 
real - time activity prompting social sharing and a measurable response.  
 
D04. ̎Ҽ ♫□ Ḑ ở↑■ ỵἘ  
ᶘ     Ἢ╙  ᷾ѱ / ╥ Ẅנӥ ╪ѱἨ Ẅ ͙⁴ ֞Ѥ ᴏ╙ ◑ᴎ ҵᴜ ̆Όӈ 
ἵἫ ҿ. 
 
D04. Co - creation & User - Generated Content  
Social activity designed to encourage a community / fanbase to contribute or collaborate 
with a brand initiative through a clear call to action.  
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E. Ѹ╧ᴄ  →ὝἘ 
E. Excellence in Direct   

■ᴫ 
Materials  

E01. ᾋ/◐ ᾋ 
Ⱡ ╪Ϯ Ἄẋᾅᵑ ᾎ◑⁄ ᾎ ˞Ϯ ◓ ᾎ ͙ ─  ᵣӧ ֹו♪ ᵡ  ╬. ᾐ͋ ̆ˍ Ṓ ḓ ╪  
̆ˍ╥ ◓Ḣᶷ╙ ᶜ ᴛ Ѥ ▬‰ҵ Ӊ ὡ ▓╛. 
 
E01. Launch / Re - launch  
Direct marketing campaigns created to launch or relaunch a product or service on the 
market. This can also include work aiming to acquire new customers, and reinvigorate 
lapsed customers.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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F. ʃ  Ḑ ᵮא 
ᶷ ♠ ╬Ợ╪  .▬ ‫Ѥ ╙Ỹᶘᴏ  ╙דᵱ ♠⁵תּ ₮
 

F. Culture & Context  
Work that is brought to life through cultural insights and regional context.  
 

■ᴫ 
Materials  

F01. ᴘ  ẁםӢ 
Ѿ▀ ּ⁵ת⁄Ἄᵣ ┬ ӇѤ Ẅנӥᵑ ─  ♬ ˲ ₡Ӱ…ᾅ╥ ̑ˁ╙ .▬ ‫Ѥ 
 
F01. Local Brand  
Work for brands which are only distributed in a single locality that resonated with a specific 
target audience.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

F02. ᵘ♄ ẁםӢ 
˿☺‰ ╥  ᴏ⁄ ҍ╞ ⁴ ᵙ⁄╪ Ẅ╖ᴛ ♪͐ Ḣᾏ╙ ⱳ♬ ̆ Ữ╙ Ѥ ֿבṒ♠ Ợ̆₮ 
ᾐ♠ ᵙ⁄╪ ẋ ╙ Ợ↔ Ѥ ͙♠ ▬ ╙ ᵣө‡ϿѤ Ẅנӥ. 

 
F02. Challenger Brand  
Brands which have creatively adapted their approach in response to competitor pressure by 
challenging the status quo to create game - changing work that uses progressive thinking and 
innovative creativity.  
 

F03. ѻ╪ ᾋ◌ ╩ 
Ѿ▀ ̰ʺ/ּ⁵ת/ᾎ◑⁄Ἄᵣ Ḣ₅Ӈ˞Ϯ ︡ ӈ ▬. ▬╘ ♬ ♠ ᾎ◑⁄ ᵭ˭ ‡֒˭ 
̆Ό Ѥּת ἒᶘ ‒ ѱѻ. 
 
F03. Single - market Campaign  
Work that only aired or ran in a single country / region / market. The work should describe how 
it was designed for the specific target market.  
 

F04. ἲἨ ҼḐ ʃ ♅ ╩ở╧ ᾍ͈ 
̕ ,‡Ἄ ḛ˸ӇѤ ῷ╪Ӱ⁄⁵תּ Ϯ╪⁵תּ ♬ ᾋ, ̋ ╪ג , ᾅ ▀⁄Ἄ ẋᴡӈ ᾏṊ ʺѫ  Ợ ♠ 
ҿ╪Ϯ ᶷ ♠ ᴏ⁄ ͙ḙ ⁴ ♬ ҍỮ/ ᷾ѱ ⁄Ἄ ₅ˁ╙ .▬ ╘‫ 

 
F04. Social Behaviour & Cultural Insight NEW 
Work inspired by a specific audience / community, hinging on identifiable social behaviour or 
cultural insight stemming from the ideas, customs, values and lifestyles found within a specific 
region or locality.  
 

F05. ┘ᵻ ở↑ ᾍ͈ 
Ẅנӥ ᷾ѱ ╪Ἢ⁄ ┬ᵾ ͙ὥ╙ ҅ῷЁ ▬. ╬⁄ ◓ , ▫, 
͙ḛ ╙ а⁴Ͽ‡ ַ̓א ̑ˁҍᵑ Ἓ ᶔἌҵ ּ̆ל ╙∑˞פ, ͙ •⁄ ϶╖ᶒ, 
∕╛╙ ┬ḛ Ѥ ▬. 

 
F05. Use of Humour NEW 
Work that celebrates the art of humour  in branded communications. Infusing wit, satire, and  
cleverness into campaigns that provide amusement and create memorable, laughter - inducing  
connections with audiences.  
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F06. ₆Ợ Ҷ ̬ 
ᾎ◑ ḓ/֞Ѥ ‰́₮ ̕ᴐӈ ᵤּת Ώ╘ ₉ụ ḓ/֞Ѥ ▫∟╙ ᵙ⁄╪ Ẅ╖ᴛ Ợ↔ ⁴ ҍ╥ ̓ . 
▬╘ Ⱡ ӈ ▫∟⁄ҵ Ṭ̯ ̆ ᾐ  ╬Ợ╪ , ₅ᵙ תּ  , ἒӦᴏ ▓Ѥ ♣ר♠ Ợ̆ᴛ ẋּנѱᾅ 

ᶷⱠᵑ ‡֒˭ ˺ Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 
 
F06. Breakthrough on a Budget  
Creative use of modest budgets and/or resources in relation to the market and/or industry to 
create maximum impact. The work should demonstrate how fresh insight, smart spending and 
compelling strategic thinking solved a business problem despite limited resources.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

F07. ͖ ‭ ᶙ♅ Ḑ ở ♅ ▄ 
Ợ , ┼ᵙ, ˿ ᶷⱠᵑ ѻᴴѤ ᶜ♠ ּת ♠ ▬/Ẅנӥ ҿל╥. ▬╘ Ẅנӥ╥ ᶜ♠╪ ̆ˍ╙ 
ᶷ ⁄ ⁷˺ ╖ᴛᾬ ‡֒˭ ʺ ᵑ ̆ ּ⁵תỢ ⁄ ₅  .ѱѻ ‒‡ל Ṓ⁴ תѤּ‴ל ╙
 
F07. Corporate Purpose & Social Responsibility  
Purpose driven work / brand activism which address social, ethical and environmental issues. 
̙̖̅ ̨̠̣̜ ̤̙̠̦̝̕ ̖̞̠̟̤̥̣̥̖̒̕ ̨̙̠ ̥̙̖ ̣̟̓̒̕Я̤ ̡̡̦̣̠̤̖ ̙̤̒ ̣̖̥̖̔̒̕ ̧̝̦̖̒ ̟̒̕ ̡̞̥̖̒̔̚̕ 
communities  by connecting customers to culture.  

 

F08. ᾋ◌ ̧  ב
╞ᴛḶ ᶷⱠ⁄ ҍ͒/⁵תּ/תּ ♬ⱳ ╙ר♣ ⁴ ̆ ̆ˍ⁄ ҍ  Ḥᴎᵑ Ṓ⁴ לѤ ʺ⇔ҥ Ẅנӥᵑ 
♣Ҁ Ѥ Ựᴛ⇔ Ḣḹ╙ ὡ↔  Ẅנӥ. 
 
F08. Market Disruption  
Brands that have creatively adapted their strategy in response to local / regional / global 
issues, embracing new ways of delivering their brand while showing consideration for the 
consumer.  
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‾ ╩ᵽ               
Entertainment  

 Entertainment  

⁪ ╬ᶀ  ᾅ ╪ ᾅѤ ᵑ ᶷ ᴛ ḕψ йѤ ᵙ⁄╪ ẋ  .Ѥ Ữ░ѱѻתּ‡ל ⁄
 

▬╘ ˠЎֲ ὡ ′Ѥ ῷ╪Ӱ‡ᵑ Ṓ⁴ ל‡‒ ѱѻ. ּס Ẅנӥ ᶉᾎּתᵑ Ѿҵֹו░♠╖ᴛ ♣Ҁ ˞Ϯ Ựᴛ⇔ Ḣᾏ╖ᴛ ἵẋ▫₮ ̪ˁ ͙ ─  
ᵰ ♠╬ ▬╪‡‒ ѱѻ. 
 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 20% ♣ר ḓ ╬Ợ╪ , 30% ᵙ⁄╪ Ẅ ῷ╪Ӱ‡, 30% 
͙̪ ḓ ︡ , 20% ˺ ̓. 

· ẄנӥѤ ⁷₉╬, ῷ ᾅ , ᵙ⁄╪ , ╬ ᴴ…Ἄ, ᾅ ᵙᵾ, ⇔ҿ ἐὡ, , ⱳֹו, ᾅ Ἄ, פ , ḈӰ‡ ἵ┬▫, ̾ ᵙ Ṓ┬▫, ֞ Ѥ 
⁪ ╬ᶀ  ụ‰̓ ̕ᴐӈ Ⱡ ̓ ᵑ Ⱡ▬ ̆ Ḥ͕ Ѥ ל ᵑ ᵦ ѱѻ. 

· ἐ  ̆ᵙʺ ⁷̕Ἓ╪ ▓Ѥ  ⁪ ╬ᶀ ⁄ ҿ▀ ▬ ╙  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. 
 

The Entertainment Spikes celebrate creativity that turns content into culture.  
 

The work will need to demonstrate ideas that are unskippable; work that captivates in order to cut - through, communicate a 
brand message or connected with consumers in a new way.  
 

· A number of criteria will be considered during  judging and weighted as follows: 20% strategy & insight; 30% creative 
idea; 30% craft & execution; 20% results.  

· Brands refers to talent, artists, creators, influencers, streamers, athletes, teams, organisations, sponsors, platforms, 
media owners, rights  holders or any entity that produces and distributes products and content related to the 
entertainment industry.  

· There is no overall limit to how many times the same piece of work can be entered into Entertainment as long as the 
categories chosen are rel evant.  

 
 

A. ẁםӭӢ  
⁪ ╬ᶀ ᵑ  ᶷ ₮ ʺ ⁄ ⁷˺ ╖ᴛᾬ Ẅנӥ ╬ּתҵᵑ ̯ ҵᴜ ᵣӧ ᵙ⁄╪ Ẅ 

. 
 

A. Branded Content  
Creative content crafted to build awareness for a brand by associating it with culture 
and values through entertainment.  
 

■ᴫ 
Materials  

A01. ἧ Ḑ Ю ἧ ₂ừ: 5ṧ ╧  
₅ , TV, ₣ג╬ ֞Ѥ לᶷ  ẋӰ₡ פ ╙ ─  ᵣө‡ֿב ẄנӰӥ Ἢ ֞Ѥ б Ἢ ₅Ữ, ᾎᵙּנ, 
ѻ ᶋ ᵙ/ᵙ‬ᵙ  ₅Ữ. 

 
ᾎᵙּנᵑ Ⱡ Ѥ ˿↕, ѻ╛ ⁄ ἵӥ ᾎ▬╙ ᾎ Ѥ ᾈᴆ╪ ʺ ▓Ѥ Ѿ▀ ẋӰ₡ ▀ᴛ ᶛӧ 
⁄ ἵӥᵑ ‰ᴛӥ ᾕᾎ₡. ♣ ♠ ₅Ữ ̛̆Ѥ ᵒ ᾅ ╪ ᾅ⁄ ‒ ѱѻ. 
 
A01. Fiction & Non - Fiction Film Up to 5 minutes  
Branded fiction or non - fiction film, series or documentary / reality film created for cinema, TV, 
online or video on demand platforms.  

 
If you are submitting a series  please upload all episodes in a single video file with slates 
denoting the start of the next episode. Traditional film advertising should be entered into 
the Film Spikes . 

Ὕ 
· Ҷ ♠  

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Original Content  

 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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A02. ἧ Ḑ Ю ἧ ₂ừ: 5~30ṧ 
₅ , TV, ₣ג╬ ֞Ѥ לᶷ  ẋӰ₡ פ ╙ ─  ᵣө‡ֿב ẄנӰӥ Ἢ ֞Ѥ б Ἢ ₅Ữ, ᾎᵙּנ, 
ѻ ᶋ ᵙ/ᵙ‬ᵙ  ₅Ữ. 
 
ᾎᵙּנᵑ Ⱡ Ѥ ˿↕, ѻ╛ ⁄ ἵӥ ᾎ▬╙ ᾎ Ѥ ᾈᴆ╪ ʺ ▓Ѥ Ѿ▀ ẋӰ₡ ▀ᴛ ᶛӧ 
⁄ ἵӥᵑ ‰ᴛӥ ᾕᾎ₡. ♣ ♠ ₅Ữ ̛̆Ѥ ᵒ ᾅ ╪ ᾅ⁄ ‒ ѱѻ. 
 
A02. Fiction & Non - Fiction Film: 5 - 30 minutes  
Branded fiction or non - fiction film, series or documentary / reality film created for cinema, TV, 
online or video on demand platforms.  
 
If you are submitting a series please upload all episodes in a single video file with slates 
denoting the start of the next episode. Traditional film advertising should be entered into 
the Film Spikes . 
 

Ὕ 
· Ҷ ♠  
 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Original Content  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  A03. ἧ Ḑ Ю ἧ ₂ừ: 30ṧ ╧ừ 
₅ , TV, ₣ג╬ ֞Ѥ לᶷ  ẋӰ₡ פ ╙ ─  ᵣө‡ֿב ẄנӰӥ Ἢ ֞Ѥ б Ἢ ₅Ữ, ᾎᵙּנ, 
ѻ ᶋ ᵙ/ᵙ‬ᵙ  ₅Ữ. 
 
ᾎᵙּנᵑ Ⱡ Ѥ ˿↕, ѻ╛ ⁄ ἵӥ ᾎ▬╙ ᾎ Ѥ ᾈᴆ╪ ʺ ▓Ѥ Ѿ▀ ẋӰ₡ ▀ᴛ ᶛӧ 
⁄ ἵӥᵑ ‰ᴛӥ ᾕᾎ₡. ♣ ♠ ₅Ữ ̛̆Ѥ ᵒ ᾅ ╪ ᾅ⁄ ‒ ѱѻ. 
 
A03. Fiction & Non - Fiction Film Over 30 minutes  
Branded fiction or non - fiction film, series or documentary / reality film created for cinema, TV, 
online or video on demand platforms.  
 
If you are submitting a series please upload all episodes in a single video file with slates 
denoting the start of the next episode. Traditional film advertising should be entered into 
the Film Spikes . 
 

A04. ₓӭₓ  
Ӱ₡, ᾅג  ֞Ѥ ͙  ₡Ӱ₡ פ ╙ ─  ᵣө‡ֿב . 
 
A04. Audio Content  
Content created for radio, podcasts or other audio platforms.  

Ὕ 
· MP3 ∟ṕ 

 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 

 

 Compulsory  
· MP3 Original Version  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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A05. ẁםӢ  
Ẅנӥᵑ ₅ , ᾎᵙּנ, TV ֞ Ѥ גӰ₡/₡Ӱ₡ ὕ Ӯ ͙Ⱶ  . 
 
A05. Brand Integration   
Integration of brands into existing content such as films, series and TV or radio / audio  shows.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended (Optional)  
· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

A06. Ẅᵖἥ Ḑ И − ᵎ ⌐  ṏ   
ḈӰ‡ ͙‰, Л √ , ḢἾỢ ֞Ѥ ẇᵙἨ Ṓᵑ ─  ᵣө‡ֿב Ҷ ♠ / ᴛ͎מḒ. ▬╥ 

Ỏᵣ ῷѱג ‡֒˭ ẇᵙἨ╥ ♬ Ἓ╙ ♣Ҁ ˞Ϯ ḛ♣ᾎ Ѥּתᵑ ַא♩♠╖ᴛ ᾔỢ. 
 
A06. Promotional Content for Publishers and Networks  
Original content / programming created to promote a media company, network, 
broadcaster or publisher . The work will be judged not just on the content, but also on how it 
communicated or evolved the identity of the publisher.  

 

 

B. ‾ ╩ᵽ ˼ ӢםҲ ẁד   
ἶתּ ╙Ϟ‡ө╪˞Ϯ ̕ᾔ ╙אַ ͙ ─  ╥Ḉ ▓̆ ᵰᴏ♠╬ ˿  ḓ Ἓ  

 
 

B. Entertainment - led Brand Experience  
Meaningful, engaging experiences and activations created to attract or maintain an 
audience.  

■ᴫ 
Materials  

B01. ׇ ╧ẁ ‾ ╩ᵽ   
Ẅנӥ ᶉᾎּשּ ת ҍᵑ ᶜשּ ˁ̪ ╥̓אַ ̓ ᴛ ᾒⱠ ֞Ѥ ʺỮ Ἕ́⁄Ἄ ╪ᴴ‡ּתѤ Ἄ  Ẅ╪ג ,
ᾅ ᵝ, ᾅ , ᾅ Ḷ╙  ג╪Ẅ ⁪ ╬ᶀ . 
 
B01. Live Entertainment   
Live entertainment, including concerts, live streams, stunts and festivals held physically or within 
̧̣̥̦̝̒̚ ̨̠̣̝̤̕˝ ̣̗̥̖̔̒̕ ̥̠ ̡̞̝̗̪̒̚ ̒ ̣̟̓̒̕Я̤ ̞̖̤̤̘̖̒ ̟̒̕ ̟̣̖̤̖̔̒̚ ̖̟̘̘̖̞̖̟̥̒ ̨̥̙̚ ̟̒ 
aud ience.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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B02. ᶆ ḯᾂ, љ p …ᵖ , ᾍ  ͖ ὢ  
⁪ ╬ᶀ  Ͽ⁄Ἄ ͙ὥ╥ ˿́ᵑ ᵙ⁄╪ Ẅ╖ᴛ Д Ѥ ᶟ░  ˿ . AI, AR, VR, XR, ╛Ἓ ͙ὥ, 
ẇᴜ ╬ ͙ὥ, ˭ ▐ , ̋ Ữ Ἕ́, ᶉ Ḳᾅ ḓ ͎ ḗ╥ ᶛӧ ᾐ פ   Ӯ╙ . ͙ Ѿ́ ͙ὥ╥ 
ᾎⱠ ╘ Ӈּת Ώ╛. 

 
B02. Metaverse, New Realities & Emerging Tech  
Immersive experiences which creatively push the boundaries of technology within 
entertainment . This could include, but not limited to AI, AR, VR, XR, voice technology, 
blockchain technology, gamification, virtual worlds, the metaverse and all other emerging 
platforms. Does not include prototypes of early - stage technology.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 

C. ᷈Ѯ  

᷾ѱ  ֞Ѥ ╙ Ἓ, ┬ּת, ┴Ἓ Ѥ ҥ ♩╙ ᵭ  ▬. 

 
C. Community  

Work that focuses on the development, maintenance and nurturing of a community or fanbase . 

