Gamification

in

Banking & Financial

Services

Banks and financial services can be their own worst enemy, or their best al
when it comes to creating confidence in the industry. Engineering a real finan
wellbeing program for customers and improving workforce performance are
critical when it comes to creating a profitable organization. In either case,
gamification can play a decisive role in delivering engagement and performance.

See how banks and ervices

themselves and continue to impact peop

ment & Performance

sides of the same problem
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le's lives, families, homes, and dreams.

What's going on with customer

What's going on with employee
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Tackof trust and motivation affect
clientloyalty and new acquisitions

{ Engaging
Financial Customers

Five-star channel experiences are a pre
requisite for high customer engagement!
Engaged customers are nearly

Tikely to have confidence in the banking
industry compared with actively.

Engaged Customers & Employees

‘The key ingredient to boost confidence in the industry.

Stress and burn out impact workers
across the whole organization
96 Of burned out staff by rol
TEE

Bank Customers Who Are Very
satisfied With All Channels:

« are 65% MORE likely to have opened new
bank accounts or signed up for new bank
services based on their conversations with a
bank employee

« are nearly4 X MORElikely o say they are
extremely likely" to continue to do business
with their primary bank

put 7percentage points more of theirtotal

Share of daposits i the bank

+ putTpoints more of their total share of
investments inthe bank

+ aremore than 9 X MORE likelytosay they
are xtremely likely to usetheir rimary bank

servi

disengaged customers.

Highly engaged teams show
e ———y

work, they show up everyday with: A 21% GREATER proftability

v v A 41% reductionin absenteeism
A 59% LESS tumover

Gamification for Banking

Agreat solution to provide engagement

Gamification is helping
financial customers to

Gamification is helping
financial employees to

@ Bemore motivated

@ Bemore engaged

@ Gainbrand trust @ Improve reguatory compliance

@ undestand et nanci @ Faciitate employee recognition
stuation |

@ Make betterfnancial decisions @ smulatennovation

@ Reachtheir inancal gosls @ Detwerexcellencein customer

@ Acquire products and services @ Have a career development path.

to meet their financial needs.

@ Improve banking experience @ ';?;l; personal development

@ Analyse theirspending patterns @ Hittargets and sell services
@ Tracktheir performance

@ Embrace digitaltransformation

@ Keeptrackaof theirhealth
@ Have better driving pattems

Gamification in Banking

How financial companes are using Gaification
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