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Introduction

� Paymo is showing strong growth in Canada

� Merchants web based, social networks & 
online gaming applications

� Subscribers typically buying virtual currency

� Very low volume of subscriber support 
enquiries

� Current $20 / month spend limit resulting in 
20% of attempted purchases blocked
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Performance
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Main Merchants

Merchant About Products Paymo

Playfish Number 1 

Application 

developer on 
Facebook, 

MySPace, Bebo 

etc.

Games include:
-Pet Society

-Restaurant City

-Geo Challenge

Purchase of 

virtual currency 

used to buy virtual 
in-game goods

Superrewards Virtual Currency 

Monetization 

Platform provider

Multiple Facebook 

online games

Virtual currency 

purchase

Hi5 3rd largest Social 

Network

Social network Purchase of hi5 

credits that can be 

used to access 

online games etc.
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Playfish example

Purchasing Virtual Currency



7CONFIDENTIAL

Spend Limits

• Paymo is currently enforcing a $20 / month / 
MSISDN / shortcode spend limit

– Currently c.20% of attempted purchases are 
blocked as a result of the spend limit

• Data for a typical week as follows:

Day % Purchases Blocked 

08-May 15.0%

09-May 18.8%

10-May 20.5%

11-May 18.9%

12-May 23.3%

13-May 17.0%

14-May 14.3%

AVG 18.7%
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Support

• Paymo generating low volume of consumer 
support queries
– Current run rate: 1 support ticket / 1,000 transaction

– Virtually all complaints relate to delayed delivery of virtual 
currency

– Paymo works closely with Merchants to resolve issues & 
Merchants typically award extra currency where there has been 
a delay 

Month Support Tickets Successful Transactions Ratio

Feb 28 2897 0.97%

March 34 5970 0.57%

April 17 8146 0.21%

May (Proj) 12 11563 0.10%

Total 91 28,576 0.50%
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End User Flow Example 1

• www.foopets.com

• On-line virtual pet 
game

• Consumer buys 
virtual currency 
(Foo Dollars) and 
exchanges these 
for a range of pet 
related items



11CONFIDENTIAL

End User Flow Example 1

1. User navigates to 
bank

2. User selects to pay 
with their mobile 
phone
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End User Flow Example 1

3. User picks number 
of credits they 
wish to purchase
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End User Flow Example 1

4. Consumer 
forwarded to 
Paymo Payment 
Panel

5. Consumer reviews 
following before 
purchase:

– Product

– Price point

– Terms and 
Conditions 
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End User Flow Example 1

7. MSISDN entered 
into panel

8. Consumer clicks 
to confirm order
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End User Flow Example 1

9. PSMS messaging 
flow kicked-off

10. Consumer follows 
instructions in 
SMS sent to 
handset

11. Consumer can 
follow progress of 
purchase on 
screen
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End User Flow Example 1

12. Consumer receives zero rated MT messages

“FREE MSG: send NOW to confirm you wish to proceed with your 
purchase from FOOPETS.com. Total cost: GBP 2.00”

12. Consumer replies to message with MO inserting correct 
KEYWORD (Double opt-in)

“NOW”

12. PMT sent to consumer

“Thanks, your purchase is complete. This message cost GBP 2.00. 
Help? 0870 0427150 / help@paymo.com”

Note: UK message text used in example above. Text in other markets 
will reflect local regulations and pricing
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End User Flow Example 1

15. Successful 
payment 
confirmed to 
consumer
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End User Flow Example 1

16. Consumer 
receives email 
confirming 
payment (Merchant 
specific)
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End User Flow Example 1

17. Consumers virtual 
currency ‘balance’
reflects purchase

NOTE:

The Paymo 
interaction / PSMS 
steps is identical 
for all Merchants
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End User Support

• End user can access support via telephone, 
email or via Paymo’s support portal
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