■ᴫ 
Materials  

C01. ׂש ⁭ ֛ ѡ ḡ͒ ♆ץ 
 ҵҀ Ḹ─ᵑ ᵙ⁄╪ Ẅ╪̆ ̓♠╖ᴛ ѥᵙѤ ∩  .ר♣ ḓ Ḥ͕ ⁴ אַ 

 
C01. Audience Engagement / Distribution Strategy  
Audience engagement and distribution strategies that creatively and effectively further the 
content's reach.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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D. Ћᾒ 

Ẅנӥ ḓ ⁪ ╬ᶀ  ͙‰ ʼ╥ ↕ὡ  .Ўᾕ ♠ר♣ 

 
D. Partnership  

Exceptional strategic partnerships between brands and entertainment entities.  

■ᴫ 
Materials  

D01. ẁםӢ Ћᾒ, ᾂ Ἁᾒ, ‭ ᾍ͈  
Ẅנӥ ₮ ⁪ ╬ᶀ ᵑ ↔ ⁴ ♬ ẋּנѱᾅ ᶜ ᵑ ҀἛ ̆ ᶛӧ ́̕▫₮ Ữ  ╪╫╙ 
─ ͙‫  .‰ ӥ Ўᾕ ḓנẄ ♠ר♣ 

 
D01. Brand Partnerships, Sponsorships & Collaborations NEW  
Strategic brand partnerships and collaborations that leverage branded content and 
entertainment to meet specific business goa ls and mutually benefit everyone involved.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

D02. ⁴₆╩̐╢ Ћᾒ 
Ẅנӥ₮ ⁷₉╬╥ ♣ר♠ Ўᾕ. ▬╘ Ўᾕ╪ ‬ᵡϮ ̓♠╪̆ Ữ  ╪╫╪ Ӈ‴Ѥּתᵑ 
 .ᴛ ᾔỢӊ╖ר͙
 
D02. Partnerships with  Talent  
Strategic partnerships between a brand and a talent. The work will be judged on how 
effective and mutually beneficial the partnership was.  

 

 
 

E. Ҳ♆ Ḑ Ҷ ̬ 
ͤ╪ ▓Ѥ ᶷ ♠ ╬Ợ╪ ╪⁄‫Ѥ ᵙ ╙Ṓ♠ Ợ̆ᵑ  Ỹᶘבֿ ,דᵱ ♠⁵תּ , Ẅ╪̆ ᾐ♠╬ 
▬. 

 

E. Challenges & Breakthroughs  
Creative and innovative work that is brought to life through deep cultural insight, regional 
context and progressive thinking.  

■ᴫ 
Materials  

E01. ‾ ╩ᵽ ╢ Ѹ‗Ἐ Ḑ ↑Ἐ ᾍ͈ 
⁪ ╬ᶀ  ᷾ѱ  Ͽ╥ Ἓ, Ἓ♠ , ◑ , Ϯ╪, ╬ꜙ, Ḋⱴ, ᾐ̰, ꜙ ̪ ֞Ѥ ͙  ᾐṪ⁄ ӻᵐ 
╪⁄ ᵭἌѤ Ẅנӥ לҵ ▬. 

 
E01. Diversity & Inclusion in Entertainment  NEW 
Brand - led creative  work that tackles and confronts disparities based on sex, sexuality, 
disability, age, race, ethnicity, origin, religion or other status within the entertainment  
community.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
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Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

E02. ẁםӭӢ  ᾍ 
͙♠╪̆ ┬ᴗ ′Ѥ ẄנӰӥ . 

 
E02. Innovation in Branded Content  
Ground - breaking and unparalleled branded content.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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F. ẁםӭӢ ᾂ  
ᾅ ₮ eᾅ ╥  ᶷ  ḓ ₅ ᴏ╙ ↔ ⁴ Ợזө╙ Ẅנӥ⁄ ⁷˺ᾎ Ѥ ᵙ⁄╪ ẋ . 
 

F. Branded Sports  
Creativity that taps into fan culture and leverages the power of sports and esports in 
connecting people to brands.  
 

■ᴫ 
Materials  

F01. ₂ừ ᾋᵖּכ Ḑ x ӭₓ 
ᾅ  Ѿ  ֞Ѥ Ẅנӥ╥ ᶉᾎּתᵑ ּש ᾎ Ѥ ˦╙ ᶜ ᴛ Ѥ ѻ ᶋ ᵙ, ᾎᵙּנ Ӯ ᾅ ᵑ 
ᾔ╖ᴛ Ѥ ẄנӰӥ ₅ , ₡Ӱ₡ ḓ גӰ₡ . 

 
ᾎᵙּנᵑ Ⱡ Ѥ ˿↕, ѻ╛ ⁄ ἵӥ ᾎ▬╙ ᾎ Ѥ ᾈᴆ╪ ʺ ▓Ѥ Ѿ▀ ẋӰ₡ ▀ᴛ ᶛӧ 
⁄ ἵӥᵑ ‰ᴛӥ ᾕᾎ₡. ♣ ♠ ₅Ữ ̛̆Ѥ ᵒ ᾅ ╪ ᾅ⁄ ‒ ѱѻ. 
 
F01. Film Series & Audio  
Branded film, audio  and radio content, including documentaries and series, with sports at 
̥̤̚ ̠̣̖̔ ̥̙̥̒ ̞̒̚ ̥̠ ̡̞̝̗̪̒̚ ̒ ̡̤̠̣̥̤ ̠̣̘̟̤̥̠̟̒̒̚̚Я̤ ̠̣ ̣̟̓̒̕˘̤ ̞̖̤̤̘̖̒˟ 

 
If you are submitting a series please upload all episodes in a single video file with slates 
denoting the start  of the next episode. Traditional film advertising should be entered into the 
Film Spikes . 

Ὕ 
· Ҷ ♠  

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Original Content  

 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG 

F02. ᾂ  ׇ ╧ẁ ˼  
ᾒⱠ ֞Ѥ ʺỮ Ἕ́⁄Ἄ ˌ Ӈ‡ Ẅנӥʺ ᶉᾎּתᵑ ּש ˁ̪ ̓אַ ̆  ὡ ▓ҵᴜ Ѥ 
Ẅ ᾅ╪ג  ֞Ѥ eᾅ  ╪ḿ , ὕ, ᾅ , ἒ ᴛ Ẅנӥ ֞Ѥ ᾅ Ἄ . 
 
F02. Sports Live  Experience  

Brand or sponsor integration into live sport or esports event  shows, stunts and installations 
held physically or within virtual worlds, enabling a brand to provide message amplification 
and engage with an audience.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly 
Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

F03. ᶆ ḯᾂ, љ p …ᵖ , ᾍ  ͖ ὢ ᾍ͈ 
ᾅ  ⁪ ╬ᶀ  Ͽ⁄Ἄ ͙ὥ╥ ₅⁵╙ ᵙ⁄╪ Ẅ╖ᴛ Д Ѥ ᶟ░  ˿ . AI, AR, VR, XR, 
ẇ ͙ὥ ḓ ᶛḕ▀ ͙͙, ╛Ἓ ͙ὥ, ẇᴜױ‡≢ ╬ ͙ὥ, ˭ ▐ , ̋ Ữ Ἕ́, ᶉ Ḳᾅ ḓ ͎ ḗ╥ ᶛӧ 
ᾐ פ   Ӯ╙ . ͙ Ѿ́ ͙ὥ╥ ᾎⱠ ╘ Ӈּת Ώ╛. 

 
F03. Metaverse, New Realities & Emerging Tech NEW 
The immersive experiences that creatively push the boundaries of technology within sport 
entertainment . This could include, but not limited to AI, AR, VR, XR, wearable tech and mobile 
devices, voice technology, blockchain technology, gamification, virtual worlds, metaverse 
and all other emerging platforms. Does not include prototypes of early - stage technology.  

 
 

  



SPIKES ASIA AWARDS 2025 
‾ ᵖ  1: ‾ ╩ᵽ   
ENTRY KIT 1 : ENTERTAINMENT 

 

 

₅ᶷṕ̓ ̰ᶷṕ╪ ▀ Ώ˞Ϯ  ᵰ תּ  ṨṪ╪ ▓Ѥ ˿↕ ₅ᶷṕ╙ ↕ἐ ♠↔ ѱѻ. 

                    If there is any inconsistency or ambiguity between the English and Korean version, the English version shall prevail.                                                                    
   67

   
   

„−Ӣ Ҷῳʷ͖ 

F04.  ⁭ ֛ ѡ ḡ͒ ♆ץ 
ᾅ  ̕ᴐ ╙ ̯ ̆ ⁴ᵑ ┬ҵ ⁴ ᷾ѱ  ҿ̓ Ẅנӥ ˁҵᵑ и╪͙ ─  אַ 
⁴ ḓ Ḥ͕ ♣ר. 

 
F04. Fan Engagement/ Distribution Strategy  
Audience engagement and distribution strategies designed to build and engage a sports -
related fanbase, enhancing community activity and brand affinity.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly 
Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

F05. ẁםӢ Ћᾒ, ᾂ Ἁᾒ, ‭ 
ᾅ , Ẅנӥ  ḓ ⁪ ╬ᶀ ᵑ ↔ ⁴ ♬ ẋּנѱᾅ ᶜ ᵑ ҀἛ ̆ ̕ᴐӈ ᶛӧ Ợז⁄˭ 
Ữ  ╪╫╙ Ⱡ̑ Ѥ ♣ר♠ Ẅנӥ Ўᾕ ḓ ‰. 
 
F05. Brand Partnerships, Sponsorships & Collaborations  
Strategic brand partnerships and collaborations that leverage sports, branded content and 
entertainment to meet specific business goals and mutually benefit everyone involved.  
 
F06. ᾂ ╢ Ѹ‗Ἐ Ḑ ↑Ἐ ᾍ͈  
ᾅ ᵑ ↔ ⁴ ᾅ  ֞Ѥ ᾅ  ̕ᴐ ᷾ѱ  Ͽ╥ Ἓ, Ἓ♠ , ◑ , Ϯ╪, ╬ꜙ, Ḋⱴ, ᾐ̰, 
ꜙ̪ ֞Ѥ ͙  ᾐṪ⁄ ӻᵐ ╪⁄ ᵭἌѤ Ẅנӥ לҵ ᵙ⁄╪ Ẅ ▬. 

 
F06. Diversity & Inclusion in Sport NEW  
Brand - led creative work that leverages sport to tackle and confront disparities based on sex, 
sexuality, disability, age, race, ethnicity, origin, religion or other status within a sport or sports 
related community.  



SPIKES ASIA AWARDS 2025 
‾ ᵖ  1: ₂ừ  
ENTRY KIT 1 : FILM 

 

  

₅ᶷṕ̓ ̰ᶷṕ╪ ▀ Ώ˞Ϯ  ᵰ תּ  ṨṪ╪ ▓Ѥ ˿↕ ₅ᶷṕ╙ ↕ἐ ♠↔ ѱѻ. 

                    If there is any inconsistency or ambiguity between the English and Korean version, the English version shall prevail.                                                                    
   68

   
   

„−Ӣ Ҷῳʷ͖ 

₂ừ                
Film  

 Fi lm  

ᵒ ᾅ ╪ ᾅѤ ₅Ữ╥ ᵙ⁄╪ ẋ  .Ѥ Ữ░ѱѻתּ‡ל ⁄
 

▬╘ ᾅ ᵛ╙ ─  Ấ‡ϱ Ẅנӥ ᾅ ᵙ ᵠ, ּס TV, ₅ ḓ ₢Ω(Out ╬ג₣ , - Of- Home) ˿ ╙ ─  ▬ӈ ₅Ữ ӈ ᵑ Ṓ⁴ ת 
⅝ʺ ▓ᾋѱѻ. 

 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡₮ ︡  ḓ ͎ ̓ʺ ̆ᴎӋѱѻ. 
· ἐ  ̆ᵙʺ ⁷̕Ἓ╪ ▓Ѥ  ₅Ữ⁄ ҿ▀ ▬ ╙  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. ѻᵣ ἠἪ Ю˲˟ ̅̇ˠ₅  ᵒ: ṨᶷЯ̓  
ἠἪ 'B. ₣ג╬ ᵒ: Ṩᶷ'⁄Ѥ ҿ▀ ▬ ╙  Ḵᵣ  ὡ ▓ᾋѱѻ. 

· ἠἪ A, B, C, D⁄Ἄ ʻ ︡ ╘ 1  ⁄ ҉ ѱѻ. ἠἪ E, F, G⁄ἌѤ ⁴ױ Ḵ╥ ︡ ╙ 1  ╞ᶛᴛ  ὡ ▓ּתᵣ ᶛӧ ₅Ữ ︡ ╘ 
 ͙ʼ Ͽ⁄ ╪ᴴ‡ⱨ‒ ѱѻ. 

 

The Film Spikes celebrate the creativity of the moving image.  
 

The work will need to  demonstrate brilliant brand storytelling intended for a screen; filmed content created for TV, cinema, online 
and out -  of - home experiences.  
 

· The main  criteria considered during judging will be the idea, the execution and the impact.  
· There is no overall limit to how many times the same piece of work can be entered into Film as long as the categories 

chosen are relevant.  However, the same piece of work  ̞̪̒ ̠̟̝̪ ̖̓ ̖̟̥̖̣̖̕ ̠̟̖̔ ̟̥̠̚ ̤̖̥̠̟̔̚ Ю˲˟ ̅̇ ˠ ˴̟̖̞̒̚ ˷̝̞̚˫ 
̖̥̠̣̤̄̔Я ̟̒̕ ̠̟̖̔ ̟̥̠̚ ̤̖̥̠̟̔̚ ˘˳˟ ̟̝̟̖̀̚ ˷̝̞̚˫ ̖̥̠̣̤̄̔˘˟ 

· In sections A, B, C and D each execution constitutes one . In Sections E, F and G multiple executions may be entered as 
one entry. However all Film executions must have run within the eligibility period.  
 

 

A. TV/₂  ₂ừ: ṥᶴ 
TV⁄Ἄ Ḣ₅Ӈ˞Ϯ ₅ ̕⁄Ἄ Ữ₅ӈ ₅Ữ. ɒ ӧ ₅Ữ ͝╪Ѥ 180  ╪ ⁴‒ ѱѻ. ╪ ἠἪ⁄Ѥ ҿ▀ 
╙  Ḵᵣ Ⱡ  ὡ ▓ᾋѱѻ. 

A. TV/Cinema Film: Sectors  
Films that aired on TV or in cinemas. All films must be 180 seconds or fewer. The same 
entry can be submitted only once in this section.  

■ᴫ 
Materials  

A01. ἲẈ◐ 
ᾏ  ḓ ╛ᴮ, ⅞ᾒ ↔ , ἵ ↔ , ͙  ʺ♬↔ Ⱡ , ͙  FMCG, ╥ᵆ ḓ  ἝἌᵙ, ̋ ̯, ἵẋ▫ ʺ♣, 
▫ҿ  ḓ ▫ҿ  Ⱡ  ḓ Ἄẋᾅᵑ  ▀Ữ ἵẋ◓₮ Ͽ̯ ἵẋ◓. 

 

ᶛӧ ᾅ ӥ ▬╘ A03. ⁴ , ᴆ♇, ἵᵰ, ᴆᾅ ḓ ᾅ ך ӥ ╬⁄ ‒ ѱѻ. 
 

A01. Consumer Goods  
All fast moving & durable consumer goods, including food and drinks, toiletries, cleaning 
products, other household goods, other FMCG, clothing and accessories, furniture, consumer 
electronics, cars and automotive products & services.  

 

All fast food  entries should go in A03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  
 

Ὕ 
· ₅Ữ(3Ṫ)  

 
Compulsory  

· Film (3 mins)  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

A02. ᾂ „ 
Ⱡ–, OTC – , ɣ ˆ. 
 
▫ἐ Ѿ /ẋ₅ᵙ ͙̕╙ ҍỮ╖ᴛ Ⱡ▬  ▬╥ ˿↕ A06╖ᴛ ‒ ѱѻ. 
 
A02. Healthcare  
Pharma, OTC drugs, wellness.  
 
If the work has been created for a Charity/NFP then this should be entered into A06.  
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A03. ⁭ , ᴃ♄, ἲᵭ, ᴃᾂ Ḑ ᾂ ח Ӣ ╩ 
ҍַא ̪  ḓ ̛̕ ╙  ᶛӧ ̪  ḓ ⁴  ̕ᴐ Ἄẋᾅ. Ḗᶹ̕, ᾅ Ḷ, ᾅ ᴁ╙  ᶛӧ 
⁪ ╬ᶀ  ḓ ᴆ♇ ̕ᴐ Ἄẋᾅ. ₣ג╬ ἵᵰỮ, Ό˿♩, Ḉ↔ᾒ, Ṩҿụ ַאˌἵᵑ  ᶛӧ ᵰ◑. 
₮ ὥ︡╙  ᶛӧ ᴆᾅ ḓ ᾅ ך ӥ ╬.  

 
A03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  
All transport -  and travel - related services, including public transport and tourism boards. All 
entertainment -  and leisure - related services, including museums, festivals and gyms. All 
shops, including online retailers , opticians, hairdressers and estate age nts. All restaurants 
and fast food chains, including cafes and bars.  
 

Ὕ 
· ₅Ữ(3Ṫ)  

 
Compulsory  

· Film (3 mins)  

A04. ḅӭ„/‾ ╩ᵽ  
╛Ὸ, ₅ , TV,  ḓ ᵰ , , ќᾅ, Ӱּת פ  , ͙  ᵰ . 
 
A04. Media / Entertainment  
Music, film, television, publications & media, books, news, digital platforms, other media.  
 

A05. ἲẈ■ ἉẈᾂ/B2B(Business to Business)  
ᶛӧ Ữ‰♠ ̑̑ Ἄẋᾅ, ḹᵉ, ͔ ╔, B2B ͙ ὥ, ἒ  ḓ ♣ᶷ Ἄẋᾅ, ͙  ẋּנѱᾅ Ἄẋᾅ, ϿṨ ḓ 
͙‰ ᷾ѱ ╪Ἢ. 
 
A05. Consumer Services / Business to Business  
All commercial public services, Legal, financial, B2B technology, consultancies & professional 
services, other business services, internal & corporate communications.  
 

A06. Ẉ₂ᵖ/■Ἅ ѻ /♩ṥ 
♬Ṩ, ̑ Ṓ, NGO, ̱ ҍ, ▫ἐ Ѿ , ẋ₅ᵙ Ѿ . 

 
ᶛӧ CSR ▬╘ ̕ᴐ Ṩᶷ ḓ/֞Ѥ ἠἪ F. ʊ  ḓ ᵱד╥ F07. ͙ ‰ ᶜ♠ ḓ Ợ ♠ ▐ ̆ᵙ⁄ 

‒ ѱѻ 
 
A06. Not - for - profit / Charity / Government  
Government, public information, NGOs, military, charities, non - profit organisations . 

 
All CSR work should be entered in the relevant sector and/or F07. Corporate Purpose & Social 
Responsibility category in section F. Culture & Context  
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B. ₠ׇ╩ ᵏ: ṥᶴ 
ᵙᴞ(pre - roll) ̛̆ᵑ ⁴ ₣ג╬╖ᴛ Ḣ₅ӈ ₅Ữ. ╪ ἠἪ╥ ▬╘ ₣ג╬ ḈӰ‡ Ḥ ᵑ 
‒ ѱѻ. ╪ ἠἪ⁄Ѥ ҿ▀ ▬ ╙  Ḵᵣ  ὡ ▓ᾋѱѻ. 

 

B. Online Film: Sectors  
Films that aired online, including pre - roll adverts. The work in this Section should include an 
online media placement. The same piece of work may only be entered once in this Section.  

