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ABSTRACT: The paper investigates how keen resources like fintech solutions have placed the world’s most populous
country, India, at the verge of yet another financial revolution also affecting boundaries between rural and urban
financial literacy. It analyses how gamification in innovative financial technologies is impacting the lives of individuals
and communities in developing economies especially in leading Fintech cities such as Bangalore, Mumbai and
Hyderabad, as well as in rural areas where digital financial inclusion is at the nascent stage. Apps like CRED, Groww,
and Khatabook, among others have been able to effectively harness the potential of gamification by embedding
elements of games such as reward, challenge, and fun interactivity in the apps in a bid to not only capture users’
attention but also educate them in the use of financial services.

Using a combination of qualitative and quantitative methods, this study shows that the introduction of gamifié fintech
solutions would lead to an improvement of three-fold in urban areas and two-fold in rural areas with regard to the level
of understanding of financial concepts. These findings serve to reinforce the dominant narrative of realitie of every
citizen empowered with gamified fintech as a critical cog in design and execution of ambitions of Viksit Bharat 2047:
Voice of Youth strategies. This paper considers how gamification can fuel the financial services of the future inclusively
and why it is important for everyone in society to advance towards a financial inclusive future.
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L. INTRODUCTION

India on the cusp of an evolutionary leap towards being developed nation by 2047, vision encapsulated in the ambitious
“Viksit Bharat 2047: “Voice of Youth” campaign launched by PM Narendra Modi on 11 December 23. One of the
major sustainable skills in this vision is the financial literacy skill which is a basic and necessary skill for the kind of
fortune and the growth of the economy and development of a nation. It involves managing money and credit,
budgeting, saving and investing and these are acquiring skills that have a very central role in improving the economic
stability and health of a nation during cut throat competition and when there are increasing complexities in the world
economy. However, concurrent with the growth in the numbers of clients served by digital financial services in India, a
major deficit of financial understanding still exists. Taking into account survey data provided by S&P FinLit Survey,
only 27% of the population of India is financially literate compared to the average of 33% evidenced globally, which
remains a great problem to focus on, if India wants to turn into an economic giant.

Framing the above challenge through the rural/urban binary greatly amplifies the enormity of the challenge. While the
population of urban areas is benefiting from the expanded access to the digital financial services, rural areas are in
some way deprived of this privilege accompanied by an access to formal financial education. Due to the established
areas of concern most people especially from rural regions have low overall financial literacy and this added to the
regional disparity results to a poor inclusive growth rate. It is important to address this issue for achieving Viksit Bharat
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2047 and when we talk about the financial inclusion of every Indian citizen regardless of while living in a rural area or
urban area. oppositely, the growth of fintech market is unprecedented in India and it has put India at the forefront
globally in terms of both usage and disruption. India fintech market was approximated to be growing at 22% CAGR
and should reach an estimated range of $150- $160 billion by 2025. Fintech utilization in India is at 87% — well ahead
of the global average of at approximately 64% as per the EY 2019 report. Now is the perfect time to address the
problem of the lack of financial literacy because advances in technology make it possible to offer scalable, accessible,
and effective solutions.

The concept of innovation within this area is a concept known as gamification — the use of elements common in games,
for instance points, badges, leaderboards, and rewards in fields other than games for example financial learning. It
achieves this objective through the process of UX, which has been cited in earlier chapters as a powerful tool for
motivating users and making any form of learning more engaging. With regard to financial literacy, the technology-
driven platforms that incorporate gamification elements, are building exciting and engaging contexts that help
transform complex concepts into easily digestible packets of information for young people, specifically millennials, and
Generation Companies like Groww and Khatabook are leading this charge, adopting this feature as a part of the user
interface, for example, CRED aligns its users with reward points for enhanced credit scores; Groww uses badges and
quizzes as educational tools for investments. complex or tedious learning experiences into interactive and rewarding
journeys. It is with this in mind that using financial literacy, Fintech platform using gamification is established to
ensure that people, especially the young and middle-aged intake are engaged and educated in the various methods
employed when handling finances on the platforms. For example, CRED rewards users to deepen their credit scores
while Groww uses the use of educative quizzes and badges to teach users on the methods of investment strategies on
the platform. Thus, the targeting of Khatabook mainly the small business owners, which has a gamified interface for
handling the financial operations, simplifying the formalization of financial management for users.

Moreover, (NSFE) 2020-25, launched by RBI, recognizes importance of technology in promoting financial literacy. It
also stresses the importance of extremely large and technology-mediated ways of reaching the country’s diverse
population. They include; Gamification which through its usage of a game- like environment is capable of simplifying
otherwise complicated financial concepts forms a perfect fit given its scalability in urban and rural setting across the
Indian geography.

