| think I'd like to stay in Toronto, and take the job at Enquire.

| honestly have no idea which one | should choose.

GAMIFIGATION IN THE
BANKING SEGTOR

Reg (player)

Um. That's ok. Actually, | was calling because | was hoping for your advice. (He relates his

situation) And now...
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Scotiabank and the Games Institute partnered together on

a project that utilizes game simulations and gamification to
impact saving behaviours. The Games Institute developed a
gamified experience for customers using Scotiabank’s apps
and websites to drive financial behavioural change. Designers
Implemented a “choice-and-consequence” system that
simulated multiple financial decisions throughout a person’s
ife. This process was challenging as the simulation can only
represent a limited number of choices and impacts, which
need to feel realistic.

To create the game platform and scenarios, the designers
used Scotiabank’s “Behavioural Archetypes’, i.e., people in
different financial situations. The players start the game by
self-selecting one of the archetypes and proceeding with the
relevant lifestyle scenario. One scenario involves a simulation
of a new graduate moving to a city in response to a job offer.
The game simulates numerous decisions related to savings
behaviour, spending behaviour, and planning. The team’s goal
IS for the game to impact user behaviour through a deeper
understanding of the consequences of their
financial decisions.

Interesting fact: The designers modelled the game after
the structure of “Choose Your Own Adventure” novels. The
researchers and designers combined their differing expertise
around gamification, choice-and-consequence games, user
expertise, and player behaviour to create a unique experience
that improves financial literacy.
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