■ᴫ 
Materials  

B01. ἲẈ◐ 
ᾏ  ḓ ╛ᴮ, ⅞ᾒ ↔ , ἵ ↔ , ͙  ʺ♬↔ Ⱡ , ͙  FMCG, ╥ᵆ ḓ  ἝἌᵙ, ̋ ̯, ἵẋ▫ ʺ♣, 
▫ҿ  ḓ ▫ҿ  Ⱡ  ḓ Ἄẋᾅᵑ  ▀Ữ ἵẋ◓₮ Ͽ̯ ἵẋ◓. 

 
ᶛӧ ᾅ ӥ ▬╘ B03. ⁴ , ᴆ♇, ἵᵰ, ᴆᾅ ḓ ᾅ ך ӥ ╬⁄ ‒ ѱѻ. 
 
B01. Consumer Goods  
All fast moving & durable consumer goods, including food and drinks, toiletries, cleaning 
products, other household goods, other FMCG, clothing and accessories, furniture, consumer  
electronics, cars and automotive products & services.  

 
All fast food entries should go in B03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  
 

Ὕ 
· ₅Ữ 
· URL 

 
Ἅ  ở  

· AR/VR ▀ 
 
 

Compulsory  
· Film  
· URL 

 
Optional  

· AR/VR Files 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

B02. ᾂ „ 
Ⱡ–, OTC – , ɣ ˆ. 
 
▫ἐ Ѿ /ẋ₅ᵙ ͙̕╙ ҍỮ╖ᴛ Ⱡ▬  ▬╥ ˿↕ B06╖ᴛ ‒ ѱѻ. 
 
B02. Healthcare  
Pharma, OTC drugs, wellness.  
 
If the work has been created for a  Charity/NFP then this should be entered into B06.  
 

B03. ⁭ , ᴃ♄, ἲᵭ, ᴃᾂ Ḑ ᾂ ח Ӣ ╩ 
ҍַא ̪  ḓ ̛̕ ╙  ᶛӧ ̪  ḓ ⁴  ̕ᴐ Ἄẋᾅ. Ḗᶹ̕, ᾅ Ḷ, ᾅ ᴁ╙  ᶛӧ 
⁪ ╬ᶀ  ḓ ᴆ♇ ̕ᴐ Ἄẋᾅ. ₣ג╬ ἵᵰỮ, Ό˿♩, Ḉ↔ᾒ, Ṩҿụ ַאˌἵᵑ  ᶛӧ ᵰ◑. 
₮ ὥ︡╙  ᶛӧ ᴆᾅ ḓ ᾅ ך ӥ ╬. 

 
B03. Travel, Leisure, Retail, Restaurants & Fast Food Chains  
All transport -  and travel - related services, including public transport and tourism boards. All 
entertainment -  and leisure - related services, including museums, festivals and gyms. All 
shops, inclu ding online retailers , opticians, hairdressers and estate agents. All restaurants 
and fast food chains, including cafes and bars.  
 

B04. ḅӭ„/‾ ╩ᵽ  
╛Ὸ, ₅ , TV,  ḓ ᵰ , , ќᾅ, Ӱּת פ  , ͙  ᵰ . 
 
B04. Media / Entertainment  
Music, film, television, publications & media, books, news, digital platforms, other media.  
 

B05. ἲẈ■ ἉẈᾂ/B2B(Business to Business)  
ᶛӧ Ữ‰♠ ̑̑ Ἄẋᾅ, ḹᵉ, ͔ ╔, B2B ͙ ὥ, ἒ  ḓ ♣ᶷ Ἄẋᾅ, ͙  ẋּנѱᾅ Ἄẋᾅ, ϿṨ ḓ 
͙‰ ᷾ѱ ╪Ἢ. 
 
B05. Consumer Services / Business to Business  
All commercial public services, Legal, financial, B2B technology, consultancies & professional 
services, other business services, internal & corporate communications.  
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B06. Ẉ₂ᵖ/■Ἅ ѻ /♩ṥ 
♬Ṩ, ̑ Ṓ, NGO, ̱ ҍ, ▫ἐ Ѿ , ẋ₅ᵙ Ѿ . 

 
ᶛӧ CSR ▬╘ ̕ᴐ Ṩᶷ ḓ/֞Ѥ ἠἪ F. ʊ  ḓ ᵱד╥ F07. ͙ ‰ ᶜ♠ ḓ Ợ ♠ ▐ ̆ᵙ⁄ 

‒ ѱѻ 
 
B06. Not - for - profit / Charity / Government  
Government, public information, NGOs, military, charities, non - profit organisations . 

 
All CSR work should be entered in the relevant sector and/or F07.  Corporate Purpose & Social 
Responsibility category in section F. Culture & Context  

Ὕ 
· ₅Ữ 
· URL 

 
Ἅ  ở  

· AR/VR ▀ 
 
 

Compulsory  
· Film  
· URL 

 
Optional  

· AR/VR Files 
 

C. Ḓ╧₂ ױừ  
C. Viral Film  

■ᴫ 
Materials  

C01. Ḓ╧₂ ױừ 
ḓ/֞Ѥ Ợ↔▫ Ḥ ┬̑ ╬ג₣ ᵑ לӈ ╥ҵᴛ ⁴ ▬ӈ ₅Ữ. 
 
C01. Viral Firm  
Films created with the primary intention of being shared and /  or distributed by user 
online.  

Ὕ 
· ₅Ữ 
· URL 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Film  
· URL 

 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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D. ᾂ ᵘ Ḑ ╧Ḽ  
TV, ₅  ֞Ѥ ₣ג╬ ╪Ω╥ ᾅ ᵛ⁄Ἄ Ữ₅ӈ ₅Ữ. 
 

D. Screens & Events  
Films that aired on screens other than TV, cinema or online.  

■ᴫ 
Materials  

D01. ᾂ ᵘ Ḑ ╧Ḽ  
ᾅ  ˿͙◑, ᾅ Ḷ, ⁞ᾅ , ʃ ⁵ Ḗז , ᾎỮᾏ, ἝḈϮ, ϿṨ ᵙⱢ ╪Ἢ Ӯ ̑̑ ḓ Ḋʼ 
╪ḿ ⁄Ἄ Ữ₅ӈ ₅Ữ. 
 
D01. Screens & Events  
Films shown at public and private events. This could include but not limited to, 
sporting venues, festivals, expos, trade shows, award shows, seminars and internal 
presentations.  

Ὕ 
· ₅Ữ 

 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Film  

 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

D02. ᵞ╧ ᴘ ᵏ 
Facebook, Twitter, TikTok, Instagram, Snapchat Ӯ╥ ἵἫ פ ╙ ─  ᵣө‡ֿב Ѿ  ₅Ữ. 

 
︡ ╥Ḵ ױ⁴ ╘ ҍ 60 Ѥ 1תּͥ  ╞ᶛᴛ  ὡ ▓ᾋѱѻ. ̒  ᵡ╪ ᴛ ᵒ╥ ͝╪Ѥ 
15  ╪ ⁴‒ ѱѻ. 
 
D02. Microfilm  
Short - form films made for social platforms. This could include, but not limited to, 
Facebook, Twitter, TikTok, Instagram, Snapchat etc.  

 
Multiple executions can be entered as one entry up to a maximum of 60 seconds. 
Each microfilm should be a maximum of 15 seconds in length.  

Ὕ 
· ₅Ữ(1Ṫ)  
· URL 

 

Ἅ  ở  
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Film (1 min)  
· URL 

 

Optional  
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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D03. ᶆ ḯᾂ, љ p …ᵖ , ᾍ  ͖ ὢ  
₅Ữ Ͽ ˿́ᵑ ᵙ⁄╪ Ẅ╖ᴛ Д Ѥ ᶟ░  ˿ ╙ ─  ▬ӈ ẋӰ₡ ḓ  ỸἛ . Ợֿב, 
AI, AR, VR, XR, ˭▐ , ̋ Ữ Ἕ́, ᶉ Ḳᾅ ḓ ͎ ḗ╥ ᶛӧ ᾐ פ   Ӯ╙ . ͙ Ѿ́ ͙ὥ╥ 
ᾎⱠ ╘ Ӈּת Ώ╛. 

 
D03. Metaverse, New Realities & Emerging Tech  
Video and computer - generated content created for immersive experiences that creatively 
push the boundaries within film. This could include, but not limited to photography, AI, AR, VR, 
XR, gamification, virtual worlds, the metaverse and all other emerging platforms. Does not 
include prototypes of early - stage technology.  

Ὕ 
· ₅Ữ 

 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Film  

 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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E. ₂ừ ᾍ 
Ẅנӥ╥ ᶉᾎּתᵑ ♣Ҁ ͙ ─  ₅Ữ ᵰ ╥ ᾐ♠ Ợ↔. 
 
₅Ữ ᾎᵙּנᵑ Ⱡ Ѥ ˿↕, ѻ╛ ︡  ᾎ▬╙ ᾎ Ѥ ᾈᴆ╪ ʺ ▓Ѥ Ѿ▀ ẋӰ₡ ▀ᴛ ᶛӧ 
︡ ╙ ‰ᴛӥ ᾕᾎ₡. 
 

E. Innovation in Film  
˺̧̧̟̟̠̥̖̒̚ ̦̤̖ ̠̗ ̥̙̖ ̗̝̞̚ ̞̖̦̞̕̚ ̥̠ ̠̞̞̦̟̥̖̔̔̒̚ ̒ ̣̟̓̒̕Я̤ ̞̖̤̤̘̖̒˟ 
 
If you are submitting a series of films please upload all executions in a single video file with 
slates denoting the start of the next execution.  

■ᴫ 
Materials  

E01. TV/₂  ₂ừ ᾍ͈ 
Ẅנӥ ᶉᾎּתᵑ ♣Ҁ ͙ ─  TV/₅ ╥ ᾐ♠ Ợ↔. 

 
E01. TV/Cinema Film NEW 
˺̧̧̟̟̠̥̖̒̚ ̦̤̖ ̠̗ ̅̇ˠ̟̖̞̔̒̚ ̥̠ ̠̞̞̦̟̥̖̔̔̒̚ ̒ ̣̟̓̒̕Я̤ ̞̖̤̤̘̖̒˟ 

Ὕ 
· ₅Ữ 

 

̻◌(Ἅ  ở )  
· ҥᶛ ₅Ữ 

 

Ἅ  ở  
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Film  

 

Highly Recommended 
(Optional)  

· Demo Film  
 

Optional  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

E02. ₠ׇ╩ Ḑ Ḓ╧₂ ױừ 
Ẅנӥ╥ ᶉᾎּתᵑ ♣Ҁ ͙ ─  .↔₅Ữ╥ ᾐ♠ Ợ ╬ג₣ 
 
E02. Online & Viral Film  
˺̧̧̟̟̠̥̖̒̚ ̦̤̖ ̠̗ ̠̟̝̟̖̚ ̗̝̞̚ ̥̠ ̠̞̞̦̟̥̖̔̔̒̚ ̒ ̣̟̓̒̕Я̤ ̞̖̤̤̘̖̒˟ 

Ὕ 
· ₅Ữ 
· URL 

 

̻◌(Ἅ  ở )  
· ҥᶛ ₅Ữ 

 
Ἅ  ở  

· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Film  
· URL 

 

Highly Recommended 
(Optional)  

· Demo Film  
 

Optional  
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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E03. ᾂ ᵘ Ḑ ╧Ḽ  ᾍ͈ 
̑ˌ ḓ ẋ̑ˌ Ợ⁄Ἄ Ữ₅ӇѤ Ẅנӥ ᶉᾎּתᵑ ♣Ҁ ͙ ─  ₅Ữ ╥ ᾐ♠ Ợ↔. 

 
E03. Screens & Events NEW 
˺̧̧̟̟̠̥̖̒̚ ̦̤̖ ̠̗ ̗̝̞̚ ̠̟̥̖̟̥̔ ̨̤̙̠̟ ̥̒ ̡̦̝̓̔̚ ̟̒̕ ̡̧̣̥̖̒̚ ̧̖̖̟̥̤ ̥̠ ̠̞̞̦̟̥̖̔̔̒̚ ̒ ̣̟̓̒̕Я̤ 
message.  

Ὕ 
· ₅Ữ 

 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Film  

 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 
 

F. ʃ  Ḑ ᵮא 
ᶷ ♠ ╬Ợ╪  .▬ ‫Ѥ ╙Ỹᶘᴏ  ╙דᵱ ♠⁵תּ ₮

 
₅Ữ ᾎᵙּנᵑ Ⱡ Ѥ ˿↕, ѻ╛ ︡  ᾎ▬╙ ᾎ Ѥ ᾈᴆ╪ ʺ ▓Ѥ Ѿ▀ ẋӰ₡ ▀ᴛ ᶛӧ 
︡ ╙ ‰ᴛӥ ᾕᾎ₡. 
 

F. Culture & Context  
Work that is brought to life through cultural insights and regional context.  

 
If you are submitting a series of films please upload all executions in a single video file with 
slates denoting the start of the ne xt execution.  
 

■ᴫ 
Materials  

F01. ᴘ  ẁםӢ 
Ѿ▀ ּ⁵ת⁄Ἄᵣ ┬ ӇѤ Ẅנӥᵑ ─  ♬ ˲ ₡Ӱ…ᾅ╥ ̑ˁ╙ .▬ ‫Ѥ 
 
F01. Local Brand  
Work for brands which are only distributed in a single locality that resonated with a specific 
target audience.  
 

Ὕ 
· ₅Ữ 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
·  AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Film  

 
 

F02. ᵘ♄ ẁםӢ 
˿☺‰ ╥  ᴏ⁄ ҍ╞ ⁴ ᵙ⁄╪ Ẅ╖ᴛ ♪͐ Ḣᾏ╙ ⱳ♬ ̆ Ữ╙ Ѥ ֿבṒ♠ Ợ̆₮ 
ᾐ♠ ᵙ⁄╪ ẋ ╙ Ợ↔ Ѥ ͙♠ ▬ ╙ ᵣө‡ϿѤ Ẅנӥ. 

 
F02. Challenger Brand  
Brands which have creatively adapted their approach in response to competitor pressure by 
challenging the status quo to create game - changing work that uses progressive thinking and 
innovative creativity.  
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F03. ѻ╪ ᾋ◌ ╩ 
Ѿ▀ ̰ʺ/ּ⁵ת/ᾎ◑⁄Ἄᵣ Ḣ₅Ӈ˞Ϯ ︡ ӈ ▬. ▬╘ ♬ ♠ ᾎ◑⁄ ᵭ˭ ‡֒˭ 
̆Ό Ѥּת ἒᶘ ‒ ѱѻ. 
 
F03. Single - market Campaign  
Work that only aired or ran in a single country / region / market. The work should describe how 
it was designed for the specific target market.  
 

Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
F04. ἲἨ ҼḐ ʃ ♅ ╩ở╧  ᾍ͈ 
̕ ,‡Ḣ⁄Ἄ ḛ˸ӇѤ ῷ╪Ӱתּ Ѥ֞ ⁵תּ ♬ ᾋ, ̋  ḓ ג╪ ᾅ ▀⁄Ἄ ẋᴡӈ ᾏṊ ʺѫ  
Ợ ♠ ҿ ֞Ѥ ᶷ ♠ ╬Ợ╪ ᵑ  ♬ ַא/ ᷾ѱ ⁄Ἄ ₅ˁ╙ Ḛ╘ ▬. 
 
G04. Social Behaviour & Cultural Insight NEW 
Work inspired by a specific audience / community, hinging on identifiable social behaviour or 
cultural insight stemming from the ideas, customs, values and lifestyles found within a specific 
region or locality.  
 

F05. ┘ᵻ ở↑ ᾍ͈ 
Ẅנӥ ᷾ѱ ╪Ἢ⁄ ┬ᵾ ͙ὥ╙ ҅ῷЁ ▬. ╬⁄ ◓ , ▫, 
͙ḛ ╙ а⁴Ͽ‡ ַ̓א ̑ˁҍᵑ Ἓ ᶔἌҵ ּ̆ל ╙∑˞פ, ͙ •⁄ ϶╖ᶒ, 
∕╛╙ ┬ḛ Ѥ ▬. 

 
F05. Use of Humour NEW 
Work that celebrates the art of humour in branded communications. Infusing wit, satire, and  
cleverness into campaigns that provide amusement and create memorable, laughter - inducing  
connections with audiences.  
 
F06. ₆Ợ Ҷ ̬ 
ᾎ◑ ḓ/֞Ѥ ‰́₮ ̕ᴐӈ ᵤּת Ώ╘ ₉ụ ḓ/֞Ѥ ▫∟╙ ᵙ⁄╪ Ẅ╖ᴛ Ợ↔ ⁴ ҍ╥ ̓ . 
▬╘ Ⱡ ӈ ▫∟⁄ҵ Ṭ̯ ̆ ᾐ  ╬Ợ╪ , ₅ᵙ תּ  , ἒӦᴏ ▓Ѥ ♣ר♠ Ợ̆ᴛ ẋּנѱᾅ 

ᶷⱠᵑ ‡֒˭ ˺ Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 
 
F06. Breakthrough on a Budget  
Creative use of modest budgets and/or resources in relation to the market and/or industry to 
create maximum impact. The work should demonstrate how fresh insight, smart spending and 
compelling strategic thinking solved a business problem despite lim ited resources.  
 
F07. ͖ ‭ ᶙ♅ Ḑ ở ♅ ▄ 
Ợ , ┼ᵙ, ˿ ᶷⱠᵑ ѻᴴѤ ᶜ♠ ּת ♠ ▬/Ẅנӥ ҿל╥. ▬╘ Ẅנӥ╥ ᶜ♠╪ ̆ˍ╙ 
ᶷ ⁄ ⁷˺ ╖ᴛᾬ ‡֒˭ ʺ ᵑ ̆ ּ⁵תỢ ⁄ ₅  .ѱѻ ‒‡ל Ṓ⁴ תѤּ‴ל ╙
 
F07. Corporate Purpose & Social Responsibility  
Purpose driven work / brand activism which address social, ethical and environmental issues. 
˶̟̥̣̖̤̚ ̤̙̠̦̝̕ ̖̞̠̟̤̥̣̥̖̒̕ ̨̙̠ ̥̙̖ ̣̟̓̒̕Я̤ ̡̡̦̣̠̤̖ ̙̤̒ ̣̖̥̖̔̒̕ ̧̝̦̖̒ ̟̒̕ ̡̞̥̖̒̔̚̕ 
communities by connecting customers to culture.  
 
F08. ᾋ◌ ̧  ב
╞ᴛḶ ᶷⱠ⁄ ҍ͒/⁵תּ/תּ ♬ⱳ ╙ר♣ ⁴ ̆ ̆ˍ⁄ ҍ  Ḥᴎᵑ Ṓ⁴ לѤ ʺ⇔ҥ Ẅנӥᵑ 
♣Ҁ Ѥ Ựᴛ⇔ Ḣḹ╙ ὡ↔  Ẅנӥ. 
 
F08. Market Disruption  
Brands that have creatively adapted their strategy in response to local / regional / global 
issues, embracing new ways of delivering their brand while showing consideration for the 
consumer.  
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₂ừ כ              
Film Craft  

  Fi lm Craft  

₅Ữ מ  ᾅ ╪ ᾅѤ ₅  ₉ὥἛ⁄ תּ‡לѤ Ữ░ѱѻ. 
 

