
beeline's 
AI-driven 
detective game



challenge

beeline has been speaking the same 
language as gamers for years — 
an audience that doesn't respond 
to standard advertising. 
In 2024, ComNews Research named 
us the safest mobile operator. 
And we needed to make sure gamers 
recognized it too.

We knew the main challenge 
was to engage gamers 
in cyber safety by creating 
both entertaining 
and educational content.



2025 was the year of Minecraft 
madness. The whole world 
was waiting, playing the game, 
going to the cinema, and throwing 
popcorn with excitement.

beeline decided to use 
this hype to remind 
fans about cyber safety 
in a way no one had 
done before!

background



beeline introducing: "Scambusters". A detective game 
with AI integration. It’s goal — to teach gamers in game 
format how not to become victims of phone scammers.

idea



execution

Instead of boring safety lectures, 
we built a massive city — Scamcity. 
And populated it with 800 NPC 
residents who got tricked by scammers.



gameplay

Explore 
the giant Scamcity

Learn over 
100 real scam 

schemes by talking 
to NPCs

Catch scammers using 
boosters based on real 
features from beeline's 

service "my security"

And win 
real prizes 

for it



innovation

This meant gamers could talk to NPC 
residents without any scripted dialogues 
and discuss absolutely anything with 
them!

This innovation boosted player 
engagement as they tried to test the 
residents' intelligence or even hack them.

Ahead of top gaming 
studios, beeline was 
the first brand to integrate 
AI into absolutely every 
character in the game!



how else did we boost
player engagement?

Created a 
block-style avatar 

generator

Added
unique locations

to Scamcity

Hid 
Easter eggs

And even had the whole 
city searching for 

legendary actors



result

We rode the Minecraft hype wave 
and created our own buzz.

But the biggest 
achievement — gamers 
started thinking about 
their cyber safety.

And everyone won 
from this... Except 
the scammers!



gamers’ reactions



7 000+
players

200 000+
conversations

100 000+
scammers caught

25 minutes
average game session

18 000 000+
project reach