▬╘ ∩  ₅  Ⱡ▬╙ Ṓ⁴ ל‡‒ ѱѻ. ּס Ⱡ▬/Ợ  Ⱡ▬⁄Ἄ╥ ͙ὥ♠ ͙̓װ ἻῬᵑ ӥױϿ˞Ϯ ῷ╪Ӱ‡ᵑ Ữᾎ ˞Ϯ ͎ ︡ ╙ 
͏♠╖ᴛ ˌἐ Ѥ ▬╪‡‒ ѱѻ. 
 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ︡ ╪ ̆ᴎӋѱѻ. 
· ҿ▀ ▬ ╙ ₅Ữ מ ⁄  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. 
· ᵡ╪ ᴛ ᵒ╥ ṓὡ ︡ ╘ ҍ 60 Ѥ 1תּͥ  ╞ᶛᴛ  ὡ ▓ᾋѱѻ. ̒  ᵡ╪ ᴛ ᵒ╥ ͝╪Ѥ 15  ╪ ⁴‒ ᶒ, ɒ ӧ 

▬╘ Ӯᴜ ͙ʼ Ͽ⁄ ᾎ Ӈ‡‒ ѱѻ. 
 

The Film Craft Spikes celebrate onscreen artistry.  
 

The work will need to demonstrate exceptional filmmaking, showcasing  technical skill and prowess in production / post -
production,  elevates an idea or dramatically enhances its execution.  
 

· The main criteria considered d uring judging will be the execution.  
· There is no overall limit to how many times the same piece of work can be entered into Film Craft.  
· Multiple microfilms executions can be entered as one entry up to a maximum of 60 seconds. Each microfilm should be 

a maximum of 15 seconds in length and all entries must have run within the eligibility period.  
 

A. ♫□ 
A. Production  

■ᴫ 
Materials  

A01. ⁴  
ˁҶ╥ ẋ♣╙  ᵙ⁄╪ Ẅ Ẅᵙ  Ἅ╙ ⁴ ⁷ ╥ ẋ♣̓ Ἓ  ḓ ҉ ẋ♣╪ Ἓ ӈ ♬ҵ. 
⁴͙⁄Ѥ ᾅ , Ἕ  Ӱ▫╬, Ợ⇔ӥ Ӱ▫╬ ḓ ₅╙ ‡֒˭ ↔ ⁴ ҉ ẋ♣╙ Ἓ Ѥּת Ӯ╪ 
Ӊ ὡ ▓ᾋѱѻ. 

 

A01. Direction  
The vision and achievement of the direction including the translation of the creative brief 
through a ̣̖̥̠̣̔̕̚Я̤ ̧̤̠̟̚̚ ̟̒̕ ̨̙̠ ̨̖̝̝ ̥̙̥̒ ̧̤̠̟̚̚ ̙̤̒ ̖̖̟̓ ̧̙̖̖̒̔̚̕˟ ̙̤̅̚ ̞̪̒ ̟̝̦̖̔̚̕ ̦̥̓ ̤̚ 
not limited to, the way that casting, set design, sound design and cinematography have been 
used to bring that vision to life.  

Ὕ 
· ₅Ữ 

 

Ἅ  ở  
· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
 

Compulsory  
· Film  

 

Optional  
· URL 
· AR/VR Files 
· Digital Supporting 

Content  

A02. ҊṒ 
₅Ữ╥ ῠ⁴ֿב ҍṕ. ֞  ṕ ṪἍ⁄Ѥ ҍṕ ṪἍ⁄Ѥ ҍṕ╪ ᵙ⁄╪ Ẅ ῷ╪Ӱ‡ᵑ ‬ᵡϮ 
Ἓ̑♠╖ᴛ ̯ ̆ ꜙ ︡ ╙ ӞḚ Ѥּת Ӯ ҍỢ, Ṓ╪ᾅ ₡Ḳ, ◑ᶔ Ἕ  ╪ Ἢ ḓ  ,▐וֹ∑ ,
Ӌѱѻ. 

 

Ⱡ ╥ ▀Ṩᴛ ҍṕ╥ ₅‡ Ḵ⁵╙ Ἄᶔ╖ᴛ Ⱡ̑ ‒ ѱѻ. 
 

A02. Script  
̙̖̅ ̗̝̞̚Я̤ ̡̤̣̥̔̚˝ ̤̒ ̨̣̥̥̖̟̚˟ ˲̟̝̪̤̤̒̚ ̠̗ ̥̙̖ ̡̤̣̥̔̚ ̨̝̝̚ ̟̝̦̖̔̚̕ ̝̠̘̦̖̒̕̚˝ ̧̧̠̖̠̖̣̤̔̚˝ ̤̖̟̖̔ 
setting, movement, actions and expressions. This analysis will also look at  how successfully 
the script delivers on the creative idea and supports the final execution.  

 
You are required to provide a written English translation of the script as part of your 
submission.  
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A03. ᾂ  
ᾅ ╥ ẋ♣ ḓ Ἓ . Ḥ↕, ʃ ↔ὡ, ̋ ὡ, ɒ Ҩ, ẋ♣ᶷʺ, ҿᶹ, ͙  ⁷₉╬╥ Ợ♣ Ⱡ▬ ἐ♬ . 

 
Ữ₅ӈ ₅Ữ Ω⁄ ᾅ  ̓♬╙ Ṓ⁴ לѤ 2Ṫ ͝╪╥ ҥᶛ ₅Ữ╙ Ⱡ̑ Ѥ ˦╪ ꜜᾋѱѻ. 
 
A03. Casting  
The vision and achievement of the casting. This includes but is not limited to the pre - production 
selection of actors, dancers, singers, models, non - professionals, animals and other talent.  

 
It is highly recommended to provide a two - minute Demo film showcasing the casting process 
in addition to the film as it aired.  

Ὕ 
· ₅Ữ 

 

̻◌(Ἅ  ở )  
· ҥᶛ ₅Ữ 

 

Ἅ  ở  
· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
 

Compulsory  
· Film  

 

Highly Recommended 
(Optional)  

· Demo Film  
 

Optional  
· URL 
· AR/VR Files 
· Digital Supporting 

Content  

A04. ᴘҕἧ ӭ■╩/ῳ  ӭᴄἧ 
ᴛҘἪ Ӱ▫╬/ῷ  ӰᴇἪ╥ Ḉ . ⁴͙⁄Ѥ Ἕ  Ӱ▫╬̓ ᴛ ╪Ἢ Ẏӥ ḓ ▬ ╥ ♣ḙ♠╬ ᴵ   
̓ Ṫ─͙, ͎ ᵙ̆ ᾎʻ♠ ̯Ἓ⅝ἵ╥ ̪ᶯ  ̕ᵙᴛ ἌỢʺ ‡֒˭ ỮӇ‴Ѥּתʺ Ӌѱѻ. 

 
A04. Production Design / Art Direction  
The aesthetic of the production design / art direction. This includes set design and location 
builds, as well as the overall look, feel and atmosphere of the piece and how the narrative has 
been enhanced by the artful management of the visual components.  
 

Ὕ 
· ₅Ữ 

 
 

Ἅ  ở  
· URL 
· AR/VR ▀ 
· ҥᶛ ₅Ữ 
· Ӱּת  Ṓⱳ  
 

Compulsory  
· Film  

 

Optional  
· URL 
· AR/VR Files 
· Demo Film  
· Digital Supporting 

Content  

A05. ₂ 
ᾅ .̓ ̓פֿ ╥₅ ▀, ₉ὥ♠ ἐ , ᶉג√ , ₅ ♠ ͙ḹ, Ὗ ̯Ἓ, ⱳᶘ ḓ ͙  ̓ʺ 
ᾔỢӋѱѻ. 
 
A05. Cinematography  
The quality and effect of the cinematography. The style, artistic choices, camerawork, 
cinematic techniques, shot composition, lighting and other effects will be considered.  
 

A06. ₓᵖּקЏ ╘ῴ╢ ở↑ 
₅Ữ ̛̆ᵑ ─  Ṋ  ▬ӈ ₡ᵙּתВ ╛Ὸ ▬̇╥ ̓₮ Ἓ̑. ♣  ▬ ⁄ ҍ  ͙⁴₮ Ζ ן 
▫ ╥ ₉ὥ♠ Ἓ ҵ ᾔỢӋѱѻ. 
 
A06. Use of Original Music  
The impact and success of original music compositions, created specifically for film 
advertisements. The artistic achievement of the track itself will be considered, along 
with its contribution to the piece as a whole.  
 

A07. ׇ╧Ἅᾂ/ ̄ ╘ῴ╢ ở↑ 
ἐᾅ ╛Ὸ ֞Ѥ ̇ӈ ╛Ὸ╥ ἐ╪ג ҍṕ╙ ӞḚ ╪ן . ˞Ϯ, ⅝  Ṫ─͙ᵑ ᵣө˞Ϯ, ͙  
ᵙ⁄╪ Ẅ Ẅᵙ ᵑ ̯ Ѥ Ḣᾏ╪ ᾔỢӋѱѻ. 

 

A07. Use of Licensed / Adapted Music  
The selection of licensed or adapted music. The way a track supports the script, creates the 
necessary atmosphere or otherwise delivers on the creative brief will be considered.  
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A08. ♫□ Ἐ  
▬ ╥ ˌṊ♠ ‒ᾔ̓ ҵ♣╥ ᵱד Ͽ⁄Ἄ ʺӈ ₅Ữ╥ ♣ḙ♠╬ Ἓ̑. Ⱡ▬ ͋ᶛ, ₉ụ Ⱡ–, ͙ ὥ♠ ᶷⱠ, 
Ⱡ▬ ̓♬⁄Ἄ ҉ᶔ  ̓Ⱡ, Ⱡ▬ ╪ ʺ↔ ▫∟╙ ‡֒˭ ҍ  ↔ ⁴ ꜙ ︡ ╙ ҀἛ Ѥּתʺ 
ᾔỢӋѱѻ. 

 

Ữ₅ӈ ₅Ữ Ω⁄ Ⱡ▬ ̓♬╙ Ṓ⁴ לѤ 2Ṫ ͝╪╥ ҥᶛ ₅Ữ(₉˫ Юᶉ╪  ₅ỮЯ ֞Ѥ Юẋ ╬ӥ җ ᾐЯ 
₅Ữ)╙ Ⱡ̑ Ѥ ˦╪ ꜜᾋѱѻ. 
 

A08. Achievement in Production  
The overall success of a film, assessed within the context of its individual ambitions and 
challenges. Scale of production, budget constraints, technical issues, challenges faced during 
the production process and how the production team made best use of resources available to 
them to achieve the final execution will be c onsidered.  

 

It is highly recommended to provide a two - minute demo film showcasing the production 
̡̣̠̖̤̤̔ ̖˟̘˟ ̒ Ю̞̜̟̘̒̚-̠̗Я ̠̣ Ю̖̙̟̓̚̕ ̥̙̖ ̤̖̟̖̤̔Я ̗̝̞̚˝ ̟̚ ̥̠̟̒̕̕̚̚ ̥̠ ̥̙̖ ̗̝̞̚ ̤̒ ̥̚ ̣̖̒̚̕ 

Ὕ 
· ₅Ữ 

 

̻◌(Ἅ  ở )  
· ҥᶛ ₅Ữ 

 

Ἅ  ở  
· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
 

Compulsory  
· Film  

 

Highly Recommended 
(Optional)  

· Demo Film  
 

Optional  
· URL 
· AR/VR Files 
· Digital Supporting 

Content  
 

B. ᾂ  ᴘҕἧ 
B. Post - Production  

■ᴫ 
Materials  

B01. ֿפ 
︡╥ ͙ὥ♠ ḓ ᵙ⁄╪ Ẅ Ἓ̑. ╪Ḓ, ἶҵ, ᾎʻ♠ ѻ╪Ͽḉᾅ, ҍỢ ѻ╪Ͽḉᾅ, Ợ⇔ӥ , 
♣ ♠ ᾅ ᵙ ᵠ╙  ₅Ữ ︡╥ ᶛӧ ᶔ⁄ ҍ  ᾔỢᵑ , 
 

B01. Editing  
̙̖̅ ̥̖̙̟̝̔̔̒̚ ̟̒̕ ̧̣̖̥̖̔̒̚ ̤̦̖̤̤̔̔ ̠̗ ̥̙̖ ̖̥̕̚˟ ˲̝̝ ̡̤̖̥̤̒̔ ̠̗ ̥̙̖ ̗̝̞̚Я̤ ̖̥̕̚ ̨̝̝̚ ̖̓ 
considered. This includes but not limited to  timing, pace, visual dynamics, dialogue 
dynamics, sound integration and overall storytelling . 

Ὕ 
· ₅Ữ 

 

Ἅ  ở  
· URL 
· AR/VR ▀ 
· ҥᶛ ₅Ữ 
· Ӱּת  Ṓⱳ  
 

Compulsory  
· Film  

 

Optional  
· URL 
· AR/VR Files 
· Demo Film  
· Digital Supporting 

Content  

B02. ש ̧ ♩/ṏ♩ 
♬ ˁ♬╙ Ṭױ▀╖ ̆ ₅Ữ╥ ꜙ♠ ᶛᾋ╙ ṉ ᾎ Ѥ ▀̕Ӈ̆ ‚ᾏ ӈ ױ Ḥ ᵑ ᵣө͙ ─  
ḓ Ṓ♬╥ ♣ḙ♠ Ἓ ♬̪ ױ . 
ⱳᶘ, Ḉὥ, ⁷  Ӱ▫╬̓ ⱳ ᵑ ╪ᴴ‡ ꜙ♠ ᶔ╥ Ṫ─͙, ѢϪ, Ἅ⁄ ₅  ᵑ╪ ̆ל ╙
Ữᾎ Ѥ Ṓ♬ ̓ . 
Ṓ♬/̪♬ ♣̓ ╥ ̓ᵑ Ṓ⁴ לѤ 2Ṫ ͝╪╥ ҥᶛ ₅Ữ╙ Ⱡ̑ Ѥ ˦╪ ꜜᾋѱѻ. 
 

B02. Colour Correction / Grading  
The overall achievement in colour correction and grading to create consistent and stylised 
colour schemes that evoke a specific emotion and transform the final look of the film.  
This could include, but not limited to, how the grading works cohesively with the lighting, 
production design and direction to affect and enhance the mood, feel and interpretation 
of the final footage.  
It is highly recommended to provide a two - minute demo film showcasing the before and 
after effects of correction / g rading.  

Ὕ 
· ₅Ữ 

 

̻◌(Ἅ  ở )  
· ҥᶛ ₅Ữ 

 

Ἅ  ở  
· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
 

Compulsory  
· Film  
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Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· AR/VR Files 
· Digital Supporting 

Content  

B03. ở↔Ӣ ӭ■╩ 
₅Ữ ̛̆ Ͽ⁄Ἄ╥ Ợ⇔ӥ Ӱ▫╬╥ ᵙ⁄╪ Ẅ Ợ↔. а╛, ḉᾗ, Ỵ  Ἓ, Ợ⇔ӥ ̓╥ ͙ὥ♠ 
↕ὡἛ̓ ︡̓╥ ⱳ , ♣  ▬ ⁄ Ḉ Ѥ ₅ ╪ ᾔỢӋѱѻ. 
 
B03. Sound Design  
The creative use of sound design within film advertising. Technical excellence in recording, 
mixing and the synthesis of samples and sound effects will be considered, along with the 
cohesion of the edit and its impact on the overall piece.  
 

Ὕ 
· ₅Ữ 

 

Ἅ  ở  
· URL 
· AR/VR ▀ 
· ҥᶛ ₅Ữ 
· Ӱּת  Ṓⱳ  
 

Compulsory  
· Film  

 
Optional  

· URL 
· AR/VR Files 
· Demo Film  
· Digital Supporting 

Content  

B04.  Ѯᶆ╧ἧ 
₅Ữ⁄Ἄ  ѱᶉ╪Ἢ╥ Ợ↔̓ Ḉ . ἢ, ᾅ  ᶛἪ, ͎ מ , ᾒᴴ⁮ ḓ 2D ֞Ѥ 3D  ͎מ  Ӯ ᶛӧ 
┬ ╥  ѱᶉ╪Ἢ╪ ↔Ӌѱѻ.  ѱᶉ╪Ἢ̓ ᾒỢ ₅╪ ᶛӎ ӈ ₅Ữ╥ ˿↕,  ѱᶉ╪Ἢ╪ 
ᾔỢӋѱѻ. 
 
B04. Animation  
The use and aesthetic of animation in film. All types of animation, including cell, stop - motion, 
graphic, silhouette and computer animation in 2D or 3D will be accepted. For films that include 
both animation and live action, it will be the animation that is judged.  
 

B05. ᾋʸ ̐ 
̓ ▫ ╥ ↕ὡἛ̓ ᾒⱠ ᶔ̓╥ Ἓ̑♠ ˺ ╙ ⁴ ₅Ữ ˿̓ ͙  ᾎʻ ̓╥ ▬. 

 
ᾎʻ ̓ʺ ‡֒˭ ᵣө‡ⱭѤּת Ṓ⁴ לѤ 2Ṫ ͝╪╥ ҥᶛ ₅Ữ╙ Ⱡ̑ Ѥ ˦╪ ꜜᾋѱѻ. 
 
B05. Visual Effects  
The creation of film environments and other visual effects, including the aesthetic and 
technical excellence of the effects themselves along with the success of their integration 
into real footage.  

 
It is highly recommended to provide a two - minute demo film showcasing how the visual 
effects were created.  

Ὕ 
· ₅Ữ 

 

̻◌(Ἅ  ở )  
· ҥᶛ ₅Ữ 

 

Ἅ  ở  
· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
 

Compulsory  
· Film  

 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· AR/VR Files  
· Digital Supporting 

Content  
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˪╧ḏ 
Gaming  

 Gaming  

˭╪Ḓ ᾅ ╪ ᾅѤ ˭▐ ᴆ╪ᵑ  Ợזө╙ Ẅנӥ⁄ ⁷˺ Ѥ ᵙ⁄╪ Ẅ ▬⁄ תּ‡לѤ Ữ░ѱѻ. 
 

╘ Ẅנӥʺ ṓ◌  ˭▐ ᷾ѱ ᵑ ‡֒˭ Ἓ̑♠╖ᴛ ↔ ̆ Ữ‰♠ Ἓ̑╙ ╪ϞᶔἌ ♣  ˭╪Ḓ ˿ ⁄ ᾒⱠ ʺ ᵑ ∟ ˭ җ Ѥּת 
Ṓ⁴ ל‡‒ ѱѻ. 
 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 20% ♣ר ḓ ╬Ợ╪ , 30% ᵙ⁄╪ Ẅ ῷ╪Ӱ‡, 30% 
͙̪ ḓ ︡ , 20% ˺ ̓. 

· ẄנӥѤ ⁷₉╬, ῷ ᾅ , ᵙ⁄╪ , ╬ ᴴ…Ἄ, ᾅ ᵙᵾ, ⇔ҿ ἐὡ, , ⱳֹו, ᾅ Ἄ, פ , ḈӰ‡ ἵ┬▫, ̾ ᵙ Ṓ┬▫, ֞ Ѥ 
˭▐ ụ‰̓ ̕ᴐӈ Ⱡ ̓ ᵑ Ⱡ▬ ̆ Ḥ͕ Ѥ ל ᵑ ᵦ ѱѻ. 

· E-ᾅ Ѥ ˭╪Ḓ ᾅ ╪ ᾅ Ͽ╥ ᶛӧ ̆ᵙ⁄  ὡ ▓ᾋѱѻ. 
· ἐ  ̆ᵙʺ ⁷̕Ἓ╪ ▓Ѥ  ˭╪Ḓ ᾅ ╪ ᾅ⁄ ҿ▀ ▬ ╙  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. 
 

The Gaming Spikes celebrate creative work that connects people to brands through gameplay.  
 

The work will need to demonstrate how brands successfully tapped into complex gaming communities and seamlessly added 
real value to the overall gaming experience while driving commercial success.  
 

· A number of  criteria will be considered during judging, weighted as follows: 20% strategy & insight; 30% creative idea; 
30% craft & execution; 20% results.  

· Brands refers to talent, artists, creators, influencers, streamers, athletes, teams, organisations, sponsors,  platforms, 
media owners, rights holders or any entity that produces and distributes products and content related to the gaming 
industry.  

· Esports may be entered across all categories within Gaming Spikes.  
· There is no overall limit to how many times the  same piece of work can be entered into Gaming Spikes as long as the 

categories chosen are relevant.  
 

 

A. ˪╧ḏ 
A. Gaming  

■ᴫ 
Materials  

A01. x ӭₓ-Ẉד…   
Ẅנӥ╥ ᶉᾎּשּ ת  ֞Ѥ Ựᴛ⇔ ˭▐╪Ϯ ˭╪Ḓ Ⱡ ╥ Ṓᵑ ᶜ♠╖ᴛ Ѥ ˭╪Ḓ╥ ₉̆ , 
ѻ ᶋ ᵙ, ᾎᵙּנ, ᾅ , ₡ᵙּתВ ╛Ὸ ᵑ ᾔ╖ᴛ  ẄנӰӥ ₅Ữ,  ῷ , 
 . ₡Ӱ₡/₡Ӱג

 

₅Ữ ᾎᵙּנᵑ Ⱡ Ѥ ˿↕, ѻ╛ ︡  ᾎ▬╙ ᾎ Ѥ ᾈᴆ╪ ʺ ▓Ѥ Ѿ▀ ẋӰ₡ ▀ᴛ ᶛӧ 
︡ ╙ ‰ᴛӥ ᾕᾎ₡. 
 

A01. Audio - visual Content  
Branded film, key art and radio & audio content including but not limited to trailers, 
documentaries, series, posters and original music content with gaming at their core which aim 
to amplify a brand's message or promote a new game or gaming product.  

 

If you are submitting a series of films please upload all executions in a single video file with 
slates denoting the start of the next execution.  
 

Ὕ 
· Ҷ ♠  

 
Ἅ  ở  

· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Original Content  

 
Optional  

· URL 
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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A02. ׇ╧ẁ ˪ ╧ḏ ˼   
Ⱡ  ᾎϮ ᴛᶛἪ╙ ─  ἵẋ▫ ֞Ѥ B2B ╪ḿ ⁄Ἄ ⁸ᵛ ג╪Ẅ ˭╪Ḓ ˿  ֞Ѥ Ἓ . ᾒⱠ ֞Ѥ 
ʺỮ Ἕ́╥ ἒ ᶹ, ᾅ Ḷ, , Ⱡ  ҥᶛ, ‰, eᾅ  ˿͙, ̋ Ữ Ἄ  ḓ ג╪Ẅ ̑⁷ Ӯ . 
 
A02. Live Gaming Experience  
Any live gaming experience or activation that was held at a consumer or B2B event for product 
launch or promotion. Including but not limited to installations, festivals, conventions, product 
demos, pop - ups, esports competitions , virtual concerts and live performances held physically 
or within virtual worlds.  
 

Ὕ 
· Ҷ ♠  

 
Ἅ  ở  

· URL 
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Original Content  

 
Optional  

· URL 
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

A03. ˪▄╖ ⌐  ẁםӢ   
Ẅנӥᵑ ˭▐ ֞Ѥ ˭╪Ḓ פ ⁄ ∟ ˭ ⁴ ♣ ♠╬ ˭╪Ḓ ˿ ╙ Ữᾎ ̆ ᾒֿפ♠╬ 
ẋּנѱᾅ ˺̓ᵑ Ⱡ̑. ▀ Ἓ ᾅ ₮ ╪ḿ , ͙ Ⱶ ֞Ѥ Ựᴛ⇔ ˭╪Ḓ פ  Ͽ╥ ▐ᾎ ˿ ֞Ѥ ₅̯♠ 
Ẅנӥ ἒ ᶹ Ӯ╙ . 

 
A03. Brand Integration for Games  
The seamless integration of a brand into a game or gaming platform, enhancing the overall 
gaming experience and delivering tangible business results. Including, but not limited to, one -  
off stunts and events, temporary environments or permanent brand insta llations within existing 
or new gaming platforms.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· AR/VR ▀ 
· ᾎỮᾏ↔ ₅Ữ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· AR/VR Files 
· Awards Show Film  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

A04. ˪╧ḏ/ᾂ ᵖḏ ס  ở↑  
Ẅנӥ, Ⱡ  ֞Ѥ Ἄẋᾅᵑ ̓♠╖ᴛ Ṓ ͙ ─  ˭╪Ḓ/ᾅ ᵙḒ פ ╥ ᾐ♠ Ợ↔. 
 
A04. Use of Gaming / Streaming Platforms  
Innovative use of gaming / streaming platforms to effectively promote a brand, product or 
service.  
 
A05. ᾋ/◐ ᾋ  
˭▐ ֞Ѥ ˭╪Ḓ Ⱡ ╥ ᾎ ֞Ѥ ◓ ᾎᵑ ─  ▬ӈ ᶟ░  ˭╪Ḓ ˿ . 
 
A05. Launch / Re - Launch  
Immersive gaming experiences created to launch or relaunch a game or gaming product.  
 
A06. ᷈Ѯ  ̒ ᵖ/ἲἨ ⁭  
˭╪Ḓ ַא╥ ˌḛ, ┬ּת, ┴Ἓ⁄ ♩╙ ᵭ  ▬. ▬╘ ˭╪Ḓ ᷾ѱ ₮╥ ̪ˁ╪ ἵἫ ⁴ᵑ 
ᾎʺשּ ˭֒‡  Ẅנӥ ̓ ᷾ѱ  Ͽ ᾐᴧᵑ ˆ Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 
 
A06. Community Management / Social Engagement  
Work which focuses on the development, maintenance and nurturing of a gaming audience. 
The work should demonstrate how engaging with a gaming community has increased social 
engagement, enhancing the brand reputation and trust within the community.  
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A07. ╩ ᴱ†Ἁ Ḑ ̎ Ҽ ♫□  
 ᵙ⁄╪  ḓ/֞Ѥ ╬ ᴴ…Ἄ╥ ᵙ⁄╪ Ẅ╪̆ ᾐ♠╬ Ợ↔╙  ˭╪Ḓ ᷾ѱ  

Ͽ⁄Ἄ Ẅנӥ ᶉᾎּתᵑ ˆ ˁ. ⁴͙⁄Ѥ ‰, ᾅ̪ ̓אַ ♬ ̆ Ἄ , Ợ↔▫ ỸἛ  
Ӯ╪ Ӊ ὡ ▓ᾋѱѻ. 
 
A07. Influencer & Co - Creation  
The creative and innovative use of content creators, streamers and/or influencers to drive a 
brand's message and engage with a specific audience within the gaming community. This may 
include, but is not limited to, collaborations, sponsored content and use r- generated content.  
 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· AR/VR ▀ 
· ᾎỮᾏ↔ ₅Ữ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· AR/VR Files 
· Awards Show Film  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

A08. ẁםӢ Ћᾒ, ᾂ Ἁᾒ, ‭  
˭╪Ḓ ˿ , ẄנӰӥ , ⁪ ╬ᶀ ᵑ ♬ ẋּנѱᾅ ᶜ  ҀἛ ḓ ᶛӧ ̕ᴐ ҉Ợ▫╥ Ữ  ╪╫⁄ 
↔ Ѥ ˭╪Ḓ Ẅנӥ₮ ẋ˭╪Ḓ Ẅנӥ╥ ♣ר♠ Ўᾕ̓ ‰. 

 
A08. Brand Partnerships, Sponsorships & Collaborations  
Strategic partnerships and collaborations between gaming brands and non - gaming brands 
that leverage gaming experiences, branded content and entertainment to meet specific 
business goals and mutually b enefit everyone involved.  
 
A09. ˪╧ḏ╢ Ѹ‗Ἐ Ḑ ↑Ἐ 
˭╪Ḓ ᷾ѱ  Ͽ╥ Ἓ, Ἓ♠ , ◑ , Ϯ╪, ╬ꜙ, Ḋⱴ, ᾐ̰, ꜙ ̪ ֞Ѥ ͙  ᾐṪ⁄ ӻᵐ ╪⁄ 
ᵭἌѤ ˭╪Ḓ ▬. 
 
A09. Diversity & Inclusion in Gaming  
Gaming work that tackles and confronts disparities based on sex, sexuality, disability, age, race, 
ethnicity, origin, religion or other status within the gaming community.  
 
A10. ˪ ╧ḏ ᾍ  
ᾐ͙ὥ ֞Ѥ ͙Ⱶ ͙ὥ, פ , ᵰ  ֞Ѥ В╥ ᾐ♠ Ợ↔╙  ˭╪ᵾ╥ ˭╪Ḓ ˿ , ╥Ἓ, Ἓѫ, 
Ό♣Ἓ, ♪͐Ἓ╙ Ữᾎ Ѥ ẄנӰӥ Ⱡ  ḓ  ▬. 
 
A10. Innovation in Gaming  
The innovative use of new or existing technology, platforms, media  or channels to create 
branded products and content that enhance the gaming experience, comfort, performance, 
safety and accessibility for gamers.  
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ᾂ: Ṇכ͏ › Ҋ  ừ        
Glass: The Award For Change  

:    Glass: The Award For Change  

ᾅ: ṉמ͒ ⁄ ҍ  Ữ╘ ᶷ ᵑ ḕψ йѤ ᵙ⁄╪ ẋ  .Ѥ Ữ░ѱѻתּ‡ל ⁄
ᾅ Ữ╘ ̛̆⁄Ἄ ╥ᾏ♠╬ Ɫҗ ╙   ᾎ♠╪˞Ϯ ᶘᾎ♠╖ᴛ Ɫҗ Ṭמ͒ Ӯ ᶷⱠᵑ ѻᴴѤ ▬╙ ╬♬ ѱѻ. 
 

▬╘ ἝỮ╙ ḕψ й╖ᴎѤ ῷ╪Ӱ‡ᵑ Ṓ⁴ ת ⅝ʺ ▓ᾋѱѻ. ּס ▬ ╪ ἛṊ ҍ Ἓ ᶷⱠᵑ ‡֒˭ ѻᴴ̆, ̂ ⱳ ̆, ᾎ♬ Ѥּת ἒᶘ Ѥ 
ҿᾎ⁄ Ọᵙ ͤ╘ Ἓ Ṭ Ӯ, Ṭ͌  ֞Ѥ Ṭ̑♬⁄ ͗♬♠ ₅ ╙ Ḉ ͙ ─  Ϯἐ ▬╪‡‒ ѱѻ. 
 

▬ ▀ᾅ⁄Ѥ ҿמ͒ · ╙  Ḵᵣ  ὡ ▓ᾋѱѻ. 
ᾅ ▬╘ Ⱡמ͒ · ╪Ϯ Ἄẋᾅ ֞Ѥ ᷾ѱ ╪Ἢ ᵰ ⁄ Ữ̕′╪ Ữ‰♠ Ẅנӥ₮ ẋỮ‰♠ Ẅנӥᵑ ʺᵙּת Ώᾋѱѻ. 
ᾅ ẋѤ ᾅמ͒ · Ḷ╪ ˌ ӈ ╪ ⁄ ḛ Ӊ ̕ᴐ ▫ἐ Ѿ ⁄ ♣  ͙ṨӋѱѻ. 
 

Glass: The Award for Change celebrates culture - shifting creativity.  
The Glass Spikes recognises work that implicitly or explicitly addresses issues of gender inequality or prejudice, through th e 
conscious representation of gender in advertising.  
 

The work will ne ed to  demonstrate ideas intended to change the world, setting out to positively affect ingrained gender inequality, 
imbalance or injustice, while illustrating how the work tackles, highlights or redresses issues of gender representation.  
 

· The same piece of work can only be entered only once into Glass.  
· The work entered into Glass can be for any commercial or non - commercial brand, regardless of the product or service 

or the medium of communication . 
· All entry fees for Glass are donated to related charities that will be announced after the festival has taken place.  

 

A. ͏כᾂ: Ṇ › Ҋ  ừ 
↕ᵙѤ ͙‰̓ ẄנӥỎ ῷѱג Ἕ́ ♣ ⁄ҵ ͗♬♠ ₅ ╙ Ḉ  ὡ ▓Ѥ ᵙ⁄╪ ẋ ╥ 
╙ ╬♬ ѱѻ. ╪ Ữ╘ ֿבṒ♠╪˞Ϯ Ợ ♠ ╥ᾏ╪ ▓Ѥ Ḣᾏ╖ᴛ ˌ╬ө╥ Ɫҗ ᵑ 
╖ᴛᾬ Ἓ ̆♬̕Ш╙ ˞Ṩ ̆ ˸̓ Ṭ Ӯ⁄ ᵭἌѤ ᵙ⁄╪ Ẅ ▬⁄ תּ‡לѤ 

Ữ░ѱѻ. 

A. Glass: The Award for Change  
We recognise the power of creativity to positively impact not only businesses and 
brands, but also the world at large. This Award rewards creative work which rejects 
gender stereotypes and confronts prejudice and inequality by represen ting the 
gendering of individuals people in a progressive or socially conscious way.  

■ᴫ 
Materials  

A01. ͏  ᾂכ
▬╘ ‡Ѣ Ⱡ ╪Ϯ Ἄẋᾅᵑ ─  ˦╪‡ҵ ᶴḢ ̆ ‡Ԑ ᵰ ҵ ʺѫ  ᵣ Ṓѻתּ

ѱ᷾ ♠תּ╬ Ṓ♠╪ᶒ Ἓבֿ ̆╪♠♬͗ ╪Ἢ╖ᴛ╥ ṉ ᵑ ‡Ԑ ᾏ╖ᴛӧ Ϯ Ͽ‒ ѱѻ. 
 
A01. Glass  
The work can be for any product or service and designed for any medium, but will in 
some way represent a shift towards more positive, progressive and gender - aware 
communication.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ ╪Ḉּת JPG 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation Image 

JPG 
Highly Recommended (Optional)  

· Case Film  
Optional  

· URL 
· Digital Supporting Content  
· Digital Supporting Images 

JPG 
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ᾂ „          
Healthcare  

 He alth care  

ᾅ ‡ ᾅ ╪ ᾅѤ ἵẋ▫ ᾅ ‡₮ ͋Ⱡʺ җ ˆ  Ⱡ– ụ‰⁄Ἄ ╙ ὡ ▓Ѥ ᵙ⁄╪ ẋ  .Ѥ Ữ░ѱѻתּ‡ל ⁄
 
ἵẋ▫ ᾅ ‡ ▬╘ ̑ˌ♠╖ᴛ ẋ Ḣ Ⱡ ╙ ̪┴ ḓ Ṓ ↔ ╙Ѿבֿ ʺ▫ ̆ ˞Ϯ Ợ♣ ˌ╬ ─Ỹ╙ ֿב Ѥ ᵰᴏ╙ ּתѳ ▬⁄ 
ҍ  ∩  ♪͐ḹ╙ Ṓ⁴ ת ⅝ʺ ▓ᾋѱѻ. 
 
Ⱡ– ▬╘ ╥ᴮ ♣ᶷʺ, ▫, ˲ ἵẋ▫⁄˭ ♬Ṓᵑ Ⱡ̑ ̆ ἵ Ѥ ῷ╪Ӱ‡ᵑ Ṓ⁴ ל‡‒ ѱѻ. ּס ̓ ̓ ᾐ⁄ ͙ᵑ Ṭ‡К‡ 
₰ Ṏפֿ ,Ѿ, Ḣבֿ  ֞Ѥ ֿפṎ ̕ᵙᵑ ֿב Ѥ ▬▀ ⅝ʺ ▓ᾋѱѻ. 
 

· ᾔỢ ͙ר╘ ᵰ ⁄ ӻג ѻᵓѱѻ. 
· ἐ  ̆ᵙ₮ ᵰ ʺ ⁷̕Ἓ╪ ▓Ѥ  ᾅ ‡⁄ ҿ▀ ▬ ╙  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. 
▬ ▀ᵣ ἠἪ A, B, C, D╥ ˠˆ ḓ ⌂ѱᾅ ֞Ѥ Ⱡ– ἠἪ E⁄Ѥ ҿתּ · ╙  Ḵᵣ  ὡ ▓ᾋѱѻ. ɒ ӧ ╞ᶛ▫Ѥ Ⱡ ̓ ̕ᴐӈ 

Ⱡ ⅝̯Ợ͋ ⁵תּ ҉ ╙ Ⱡ̑ ‒ ѱѻ. 
 

The Healthcare Spikes celebrates creativity found in consumer healthcare as well as the more regulated pharmaceutical industr y. 
 
Consumer Healthcare entries will need to  demonstrate an inspired approach to exceptionally engaging work which publicly 
educates, promotes non - prescription products, allows self - diagnosis or facilitates pro - active personal care.  
 
Pharma entries will need to  demonstrate ideas that inform and engage health practitioners, patients and targeted consumers; 
work that brings science and innovation to life, facilitating diagnosis, prescription, disease mitigation or illness manageme nt. 
 

· Criteria considered during judging will be medium dependent.  
· There is no overall limit to how many times the same piece of work may be entered into Healthcare as long as the 

categories and mediums chosen are relevant.  
· However, the same piece of work may only be entered as  Health & Wellness in sections A, B, C & D or as Pharma Section 

E. All entrants must provide regulatory requirements for your region in relation to your submission.  
 

A. ˝˃ Ḑ ≢Ѯᾂ: ἲẈ■ ♫  ᴘᶘἧ 
Ḣ♣╘ ⅝ ᵣ ╥Ḉ ▓Ѥ ˠˆ ̓ᵑ Ⱡ̑תΏּ תּ ˞Ϯ ˌ╬╥ ⌂ẓ╙ ּת∟ Ѥ ♬ ẄנӰӥ Ⱡ ╥ ἐ בֿ ╙ ͙ ─  ▬ӈ 
▬. 

 

A. Health & Wellness: Consumer Products Promotion  
Work created to drive choice for a specific branded product that does not require prescription but provides either a 
meaningful health benefit or supports personal wellbeing.  
 

A01. OTC ˼  ‏̬
ẋ Ḣ – , OTC –  ḓ ♬Ⱡ, ἵ  ˠˆ. 
 
ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 
A01. OTC Oral Medicines  
Non - prescription drugs, OTC medicines & tablets, digestive health.  
 
Choose your Healthcare mediums from the list below.  
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A02. OTC ╛↑ 
Ḣ Ⱡ, Ṩ–(ẋ ◑ ), э ᴮⱠ, Ợᵡ̈́ ᴮⱠ, ⇔ҿ ἐὡ ḛ ᴮⱠ, ♩Ό , ̈́ –,  ᵝ, Ἰ  ̕ᵙⱠ, ḛ ̕ᵙⱠ, Ἰ ἵҶⱠ, –, 
̯ˆ ˺Ⱡ, –↔ ἃ , ᶛ ̕ᵙ Ⱡ . 
 
ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 
A02. OTC Applications  
Insect repellents, skin remedies (non - cosmetic), corn treatments, wart & verruca treatments, athletes foot treatments, eye 
drops, ear drops, heat creams, nail treatments, foot treatments, hand sanitizer, toothpaste, mouthwash, medicated shampoo, 
hair loss products.  
 
Choose your Healthcare mediums from the list below.  
 

A03. OTC ♫  
Ҽ,  ᴈּנ, Ḣ Ό˿, ᾒ, ḙ ̆,  ӥ, ̯ ͕ Ữ▫ ᶜ, ♬ ҍ, ⅝ᾒ͔ Ⱡתּתּ ҍ, ᵙתּתּ ↔ , ▐ᾐ ᾅ , Ṭ▐ ˤỢ 
ᶜ/Ⱡ , ʃ –ᶹ ֿב Ⱡ, ͙  ˠˆ ḓ ⌂ѱᾅ Ⱡ . 

 
ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 
A03. OTC Products  
Condoms, contact lenses, prescription glasses, dental floss, adhesive plasters, heat pads, first aid kit items, orthotics, back 
supports, incontinence products , pregnancy tests, fertility testing kits / products , drug free pain relief, other health and wellness 
products.  
 
Choose your Healthcare mediums from the list below.  
 

A04. ᾌ╢‏  
ẋ Ḋ, ḈЛו, –  ⅝ḹ, Ṓ Ⱡ, ͙ ѫἛ ᾏ , Ḉ₅ װ‚ἵ, ₡ᶉʺ3, ụ Ⱡ, ᴛḕ╪₡ , ḛ  ẋ Ḋ ╛ᴮ. 
 
ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 
A04. Nutraceuticals  
Vitamins, minerals, herbal remedies, supplements, functional food, micronutrients, omega3s, antioxidants, probiotics, 
effervescent vitamin drinks.  
 
Choose your Healthcare mediums from the list below.  
 

A05. ˝˃ Ḑ ≢Ѯᾂ ͖ ὢ 
ѱᾅ, ѻ╪‡ , ᾅ ᴆᾅ, ὡᶔ Ӯ ˠˆ ╪ג  ᾅ ▀╙ ҽѤ Ӱּת  Ⱡ ̋ ,ẇױ‡≢ ,‍ , Ⱡ . 

 
ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 
A05. Health & Wellness Tech  
Digital products, apps, wearables  and gadgets that aid a healthy lifestyle, including but not limited to fitness, diet, stress and 
sleep.  
 
Choose your Healthcare mediums from the list below.  
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B. ̋ ˃ Ḑ ≢Ѯᾂ: ╩ᾌ Ḑ ₩  
▀ḙ♠╬ ַ̑א Ṓˠ ╬ᾏ╙ ּבֿש ˞Ϯ, ₉Ḣ♠ ˌ╬ ─Ỹ╙ ◑ᴎ ˞Ϯ, ♬҉  ˠˆ ̕ᴐ ҍ╥⁄ ҍ  € ₮ ͙Ṩᵑ ̆ᶴ Ѥ ▬. 
 

B. Health & Wellness: Awareness & Advocacy  
Work that promotes general public  health awareness, encourage proactive personal care or inspire advocacy and donations 
for legitimate health related causes.  
 

B01. ẁםӢ דҲ ̧ ├ Ḑ ╩ᾌ 
ˠˆ ╬ᾏ╙ ּבֿש ̆ ₉Ḣ♠ ˌ╬ ─Ỹ╙ ◑ᴎ ͙ ─  Ẅנӥ/̆ˍ╪ ▫͔╙ ּת∟  ᷾ѱ ╪Ἢ. ▫ʺ ˤֿב, ͔ ⁷, –ᶹ ḙҍ, ɣ ˆ ḓ ─Ỹ 
♬Ṓ, AIDS ╬ᾏ Ⱡ̆, ῼ ₤ ϶↔ ╬ᾏ Ⱡ̆, Ἓ ˠˆ ╥ᾏ Ⱡ̆, ᾏ  ♬Ṓ, ᾔ ̕ ̕ᵙ, ⇔ҿ ḓ ⌂ẓ Ӯ . ╪ ̆ᵙ⁄Ѥ Ẅנӥʺ ′Ѥ 
 .Ṏ ╬ᾏ Ⱡ̆ҵ Ӌѱѻפֿ
 
ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 
B01. Brand - led Education & Awareness  
Brand / Client funded communications to promote health awareness and encourage proactive personal care. This can 
include, but not limited to, self - examination, anti - smoking, anti - drugs, health and hygiene information, AIDS awareness, 
alcohol abuse awarenes s, sexual health awareness, dietary information, cardio - vascular care, exercise and wellbeing. This 
category will also include unbranded disease awareness.  
 
Choose your Healthcare mediums from the list below.  
 

B02. Ẉ₂ᵖ/◐ѻ דҲ ̧ ├ Ḑ ╩ᾌ 
▫ʺ ˤֿב, ͔ ⁷, –ᶹ ḙҍ, ɣ ˆ ḓ ─Ỹ ♬Ṓ, AIDS ╬ᾏ Ⱡ̆, ῼ ₤ ϶↔ ╬ᾏ Ⱡ̆, Ἓ ˠˆ ╥ᾏ Ⱡ̆, ᾏ  ♬Ṓ, ᾔ ̕ ̕ᵙ, ⇔ҿ ḓ ⌂ẓ Ӯ 
ᵡ נּ ḓ ẋ₅ᵙ תṒˠ ╬ᾏ ᶉᾎּ אַ̑ . 
 
ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 
B02. Non - profit / Foundation - led Education & Awareness  
Public health awareness messages and non - profit cause marketing such as self - examination, anti - smoking, anti - drugs, 
health and hygiene information, AIDS awareness, alcohol abuse awareness, sexual health awareness, dietary information, 
cardiovascular care, exercise and wellbeing.  
 
Choose your Healthcare mediums from the list below.  
 

B03. ᶘ͑ Ḑ ₩  
תּ ˍ̆ ♠ ˠˆ ḓ ⌂ѱᾅ ▫ἐ Ѿ  ḓ ͙̕ ᶛ͔, ▫ € (▀ḙ ҍַא╙ Ữҍᴛ ), ֿפṎ ḓ ֿפ  € , ᴮ ᶷ ,  ḓ ◑͙ ּ͙ש, ▫∟ 
ṚỢ▫ Ӯ. 
 
ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 
B03. Fundraising & Advocacy  
Customer - oriented Health and Wellness charity and institutions fundraising, patient advocacy (to general public), disease and 
condition advocacy, treatment literature, blood and organ donations, volunteers , etc. 
 
Choose your Healthcare mediums from the lis t below.  
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C. ˝˃ Ḑ ≢Ѯᾂ: ̋ ˃ ἉẈᾂ Ḑ ͖ ‭ ᷈Ѯ ╧ἧ 
ҍַא╙ Ữҍᴛ  ͙‰ ╪Ḉּת ╬╙  ˠˆ Ẅנӥ╥ ♬ᾐ╙ Ṓ ˞Ϯ ַ̑אṒˠ Ἄẋᾅ ḓ ᾎἒ, ╥ᴮ Ṓ , ◓♬ ́  ᴛ╖♠♪וֹ ╙
Ṓ ͙ ─  ᵣө‡ֿב ▬. 

 

C. Health & Wellness: Health Services & Corporate Communications  
Work created to communicate a health brand ethos through public facing corporate image campaigns or directly promote 
public health services and facilities, medical insurance and financial plans.  
 

C01. ͖ ‭ ╧ḅּק Ḑ ᷈Ѯ ╧ἧ 
ˠˆ ḓ ⌂ѱᾅ Ⱡ , Ợ, ⱠⱳỢ, ֿבᴮἵ, Ṏ∟, ἵᵰ ḓ ᾎἒ╙ ─  ͙‰ ╪Ḉּת ▬. 
 

ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 

C01. Corporate Image & Communication  
Corporate image work for health & wellness products, companies, producers, clinics, hospitals, retail and facilities.  
 

Choose your Healthcare mediums from the list below.  
 

C02. ˝˃ ἉẈᾂ Ḑ ᾋἏ 
Ṏ∟, ֿבᴮἵ ḓ ᴮἵ, ♬ᾐ̓ ╥Ợ, ᾔᵙ ▫, ᴮỢ, ʋ ᵙ ᴮỢ, Ό˿Ợ, ʕ ΌỢ, ̓, ḛ ᴮỢ, ♪̊Ợ,  ּת Ợ, Ṩ̓ ╥Ợ, ụṨ╬̓, 
ᾔ◑Ṏ ♣ᶷ╥, ἵῷ̓ ╥Ợ, Ἓ Ὠ ╥Ợ, ẋф͙̓ ♣ᶷ╥, ϿṪẋ ▫, ꜙ ‚ ▫, ₅‚ ▫, ₅‚Ợ, –̰, ɣ ˆ ᵰ◑, ᾅ ᴁ, ѱᾅ ḓ 
⅝ʺ ᾅ Ӱ₡ᵑ  ἵẋ▫ ᾎἒ╙ ֹו♪♠╖ᴛ Ṓ Ѥ ᷾ѱ ╪Ἢ. 
 

ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 

C02. Health Services & Facilities  
Communications directly promoting consumer facilities, including: hospitals, clinics and surgeries, psychiatrists, psychologi sts, 
therapists, physiotherapists, opticians, optometrists, dental clinics, chiropodists, osteopaths, chiropractors, dermatologist s, 
obstetricians & gynaecologists, cardiologists, paediatricians, plastic surgeons, urologists, endocrinologist, oncologist, 
nutritionists, dieticians, pharmacies, health shops, gyms, fitness & yoga studios.  
 

Choose your Healthcare mediums from the list below.  
 

C03. ṏ  
╥ᴮ Ṓ  ḓ ◓♬ ́ . 
 

ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 

C03. Insurance  
Medical insurance and financial plans.  
 

Choose your Healthcare mediums from the list below.  
 

 

D. ̋ ˃ Ḑ ≢Ѯᾂ: Ҽᶶ ̋ ˃ 
D. Health & Wellness: Animal Health  
D01. Ҽᶶ ̋ ˃ 
╥Ḉ ▓Ѥ ˠˆỮ ╪Ӧ╙ Ṓ⁴ ל‡ ἵẋ▫ө╥ ̕ᾔ╙ ϚѤ ḙᴎҿᶹ ḓ ͙  ҿᶹ ˠˆ Ⱡ ̓ Ἄẋᾅ. ҿᶹ Ṏ∟ ḓ ֿבᴮἵ, ҿᶹ ▫ἐ Ѿ  ḓ 
ᾎἒ╙ ─  ᶛ͔, ҿᶹ ṓּת . 
 

ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 

D01. Animal Health  
Pets and other animal health products and services for the attention of consumers that show a meaningful health benefit. 
Includes veterinary clinics and surgeries, fundraising for animal charities and facilities, animal wellbeing.  
 

Choose your Healthcare mediums from the list below.  
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E. ♫‏: ᴘᶘἧ, ╩ᾌ, ⁭ 
Ⱡ  ᴛᶛἪ, ֿפṎ/ֿפ  ╬ᾏ ḓ ╪ , ⁴ᵑ  Ṓˠ ּבֿש╙  ▫, ᾅ ‡ ♣ᶷʺ, ˲ ἵẋ▫ ⁴ᵑ ᶜ ᴛ Ⱡ– Ẅנӥᵑ ─  
▬ӈ ▬. 

 

E. Pharma: Promotion, Awareness & Engagement  
Work created for pharmaceutical brands to engage patients, healthcare professionals and targeted consumers through the 
promotion of products, awareness and understanding of disease / medical conditions and the advancement of healthcare 
through engagement.  

E01. ■ Ҋừ Ѹ╧ᴄ  
▫ᵑ ֹו♪ ˲ ̆ ♬ Ẅנӥ╥ ͋Ⱡ ҍỮ Ḣ Ⱡ , Ἄẋᾅ ֞Ѥ ᴮḹ╥ ᾎ ḓ/֞Ѥ Ṓᵑ ─  ᵣө‡ֿב ▬. 
▬╘ ᾅ ‡ ♣ᶷʺʺ ֿבѾ ˞Ϯ ᴮ Ѥ ֿפṎ ֞Ѥ ֿפ ╥ ̕ᵙ₮ ̕ᴐ╪ ▓‡‒ ѱѻ. ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ 

ἐ ᾕᾎ₡. 
 
E01. Direct to Patient  
Direct to patient work created to launch and / or promote a specific branded regulated prescription product, service or 
therapy.   
The work must be in relation to the management of a disease or medical  condition diagnosed and treated by a healthcare 
professional. Choose your Healthcare mediums from the list below.  
 

E02. ᾂ „ ♆ᶴʷ Ҋừ Ѹ╧ᴄ  
ᾅ ‡ ♣ᶷʺᵑ ֹו♪ ˲ ̆ ♬ Ẅנӥ╥ ͋Ⱡ ҍỮ Ḣ Ⱡ , Ἄẋᾅ ֞Ѥ ᴮḹ╥ ᾎ ḓ/֞Ѥ Ṓᵑ ─  ᵣө‡ֿב ▬. 
▬╘ ᾅ ‡ ♣ᶷʺʺ ֿבѾ ˞Ϯ ᴮ Ѥ ֿפṎ ֞Ѥ ֿפ ╥ ̕ᵙ₮ ̕ᴐ╪ ▓‡‒ ѱѻ. ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ 

ἐ ᾕᾎ₡. 
 
E02. Direct to Healthcare Professional  
Work targeted directly at healthcare professionals and created to launch and/or promote a specific branded regulated 
prescription product, service or therapy.   
The work must be in relation to the management of a disease or medical condition diagnosed and treated by a healthcare 
professional. Choose your Healthcare mediums from the list below.  

E03. ■ ⁭ 
̆ˍ ḓ/֞Ѥ Ẅנӥ╥ ͗ ♬♠ ╙ ̯ ᶔἌ ▫ ὣ╞ҵᵑ ּת∟ Ѥ c ♠╪ᶒ, ♠♥ ̆ ▐ˁ ▓Ѥ ᴮḹ╥ Ợ↔╙ ֿב ᶒ, ▫ ˿ ╙ 
ˌἐ ̆, Ṓѻ Ϯ╘ ˺̓ᵑ ╪Ϟ‡ϿѤ ▬. ⁴͙⁄Ѥ ▫ ⁴♬, ὣ╞ ᴛ͎ע, ʕ Ợ Ἄẋᾅ, ᾔᵙ Ợ  Ἄẋᾅ Ữ Ӯ╪ Ӊ ὡ ∟תּ ♠
▓ᾋѱѻ. 
 
♪͐ Ḣᾏ╖ᴛѤ ▫ ⁴♬, ͋ ʕ ,עὡ ᴛ͎ר ♬ Ἄẋᾅ, ᾔᵙỢ שּ Ἄẋᾅᵑ ˌἐ ∟תּ  ͙ ─  ҥ╪  ṪἍ ḓ ⁷˺ ͙ὥ╥ Ợ↔╙ . 
ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 
E03. Patient Engagement  
Work aimed at patient intended to support adherence;  drives proper and responsible usage of treatment; improves patient 
experience; and drives better outcomes while building a positive reputation for a client and/or brand.  
 
Approaches may include, but is not l imited to,  the use of data analytics and connective technology to enhance the patient 
journey, compliance programmes, screening services and psychosocial support services  
Choose your Healthcare mediums from the list below.  
E04. ᾂ „ ♆ᶴʷ ⁭ 
▫ ֞Ѥ ╥ᴮ ♣ᶷʺᵑ ─  ͙ὥ ἹᴴἪ╥ ᾐ♠ Ợ↔. ♪͐ Ḣᾏ╖ᴛѤ ▫╥ ᴮ, ֿבѾ ḓ ҥ╪  ὡ︡, ͙ ὥ, ἵ ≢‡ ḓ ӥ≢‡, 

▐Ữ ᾎ  ҵ̯, ᴮ Ⱡ  Ӯ╙ . 
 

ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 

E04. Healthcare Professional Engagement  
Innovative uses of technology solutions for patients or healthcare professionals. Approaches may include, but not be limited to 
the treatment, diagnosis and data collection of patients; technology; software and hardware; clinical trial tools; treatment 
pro ducts; etc  
Choose your Healthcare mediums from the list below.  
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E05. ֹוṋ ╩ᾌ Ḑ ╧  
פֿ/Ṏפֿ ⁄ ҍ  ╬ᾏ̓ ╪ ᵑ Ⱡ̆ ˞Ϯ, ╬ᾏ╙ ḕξ˞Ϯ Ợ ♠ ϯ╬╙ ͏ṓ ͙ ─  ᵣө‡ֿב ▬.  
 
ῷמ ᶜᴜ⁄Ἄ ҉ ᾅ ‡ ᵰ ᵑ ἐ ᾕᾎ₡. 
 
E05. Disease Awareness & Understanding  
Work created to raise awareness and understanding of a disease or medical condition, change perceptions or overcome social 
stigma.  
 
Choose your Healthcare mediums from the list below.  

  



SPIKES ASIA AWARDS 2025 
‾ ᵖ  1: ᾂ „ 

ENTRY KIT 1 : HEALTHCARE 

 

 

₅ᶷṕ̓ ̰ᶷṕ╪ ▀ Ώ˞Ϯ  ᵰ תּ  ṨṪ╪ ▓Ѥ ˿↕ ₅ᶷṕ╙ ↕ἐ ♠↔ ѱѻ. 

                    If there is any inconsistency or ambiguity between the English and Korean version, the English version shall prevail.                                                                    
   91

   
   

„−Ӣ Ҷῳʷ͖ 

ᾂ „ ᵭ          
Healthcare Mediums  
 

ₓӭₓḐ ׇ ӭₓ  
Audio & Radio  

■ᴫ 
Materials  

ₓӭₓ Ḑ ׇ ӭₓ  
ḢἾ ♣ ₮ Ӱּת  ᾅ ᵝ⁄Ἄ ₡Ӱ₡ ↕ὡἛ, ╛  ᾐ ֞Ѥ ∩  ₡Ӱ₡ ᾅ ᵙ ᵠ╙  Ẅנӥ 
ᶉᾎּתᵑ ♣Ҁ Ѥ ▬. 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡, ︡ , ̓ʺ ̆ᴎӋѱѻ. 
· ʻ ︡ ╘ 1  ⁄ ҉ ѱѻ. 

 
Audio & Radio  
Work that communicates a brand message through audio excellence, sonic innovation or 
superior aural storytelling across the airwaves and digital streams.,  

· Criteria considered during judging will predominantly be the idea, the execution 
and the impact.  

· Each execution constitutes one entry.  

Ὕ 
· MP3 ∟ṕ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· MP3 Original Version  

 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 

ẁםӢ ˼  Ḑ Ἐ  
Brand Experience & Activation  

■ᴫ 
Materials  

ẁםӢ ˼  Ḑ Ἐ  
ְ‡ϱ ˿  Ӱ▫╬, Ἓ , ɜ ░ , ἵᵰ ḓ 360° ̆ˍ ⁴ Ợ↔╙  ᵙ⁄╪ Ẅ╪̆ ꜙ ♠╬ 
Ẅנӥ ̯ . ▬╘ ̆ˍ ⁴♬, Ẅנӥ ˿ , ɒ ӧ ♪♩╥ ♠ ʺ ‡֒˭ Ẅנӥ ˁҵ Ữᾍ̓ Ữ‰♠ 
Ἓ̑╖ᴛ ╪‡ⱭѤּת Ṓ⁴ ל‡‒ ѱѻ. 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 20% ῷ╪Ӱ‡, 20% 
︡ 30% ,ר♣ , 30% ˺ ̓. 

 

Brand Experience & Activation  
Creative, comprehensive brand building through the next level use of experience design, 
activation, immersive, retail and 360° customer engagement. Entries should demonstrate how 
the customer journey, experience of the brand and optimisation of every touch  point led to 
increased brand affinity and commercial success.  

· A number of  criteria will be considered during judging and weighted as follows: 20% 
Idea; 20% strategy; 30% execution; 30% results.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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ᵖ›╧ ẁ Ң╧  
Creative Data  

■ᴫ 
Materials  

ᵖ›╧ ẁ Ң╧  
ҥ╪ ╥ ᵙ⁄╪ Ẅ Ợ↔, Ἅ, ṪἍ ֞Ѥ ╞↔╖ᴛ ỮӇ˞Ϯ ˆ ӈ ▬. ҥ╪ ╥ 
ᵙ⁄╪ Ẅ Ợ↔╪ ῷ╪Ӱ‡╥ ᾔ⁄ ▓‡‒ ᶒ, ˺ ̓/₅ ╪ ᶘ ̆ ̆ ‒ ѱѻ. 
· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 30% ♣30% ,ר 
ҥ╪  ╪↔, 20% ῷ╪Ӱ‡, 20% ₅  ḓ ˺̓. 

 
Creative Data  
Work enhanced or driven by the creative use, interpretation, analysis  or application of data. 
The creative use of data must sit at the core of the idea and the results/ impact must be 
clear and robust.  

· A number of criteria will be considered during judging and weighted as follows: 30% 
strategy; 30% use of data; 20% idea;  20% impact and  results.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 

ӭּק כ   
Digital Craft  

■ᴫ 
Materials  

ӭּק כ  : ╩ ╧ᾂ Ḑ Ữ(UI)/ ở↑■ ˼ (UX)  
Ӱּת  ╥ᴮ Ͽ⁄Ἄ ҍ  ⁴♬̓ ∩  , ͙ ѫ⁄ ♩╙ ᵭ  ▬. ₰Ṉ  Ӱ▫╬, ♣ᶷ♠╬ ︡ , 
∩  Ợ↔▫ ˿ ╙ Ṓ⁴לᶒ ᶛӧ Ӱּת פ  ⁄Ἄ ╥ᴮ Ṫ‒ᵑ ḛ♣ᾎ Ѥ ▬. 
· ᾔỢ⁄ἌѤ לᴛ ︡ ̓ ˿  .ᴛ ̆ᴎӋѱѻ╖ר͙ ╪
 

Digital Craft: Interface & Navigation (UI)/ User Experience (UX)  
Work focused on the interactive journey and exceptional form and function within digital 
healthcare. Work that demonstrates flawless design, expert execution, and outstanding user 
experiences  across all digital platforms to drive progress in healthcare.  

· Criteria considered during judging will predominantly be the execution  and experience.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

· URL 
 

̻◌(Ἅ  ở )  
· ҥᶛ ₅Ữ 

 

Ἅ  ở  
· AR/VR ▀ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
· URL 
 

Highly Recommended 
(Optional)  

· Demo Film  
 

Optional  
· AR/VR Files 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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„−Ӣ Ҷῳʷ͖ 

Ѹ╧ᴄ  
Direct  

■ᴫ 
Materials  

Ѹ╧ᴄ  
˲  ḓ ḙ╞ ַאᾔ ᵙ⁄╪ ẋ . ▬╘ ♬ ˲ ₡Ӱ…ᾅ ︡Ѿ╙ Ϟ‡ө╪̆ ̆ˍ́̕ᵑ 
ḛ♣ᾎ  ҿ╙ ̆ ̆ ♬ ʺѫ  ˺̓ᵑ ụ ͙ ─ ╪Ṩᴛ ╬Ợ▀ ╥ר♣   ḓ/֞Ѥ 
ҥ╪ ʺ ‡֒˭ Ợ↔Ӈ‴Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 30% ῷ╪Ӱ‡, 20% 
︡ 20% ,ר♣ , 30% ₅  ḓ ˺̓. 

 
Direct  
Targeted and response - driven creativity. The work should demonstrate how insights 
and/or data were used as part of the strategy to engage specific target audience groups 
and develop customer relationships, inspiring action and producing measurable results.  

· A number of  criteria will be considered during judging and weighted as follows: 30% 
idea; 20% strategy; 20% execution; 30% impact and results.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 
╪Ḉּת JPG 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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„−Ӣ Ҷῳʷ͖ 

‾ ╩ᵽ  
Entertainment  

■ᴫ 
Materials  

‾ ╩ᵽ  
ˠЎֲ ὡ ′̆ ╛Ὸ, ᾅ , ˭ ▐ Ӯ╥ ⁪ ╬ᶀ פ  ╙  Ợ↔▫ᵑ Ϟ‡ө╪ᶒ Ẅנӥ ᶉᾎּתᵑ 
♣Ҁ ˞Ϯ Ựᴛ⇔ Ḣᾏ╖ᴛ ἵẋ▫₮ ̪ˁ Ѥ ῷ╪Ӱ‡. 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 20% ♣ר ḓ 
╬Ợ╪ , 30% ᵙ⁄╪ Ẅ ῷ╪Ӱ‡, 30% ͙ ̪ ḓ ︡ , 20% ₅  ḓ ˺̓.  

· ẄנӥѤ ⁷₉╬, ῷ ᾅ , ᵙ⁄╪ , ╬ ᴴ…Ἄ, ᾅ ᵙᵾ, ⇔ҿ ἐὡ, , ⱳֹו, ᾅ Ἄ, 
פ , ḈӰ‡ ἵ┬▫, ̾ ᵙ Ṓ┬▫, ֞ Ѥ ⁪ ╬ᶀ  ụ‰̓ ̕ᴐӈ Ⱡ ̓ ᵑ 
Ⱡ▬ ̆ Ḥ͕ Ѥ ל ᵑ ᵦ ѱѻ. 

· ᾎᵙּנᵑ Ⱡ Ѥ ˿↕, ѻ╛ ⁄ ἵӥ ᾎ▬╙ ᾎ Ѥ ᾈᴆ╪ ʺ ▓Ѥ Ѿ▀ ẋӰ₡ ▀ᴛ 
ᶛӧ ⁄ ἵӥᵑ ‰ᴛӥ ᾕᾎ₡. 

· ♣ ♠ ₅Ữ ̛̆Ѥ ₅Ữ ᵰ ⁄ ‒ ѱѻ. 
 

Entertainment  
Ideas that are unskippable , engaging users through entertainment platforms such as music, 
sport and gaming; communicating a brand message or connecting with consumers in a new 
way.  

· A number of criteria will be considered during judging and weighted as follows: 
20% strategy & insi ght; 30% creative idea; 30% craft & execution; 20% impact and 
results.  

· Brands refers to talent, artists, creators, influencers, streamers, athletes, teams, 
organisations, sponsors, platforms, media owners, rights holders or any entity that 
produces and distributes products and content related to the entertainment 
industry.  

· If you are submitting a series please upload all episodes in a single video file with 
slates denoting the start of the next episode.  

· Traditional film advertising shoul d be entered into the Film medium.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 
Ἅ  ở  

· URL 
·      Ҷ ♠  
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 
Compulsory  

· Digital Presentation 
Image JPG  

 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Original Content  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 
 

₂ừ 
Film  

■ᴫ 
Materials  

₂ừ: ₂ , TV, ӭּק  ₂ừ  
₅Ữ╥ ᵙ⁄╪ ẋ . ▬╘ ᾅ ᵛ╙ ─  Ấ‡ϱ Ẅנӥ ᾅ ᵙ ᵠ, ּס TV, ₅  ╬ג₣ ,
ḓ ₢Ω(Out - Of- Home) ˿ ╙ ─  ▬ӈ ₅Ữ ӈ ᵑ Ṓ⁴ ל‡‒ ѱѻ. 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡₮ ︡  ḓ ͎ ̓ʺ ̆ᴎӋѱѻ. 
· ₅‡ᴛ Ӈ‡ ▓ּת Ώ╘ ▬╘ ₅‡ᴛ ╪  ὡ ▓ҵᴜ ̑ˌ ֞Ѥ Ḣ₅ ᾎ₮ ֟ˉ╪ ▫ᵢ 

ᵙ ‒ ѱѻ. җẓ╘ ↔Ӈּת Ώᾋѱѻ. 
· ʻ ₅Ữ ︡ ╘ 1  ⁄ ҉ ѱѻ 
 

Film: Cinema, TV and Digital Film Content  
Creativity of the moving image. The work should demonstrate brilliant brand 
storytelling intended for a screen; filmed content created for TV, cinema, online and 
out - of - home experiences.  

· Criteria considered during judging will predominantly be the idea, the execution and 
the impact.  

· Work which is not in English should be subti tled, so that it can be understood in English, 
exactly as it was published or aired. Please note that dubbing is not allowed.  

· Each film execution constitutes one entry  

Ὕ 
· ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Film  

 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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„−Ӣ Ҷῳʷ͖ 

₂ừ כ  
Film Craft  

■ᴫ 
Materials  

₂ừ כ :  Ѯᶆ╧ἧ/ᾋʸ ̐ 
₅Ữ╙ ─  ▬ӈ ᶛӧ ᾏ̓ ᾅ ▀╥  ѱᶉ╪Ἢ ḓ ᾎʻ ̓. 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡₮ ︡ ╪ ̆ᴎӋѱѻ. 
· ₅‡ᴛ Ӈ‡ ▓ּת Ώ╘ ▬╘ ₅‡ᴛ ╪  ὡ ▓ҵᴜ ̑ˌ ֞Ѥ Ḣ₅ ᾎ₮ ֟ˉ╪ ▫ᵢ 

ᵙ ‒ ѱѻ. җẓ╘ ↔Ӈּת Ώᾋѱѻ. 
· ʻ ₅Ữ ︡ ╘ 1  ⁄ ҉ ѱѻ 
 

Film Craft: Animation / Visual Effects  
All forms and styles of animation and visual effects created for film.  

· Criteria considered during judging will predominantly be the idea and the execution.  
· Work which is not in English should be subtitled, so that it can be understood in English, 

exactly as it was published or aired. Please note that dubbing is not allowed.  
· Each film execution constitutes one entry  
 

Ὕ 
· ₅Ữ 

 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Film  

 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

₂ừ כ : ₂ 
ᾅ .̓ ̓פֿ ╥₅ ▀, ₉ὥ♠ ἐ , ᶉג√ , ₅ ♠ ͙ḹ, Ὗ ̯Ἓ, ⱳᶘ ḓ ͙  ̓ʺ 
ᾔỢӋѱѻ. 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡₮ ︡ ╪ ̆ᴎӋѱѻ. 
· ₅‡ᴛ Ӈ‡ ▓ּת Ώ╘ ▬╘ ₅‡ᴛ ╪  ὡ ▓ҵᴜ ̑ˌ ֞Ѥ Ḣ₅ ᾎ₮ ֟ˉ╪ ▫ᵢ 

ᵙ ‒ ѱѻ. җẓ╘ ↔Ӈּת Ώᾋѱѻ. 
· ʻ ₅Ữ ︡ ╘ 1  ⁄ ҉ ѱѻ 
 

Film Craft: Cinematography  
The quality and effect of the cinematography. The style, artistic choices, camerawork, 
cinematic techniques, shot composition, lighting and other effects will be considered.  

· Criteria considered during judging will predominantly be the idea and the execution.  
· Work  which is not in English should be subtitled, so that it can be understood in English, 

exactly as it was published or aired. Please note that dubbing is not allowed.  
· Each film execution constitutes one entry  
 

₂ừ כ : ⁴  
ˁҶ╥ ẋ♣╙  ᵙ⁄╪ Ẅ Ẅᵙ  Ἅ╙ ⁴ ⁷ ╥ ẋ♣̓ Ἓ  ḓ ҉ ẋ♣╪ Ἓ ӈ ♬ҵ. 
⁴͙⁄Ѥ ᾅ , Ἕ  Ӱ▫╬, Ợ⇔ӥ Ӱ▫╬ ḓ ₅╙ ‡֒˭ ↔ ⁴ ҉ ẋ♣╙ Ἓ Ѥּת Ӯ╪ 
Ӊ ὡ ▓ᾋѱѻ. 
· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡₮ ︡ ╪ ̆ᴎӋѱѻ. 
· ₅‡ᴛ Ӈ‡ ▓ּת Ώ╘ ▬╘ ₅‡ᴛ ╪  ὡ ▓ҵᴜ ̑ˌ ֞Ѥ Ḣ₅ ᾎ₮ ֟ˉ╪ ▫ᵢ 

ᵙ ‒ ѱѻ. җẓ╘ ↔Ӈּת Ώᾋѱѻ. 
· ʻ ₅Ữ ︡ ╘ 1  ⁄ ҉ ѱѻ 
 

Film Craft: Direction  
The vision and achievement of the direction including the translation of the creative brief 
̥̙̣̠̦̘̙ ̒ ̣̖̥̠̣̔̕̚Я̤ ̧̤̠̟̚̚ ̟̒̕ ̨̙̠ ̨̖̝̝ ̥̙̥̒ ̧̤̠̟̚̚ ̙̤̒ ̖̖̟̓ ̧̙̖̖̒̔̚̕˟ ̙̤̅̚ ̞̪̒ ̟̝̦̖̔̚̕ ̦̥̓ ̤̚ 
not limited to, the way that casting, set design, sound de sign and cinematography have been 
used to bring that vision to life.  

· Criteria considered during judging will predominantly be the idea and the execution.  
· Work  which is not in English should be subtitled, so that it can be understood in English, 

exactly as it was published or aired. Please note that dubbing is not allowed.  
· Each film execution constitutes one entry  
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„−Ӣ Ҷῳʷ͖ 

₂ừ כ : ᴘҕἧ ӭ■╩/ῳ  ӭᴄἧ 
ᴛҘἪ Ӱ▫╬/ῷ  ӰᴇἪ╥ Ḉ . ⁴͙⁄Ѥ Ἕ  Ӱ▫╬̓ ᴛ ╪Ἢ Ẏӥ ḓ ▬ ╥ ♣ḙ♠╬ ᴵ   
̓ Ṫ─͙ʺ Ӌѱѻ. ᾔỢ─∟Ѿ╘ ᾎʻ♠ ̯Ἓ⅝ἵ╥ ̪ᶯ  ̕ᵙʺ ἌỢᵑ ‬ᵡϮ Ữᾎ Ѥּת 
̆ᴎ ѱѻ. 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡₮ ︡ ╪ ̆ᴎӋѱѻ. 
· ₅‡ᴛ Ӈ‡ ▓ּת Ώ╘ ▬╘ ₅‡ᴛ ╪  ὡ ▓ҵᴜ ̑ˌ ֞Ѥ Ḣ₅ ᾎ₮ ֟ˉ╪ ▫ᵢ 

ᵙ ‒ ѱѻ. җẓ╘ ↔Ӈּת Ώᾋѱѻ. 
· ʻ ₅Ữ ︡ ╘ 1  ⁄ ҉ ѱѻ 
 

Film Craft: Production Design / Art Direction  
The aesthetic of the production design/art direction. This includes set design and location 
builds, as well as the overall look, feel and atmosphere of the piece. The jury will consider how 
the narrative has been en hanced by the artful management of the visual components.  

· Criteria considered during judging will predominantly be the idea and the execution.  
· Work  which is not in English should be subtitled, so that it can be understood in English, 

exactly as it was published or aired. Please note that dubbing is not allowed.  
· Each film execution constitutes one entry  
 

Ὕ 
· ₅Ữ 

 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Film  

 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

₂ừ כ : ҊṒ 
₅Ữ╥ ῠ⁴ֿב ҍṕ. ҍṕ ṪἍ⁄Ѥ ҍỢ, Ṓ╪ᾅ ₡Ḳ, ◑ᶔ Ἕ  .Ἢ ḓ ╪ Ӌѱѻ  ,▐וֹ∑ ,
ᾔỢ─∟Ѿ╘ ҍṕ╪ ᵙ⁄╪ Ẅ ῷ╪Ӱ‡ᵑ ‬ᵡϮ Ἓ̑♠╖ᴛ ̯ ⅝אַ ̆  ˠˆ ̕ᴐ ♬Ṓᵑ 
‬ᵡϮ ̓♠╖ᴛ ♣Ҁ Ѥּת ̆ᴎ ѱѻ. 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡₮ ︡ ╪ ̆ᴎӋѱѻ. 
· ₅‡ᴛ Ӈ‡ ▓ּת Ώ╘ ▬╘ ₅‡ᴛ ╪  ὡ ▓ҵᴜ ̑ˌ ֞Ѥ Ḣ₅ ᾎ₮ ֟ˉ╪ ▫ᵢ 

ᵙ ‒ ѱѻ. җẓ╘ ↔Ӈּת Ώᾋѱѻ. 
· ʻ ₅Ữ ︡ ╘ 1  ⁄ ҉ ѱѻ 
 

Film Craft: Script  
̙̖̅ ̗̝̞̚Я̤ ̡̤̣̥̔̚˝ ̤̒ ̨̣̥̥̖̟̚˟ ˲̟̝̪̤̤̒̚ ̠̗ ̥̙̖ ̡̤̣̥̔̚ ̨̝̝̚ ̟̝̦̖̔̚̕ ̝̠̘̦̖̒̕̚˝ ̧̠̖̔̚- overs, scene -  
setting, movement, actions  and expressions. The jury will consider how successfully the script 
delivers on the creative idea, while also considering the effectiveness in conveying important 
health related information.  

· Criteria considered during judging will predominantly be the i dea and the execution.  
· Work  which is not in English should be subtitled, so that it can be understood in English, 

exactly as it was published or aired. Please note that dubbing is not allowed.  
· Each film execution constitutes one entry  
 

Ὕ 
· ₅Ữ 

 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Film  

 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

₂ừ כ : ╘ῴ/ở↔Ӣ ӭ■╩ ở↑ 
₅Ữ ̛̆ Ͽ⁄Ἄ ₡ᵙּתВ/ג╪ἐᾅ ╛Ὸ╥ ̓₮ Ἓ̑ ḓ/֞Ѥ Ợ⇔ӥ Ӱ▫╬╥ ᵙ⁄╪ Ẅ Ợ↔. 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡₮ ︡ ╪ ̆ᴎӋѱѻ. 
· ₅‡ᴛ Ӈ‡ ▓ּת Ώ╘ ▬╘ ₅‡ᴛ ╪  ὡ ▓ҵᴜ ̑ˌ ֞Ѥ Ḣ₅ ᾎ₮ ֟ˉ╪ ▫ᵢ 

ᵙ ‒ ѱѻ. җẓ╘ ↔Ӈּת Ώᾋѱѻ. 
· ʻ ₅Ữ ︡ ╘ 1  ⁄ ҉ ѱѻ 
 

Film Craft: Use of Music / Sound Design  
The impact and success of original/licensed music and/or the creative use of sound design 
within film advertising.  

· Criteria considered during judging will predominantly be the idea and the execution.  
· Work  which is not in English should be subtitled, so that it can be understood in English, 

exactly as it was published or aired. Please note that dubbing is not allowed . 
· Each film execution constitutes one entry  
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ᾂ „ ♫  ᾍ 
Healthcare Product Innovation  

■ᴫ 
Materials  

ᾂ „ ♫  ᾍ 
ˠˆ Ẅנӥ╥ ẋּנѱᾅ ֞Ѥ ▫ ᶷⱠ ˺⁄ ▀ⱳ ˞Ϯ Ẅנӥ╥ ᷾ѱ ╪Ἢ ѱּנ ˺╙ ─  
Ⱡ▬/ˌḛӈ Ⱡ , ͙ ͙, Ἄẋᾅ ᾐ. 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 40% ῷ╪Ӱ‡, 
40% ︡ , ᾏ, ͙ ѫ, 20% ˺ ̓. 

 
Healthcare Product Innovation  
Products, devices and service innovations that have helped solve a business or patient issue 
for a health brand, or have been produced/developed in order to solve a brand's 
communication need.  

· A number of criteria will be considered during judging and we ighted as follows: 
40% idea; 40% execution, form and function; 20% results.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly 
Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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Ợ‭ כ  
Industry Craft  

■ᴫ 
Materials  

Ợ‭ כ : ῳ  ӭᴄἧ 
♣ḙ♠ Ӱ▫╬, ⁷ , ᾎʻ♠ ︡ . 

· ᶛӧ Ẅנӥ ḓ ᷾ѱ ╪Ἢ Ӱ▫╬, ◑ Ӱ▫╬, ╬ὅ, , ₢Ω. 
· ᾔỢ ͙ר╖ᴛѤ לᴛ ︡ ╪ ̆ᴎӋѱѻ. 
︡ ὅ ḓ ₢Ω ╥ ˿↕ ʻ╬ ר · ╪ 1  ⁄ ҉ ѱѻ. 
· ◑ ḓ Ẅנӥ ᷾ѱ ╪Ἢ ḓ Ӱ▫╬ ╥ ˿↕ ♣  ╬╙ Ϯ╥ ╖ᴛ ╞ᶛ ‒ 

ѱѻ. 
· ҿ▀ ▬ ╙ ụ‰ מ ⁄  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. 
 

Industry Craft: Art Direction  
The overall design, direction and visual execution.  

· Brand & Communications Design, Packaging Design, Print & Publishing & Outdoor.  
· Criteria considered during judging will predominantly be the execution.  
· For Standard Print and Outdoor entries each execution constitutes one entry.  
· For Packaging & Brand Communication & Design entries whole campaigns should be 

entered as one entry.  
· There is no overall limit to how many times the same piece of work can be entered into 

Industry Craft.  
 

 

Ὕ 
· Ӱּת  ẓ ▫ᴮ JPGשּ 

 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Proof JPG  

 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

Ợ‭ כ : ̘ ̃ ʃ ῶ 
̛̆ ᶷΌ╪ ᵙ⁄╪ Ẅ ῷ╪Ӱ‡ᵑ ‡֒˭ ̯ Ѥʺ. 

· ᶛӧ Ẅנӥ ḓ ᷾ѱ ╪Ἢ Ӱ▫╬, ◑ Ӱ▫╬, ╬ὅ, , ₢Ω. 
· ᾔỢ ͙ר╖ᴛѤ לᴛ ︡ ╪ ̆ᴎӋѱѻ. 
︡ ὅ ḓ ₢Ω ╥ ˿↕ ʻ╬ ר · ╪ 1  ⁄ ҉ ѱѻ. 
· ◑ ḓ Ẅנӥ ᷾ѱ ╪Ἢ ḓ Ӱ▫╬ ╥ ˿↕ ♣  ╬╙ Ϯ╥ ╖ᴛ ╞ᶛ ‒ 

ѱѻ. 
· ҿ▀ ▬ ╙ ụ‰ מ ⁄  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. 
 

Industry Craft: Copywriting  
How the copywriting brings the creative idea to life.  

· All Brand & Communications Design, Packaging Design, Print & Publishing & Outdoor.  
· Criteria considered during judging will predominantly be the execution.  
· For Standard Print and Outdoor entries each execution constitutes one entry.  
· For Packaging & Brand Communication & Design entries whole campaigns sh ould be 

entered as one entry.  
· There is no overall limit to how many times the same piece of work can be entered into 

Industry Craft.  
 

  



SPIKES ASIA AWARDS 2025 
‾ ᵖ  1: ᾂ „ 

ENTRY KIT 1 : HEALTHCARE 

 

 

₅ᶷṕ̓ ̰ᶷṕ╪ ▀ Ώ˞Ϯ  ᵰ תּ  ṨṪ╪ ▓Ѥ ˿↕ ₅ᶷṕ╙ ↕ἐ ♠↔ ѱѻ. 

                    If there is any inconsistency or ambiguity between the English and Korean version, the English version shall prevail.                                                                    
   99

   
   

„−Ӣ Ҷῳʷ͖ 

Ợ‭ כ ᾂש╪ : ᴃ╧ἧ 
ᾅױ▀ ᴆ╪Ἢ╥ ᵙ⁄╪ Ẅ ̓. 

· ᶛӧ Ẅנӥ ḓ ᷾ѱ ╪Ἢ Ӱ▫╬, ◑ Ӱ▫╬, ╬ὅ, , ₢Ω. 
· ᾔỢ ͙ר╖ᴛѤ לᴛ ︡ ╪ ̆ᴎӋѱѻ. 
︡ ὅ ḓ ₢Ω ╥ ˿↕ ʻ╬ ר · ╪ 1  ⁄ ҉ ѱѻ. 
· ◑ ḓ Ẅנӥ ᷾ѱ ╪Ἢ ḓ Ӱ▫╬ ╥ ˿↕ ♣  ╬╙ Ϯ╥ ╖ᴛ ╞ᶛ ‒ 

ѱѻ. 
· ҿ▀ ▬ ╙ ụ‰ מ ⁄  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. 
 

Industry Craft: Illustration  
The creative impact of the illustration.  

· Brand & Communications Design, Packaging Design, Print & Publishing & Outdoor.  
· Criteria considered during judging will predominantly be the execution.  
· For Standard Print and Outdoor entries each execution constitutes one entry.  
· For Packaging & Brand Communication & Design entries whole campaigns should be 

entered as one entry.  
· There is no overall limit to how many times the same piece of work can be entered into 

Industry Craft.  
 

Ὕ 
· Ӱּת  ẓ ▫ᴮ JPGשּ 

 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· URL 
· ᾎỮᾏ↔ ₅Ữ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Proof JPG  

 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

Ợ‭ כ : ởּש 
Ợֿב ḓ ᵙ⁄╪ Ẅ ╥ Ợ↔╙  ⁴. 

· ᶛӧ Ẅנӥ ḓ ᷾ѱ ╪Ἢ Ӱ▫╬, ◑ Ӱ▫╬, ╬ὅ, , ₢Ω. 
· ᾔỢ ͙ר╖ᴛѤ לᴛ ︡ ╪ ̆ᴎӋѱѻ. 
︡ ὅ ḓ ₢Ω ╥ ˿↕ ʻ╬ ר · ╪ 1  ⁄ ҉ ѱѻ. 
· ◑ ḓ Ẅנӥ ᷾ѱ ╪Ἢ ḓ Ӱ▫╬ ╥ ˿↕ ♣  ╬╙ Ϯ╥ ╖ᴛ ╞ᶛ ‒ 

ѱѻ. 
· ҿ▀ ▬ ╙ ụ‰ מ ⁄  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. 
 

Industry Craft: Photography  
Engagement through use of photography and creative expression.  

· Brand & Communications Design, Packaging Design, Print & Publishing & Outdoor.  
· Criteria considered during judging will predominantly be the execution.  
· For Standard Print and Outdoor entries each execution constitutes one entry.  
· For Packaging & Brand Communication & Design entries whole campaigns should be 

entered as one entry.  
· There is no overall limit to how many times the same piece of work can be entered into 

Industry Craft.  
 

Ợ‭ כ : ╧ כ͋  
╪ מ͎  Ợ↔╙  Ӱ▫╬ Ḉ  ḓ ᾅ ᵙ ᵠ ♣Ҁ. 
· ᶛӧ Ẅנӥ ḓ ᷾ѱ ╪Ἢ Ӱ▫╬, ◑ Ӱ▫╬, ╬ὅ, , ₢Ω. 
· ᾔỢ ͙ר╖ᴛѤ לᴛ ︡ ╪ ̆ᴎӋѱѻ. 
︡ ὅ ḓ ₢Ω ╥ ˿↕ ʻ╬ ר · ╪ 1  ⁄ ҉ ѱѻ. 
· ◑ ḓ Ẅנӥ ᷾ѱ ╪Ἢ ḓ Ӱ▫╬ ╥ ˿↕ ♣  ╬╙ Ϯ╥ ╖ᴛ ╞ᶛ ‒ 

ѱѻ. 
· ҿ▀ ▬ ╙ ụ‰ מ ⁄  ὡ ▓Ѥ ὡ⁄Ѥ Ⱡ ╪ ′ᾋѱѻ. 
 

Industry Craft: Typography  
Design aesthetics and storytelling conveyed through the use of typography.  

· Brand & Communications Design, Packaging Design, Print & Publishing & Outdoor.  
· Criteria considered during judging will predominantly be the execution.  
· For Standard Print and O utdoor entries each execution constitutes one entry.  
· For Packaging & Brand Communication & Design entries whole campaigns should be 

entered as one entry.  
· There is no overall limit to how many times the same piece of work can be entered into 

Industry Cr aft.  
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Integrated  

■ᴫ 
Materials  

 
פ ‡ḈӰ ױ⁴ ╙ Ợ↔  ▬. ▬╘ ╬ ♣ḙ⁄ ˢ  ἐ  ⅝ἵ ֞Ѥ В╙ ̆, 
ѻ‚  ḈӰ‡ʺ ‡֒˭ Ἄᴛᵑ Ṓ₰ ̆ ̯ ⁴ ʺᾎ♠╬ ẋּנѱᾅ ˺̓ᵑ ╪Ϟ‡ ІѤּת, ʊ ♠ 
ṉ ⅝אַ ⁄  ⁵ ╙ ˞Ϯ Ẅנӥ ᶜ♠ ҀἛ⁄ ὡ♠╬ ⁵ ╙ Ѥּת Ṓ⁴ ל‡‒ ѱѻ. 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡, ♣ר, ︡ , ˺ ̓ʺ ̆ᴎӋѱѻ. 
 
Integrated  
Work that uses multiple media platforms. Entries should demonstrate the integration of 
chosen elements or channels throughout the campaign, and how the different media 
complemented and built on each other to drive tangible business results, were  
instrumental to cultural change or integral in the achievement of brand purpose.  

· Criteria considered during judging will predominantly be the idea, strategy, 
execution and results.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 

ᶘḒ╪  
Mobile  

■ᴫ 
Materials  

ᶘḒ╪ 
◑  ͙ḙ╥ ᵙ⁄╪ ẋ  ▬╘ ҍ↔ פ ⁄Ἄ╥ Ἓѫ╙ Ṓ⁴ל‡‒ ᶒ, ҍ ֞Ѥ 
︡ ▫╪ẇ ˿╪ ῷ╪Ӱ‡╥ ὡ ⅝ἵױ‡≢ ӈ ⁵ל ⁄ ╙ ‒ . 

· ᾔỢ ͙ר╖ᴛѤ ῷ╪Ӱ‡, ︡ פ ,  ̕ᴐἛ, ̓ ḓ ˺̓ʺ ̆ᴎӋѱѻ. 

 
Mobile  
Device - driven creativity. The work should demonstrate performance in portable 
platforms; work where a hand - held or wearable environment is integral to the idea and 
enables key aspects of the execution.  

· Criteria considered during judging includes: idea, execution, platform 
relevance, impact and results.  

 

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly 
Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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ₔ№ 
Outdoor  

■ᴫ 
Materials  

ₔ№:  Ẉ†  
̑̑ ̑ʼ, Ợᶹ, ˿╙ ẋ♣ ♠ Ḣᾏ╖ᴛ ↔ Ѥ ▫┬ᴛ⇔ ᾏ╥ ẋ  ,Ω ̛̆. ἵ͋ᶛ ἹᴴἪ₢ ר
ὡ ̛̆, ἒ Ẅ ̛̆ ḓ ╪ḿ╪ג ,  Ӯ . 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡, ︡ , ̓ʺ ̆ᴎӋѱѻ. 
 

Outdoor: Ambient  
Non - standard and free - format outdoor advertising that leverages the use of public spaces, 
objects and environments in an unconventional manner. Including, but not limited to, small 
scale solutions, special build, installations, live advertising and events.  

· Criteria considered during judging will predominantly be the idea, the execution 
and the impact.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 
Compulsory  

· Digital Presentation 
Image JPG  

 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

ₔ№: כ 
♬♠/Ӱּת  ̛̆ , ᾅ , Ḳᾅ ♬ᵆ◑, ᵰ◑ Ͽ ᾅ , POS, Ợ╪ѱּת, ̪  ἹᴴἪ, ḤЎ Ӯ╙ ─  

. 
· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡, ︡ , ̓ʺ ̆ᴎӋѱѻ. 
︡ Ω ╥ ˿↕ ʻ₢ ר · ╪ 1  ⁄ ҉ ѱѻ. 
 

Outdoor: Standard  
Content intended for static and digital billboards, posters, bus stops, in store posters, point of 
sale, signage, transit solutions, banners etc.  

· Criteria considered during judging will predominantly be the idea, the execution 
and the impact.  

· For Standard Outdoor entries each execution constitutes one entry.  

Ὕ 
· Ӱּת  ẓ ▫ᴮ JPGשּ 

 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Digital Proof JPG 

 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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PR 
PR 

■ᴫ 
Materials  

PR 
…ӥ(earned) ḈӰ‡⁄ ͙ḙ  Ҷ ♠ Ợ̆, ᾐ♠ ╬Ợ╪ ⁴ᴝ⁄ ₅ ˭֒‡ ╪ר♣ ,  ,̆ל ╙
ẋּנѱᾅ, Ợ  ḓ/֞Ѥ ᶷ  ṉ ᵑ ╪Ϟ‡ ІѤּת Ṓ⁴ לѤ ♣ר♠╪̆ ᵙ⁄╪ Ẅ  ᷾ѱ ╪Ἢ. 
▬╥ ᾔ ᾅ ᵙ ᵠ╘ ⱳֹו╪Ϯ Ẅנӥ╥ ̓ ẋּנѱᾅᵑ ᵞ, Ṓ , ̂ ‒ ѱѻ. 
· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 20% ῷ╪Ӱ‡, 

︡ 20% ,ר♣ 30% , 30% ₅  ḓ ˺̓. 
 

PR 
Strategic and creative communication that demonstrates how original thinking, 
transformative insight and a strategy rooted in earned has influenced opinion and driven 
business, societal, and/or cultural change. Work with storytelling at its core, which est ablished, 
protected and enhanced reputation and business of an organisation or brand.  

· A number of  criteria will be considered during judging and weighted as follows: 
20% idea; 30% strategy; 20% execution; 30% impact and results.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
 
̻◌(Ἅ  ở )  

· Ợᴗ ₅Ữ 
 
Ἅ  ở  

· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Case Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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╩ὂ Ḑ  
Print & Publishing  

■ᴫ 
Materials  

╩ὂ Ḑ : כ  ױ
ẄᴛἨ, ἵ ▫, ᴝ Ẅ ẋ ╬ӥ(leave behind), ᵭ  Ἕ▀ּנ ▫ᴮ, ỮἝ ▫ᴮ(detail aid),  ᶜ, 
Ẅנӥ ᶹ, Ҁᴏ, ќᾅᴆ , ⁷ʼ Ṓ̆Ἄ ḓ Ṓҵ▫ᴮ. 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡, ︡ , ̓ʺ ̆ᴎӋѱѻ. 
 

Print & Publishing: Collateral  
Brochures, booklets, leave behinds, custom sales materials, detail aids, promotional items, 
brand reminders, calendars, newsletters, annual reports and press releases.  

· Criteria considered during judging will predominantly be the idea, the execution 
and the impact.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
 
̻◌(Ἅ  ở )  

· ҥᶛ ₅Ữ 
 
Ἅ  ở  

· URL 
· ᾎỮᾏ↔ ₅Ữ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 
Highly Recommended 
(Optional)  

· Demo Film  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  

╩ὂ Ḑ : כ 
ᾐᶷ, ◌ּת, ╥  ♇В, ừ░ ̛̆ Ӯ  ╬ὅ ᵰ ᵑ ─  . 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡, ︡ , ̓ʺ ̆ᴎӋѱѻ. 
︡ ὅ ╥ ˿↕ ʻ╬ ר · ╪ 1  ⁄ ҉ ѱѻ. 
 

Print & Publishing: Standard  
Content intended for published printed media including, but not limited to; newspaper, 
magazines, medical journals and inserts.  

· Criteria considered during judging will predominantly be the idea, the execution 
and the impact.  

· For Standard Print entries each execution constitutes one entry.  

Ὕ 
· Ӱּת  ẓ ▫ᴮ JPGשּ 

 
Ἅ  ở  

· URL 
· ᾎỮᾏ↔ ₅Ữ 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 
Compulsory  

· Digital Proof JPG  
 
Optional  

· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
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ἲἨ Ḑ ╩ ᴱ†Ἁ 
Social & Influencer  

■ᴫ 
Materials  

ἲἨ Ḑ ╩ ᴱ†Ἁ 
ᾅ ‡ ἹᴴἪ╙ ─ ѱ᷾ ╬ג₣  ₮ ̪ˁ ̆ ╥Ḉ ▓Ѥ ́̕ᵑ ˆ ᶒ Ẅנӥ╥ ♬ ʺѫ  
˺̓ᵑ Ⱡ̑ ͙ ─  ᵣө‡ֿר♣ ב♠╬ ἵἫ Ợ̆₮ ♣ר♠╬ ╬ ᴴ…Ἄ ᵡ . 

· ᾔỢ ̓♬⁄Ἄ ⁴ר͙ תּʺ ױ╪ ̆ᴎӇᶒ, ѻ╛̓ ˉ╪ ʺַא ʺ Ṩ⁴Ӌѱѻ. 30% ῷ╪Ӱ‡, 
︡ 20% ,ר♣ 20% , 30% ˺ ̓. 

 
Social & Influencer  
Creative social thinking and strategic influencer marketing specifically created for healthcare 
solutions to engage with online communities, enhance meaningful relations and deliver 
measurable results for a brand.  

· A number of criteria will be considered during judging and weighted as follows: 
30% idea; 20% strategy; 20% execution; 30% results.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
· URL 

 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
· URL 

 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  
 

͖ὢ╢ ở↑ 
Use of Technology  

■ᴫ 
Materials  

͖ὢ╢ ở↑ 
͙Ⱶ ͙ὥ ֞Ѥ ᾐ͙ὥ Ợ↔╙  Ẅנӥ ╬ ︡  ֞Ѥ ּת∟. AI, AR, VR, ᴛṒ ᾅ, ̋ Ⱡ  ḓ ♣▫ 
Ⱡ ╬ ẇ ḓױ‡≢ , ן Ẅ ͙ὥ Ӯ . ͙ Ѿ́ ͙ὥ╥ ᾎⱠ ╘ Ӈּת Ώ╛. 

· ᾔỢ ͙ר╖ᴛѤ לᴛ ῷ╪Ӱ‡₮ ︡ , Ẅנӥ, Ⱡ  ֞Ѥ Ἄẋᾅ⁄ Ḉ Ѥ ͙ὥ╥ ˺̓ʺ 
̆ᴎӋѱѻ 

 
Use of Technology  
Use of existing or new technology to execute or support a brand campaign. Including, but 
not limited to, AI, AR and VR, robotics, gadgets and electronics, wearable and interactive 
technology etc. Does not include prototypes of early stage tech.  

· Criteria considered will predominately be the idea, execution and results of the 
technology on the brand, product or service.  

Ὕ 
· Ӱּת  ᵙⱢ ╪Ἢ 

╪Ḉּת JPG 
 

̻◌(Ἅ  ở )  
· Ợᴗ ₅Ữ 

 

Ἅ  ở  
· URL 
· Ӱּת  Ṓⱳ  
· Ӱּת  Ṓⱳ ╪Ḉּת 

JPG 
 

Compulsory  
· Digital Presentation 

Image JPG  
 

Highly Recommended 
(Optional)  

· Case Film  
 

Optional  
· URL 
· Digital Supporting 

Content  
· Digital Supporting 

Images JPG  


































































































































