Overall, the paper explores how the intersection of fintech and gamification can revolutionize financial literacy in
India. It explores how such apps work, the empirical data to support their functionality, and consequences of this
technology on individuals’ financing behaviors. Finally, the paper suggests that through the focus on the application of
fun practices and intuitively appealing games in order to improve financial literacy, India creates the conditions to
fulfilled the vision of Viksit Bharat 2047, whereby citizens of India would be armed with necessary means to manage
their financial life and succeed in the modern world.

II. LITERATURE REVIEW

One of the premier thinkers in the field of financial literacy, Annamari Lusardi (2008) proved her point when she
looked into the U.S. population few years ago and made one discovery: people who are less educated, women, Blacks
and Hispanics are less financially literate than others. According to her observation, Lusardi suggested that authorities
launch financial education programmes that will enhance financial literacy of such categories of people. According to
Deterding et al (2011) the above formed what they referred to as gamification, which they defined it as the applying
game elements in non-game environments. This idea has raised many people’s curiosity of how they could use it to
increase user touch points across various fields let alone in the finance. For the past years, the trends of incorporating
game elements in non-game contexts, often referred to as gamification have been embraced in an effort to enhance
people’s participation levels and training. Rodrigues et al. (2016) also sought to understand how banking could use
gamification in order to encourage users, help them to learn about their finances, and how it could make people use the
banks more frequently due to the enjoyment of the financial activities that had been turned into games.

Lusardi et al. (2017) expanded this line of research and showed that using edutainment all kinds of assisted people

best in understanding intricate financial concepts. Their work gave very evident which means that host applications and
services and learning finance-related applications and services containing game space features could in fact be effective
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in educating. Consequently, Bayuk and Altobello (2019) examined an analysis of gamification in mobile banking apps
in relation to positive financial behaviors. on the condition of using gamified apps users were setting and achieving
savings goals in comparison with users of non-gamified apps including banking apps, that proved the effectiveness of
gamification in encouraging people to improve their financial habits. But no one is saying that gamification is
universal.

As Koivisto and Hamari (2014) pointed out, gamification applied to social networks affects different age groups in
different way. Teir findings revealed that the populations that are most receptive towards gamifying experiences include
the youngsters and therefore financial services should develop their gaming strategies based on the demographics of
populations they intend to appeal to. Nevertheless, what most people do not understand is that gamification is
contextual in nature. Koivisto and Hamari (2014) have claimed that annoying motives differ depending on age. From
their research, they found out that the latest generation is more likely to engage in gamified experiences which means
that, financial services should design gamification based on the age of the target clientele. However, there is more to the
tally than gamification; the introduction of technology-driven financial services, which are referred to as FinTech has
been instrumental in enhancing the financial literacy levels of people as well as the way they make a decision regarding
their financial future.

Krishna (2023) focused on the ways that financial literacy having increased, and the effect of FinTech tools on both
these parameters: mutual funds investment. Visitors now understand the value of online banking services and electronic
payments all thanks to FinTech platforms, and they are making better investment decisions. Similar research by Sumit
Kumar et al. (2023) conducted in Indonesia confirmed that their engagement in capital markets depends on the
Finliteracy and FinTech awareness. This can be seen to mean that while FinTech simplifies financial transactions, it
also assists the general population get used to dealing with more difficult financial concepts. Kabra et al. (2010) also
tries to investigate age and gender on investment decisions in the India social context. These the authors discovered
identified the role of these specifications in propounding risk tolerance levels particularly among investors. They
discovered that young people and male are more likely to accept higher risks on their investments compared to elderly
people and female. According to Prasad et al. (2023), the need to reintroduce a number of awareness campaigns
frequently so that larger population base gets covered under digital transactions. Besides, a Country like the Indian
should have a two-edged sword on the one hand it has to enforce more regulations to control the usage of cash on the
other it has to increase the usage of digital cash. Aziz & Naima (2021) noted that while digital services have eliminated
and overlaid the barriers of physical access to financial services, these services have not been accessed for want of
elemental connection, numeracy, and sociability.

Objectives

e  To determine the current Indian Structural competence of information financial in relation to the current economy.

e To analyse possibilities of using fintech and gamification to improve the level of financial literacy.

e To extrapolate specific learning points about how gamified fintech platforms can affect financial, behaviour and
financial literacy.

o To measure the extent to which Viksit Bharat 2047 can be accomplished by the use of game-based solutions in
fiscal technology.

Hypotheses

e  Hi: The application of gamification in financial technologies results in a better understanding of users’ money
management capabilities than through conventional financial literacy practices.

e Hb»: Gamified fintech users have improved financial literacy and act responsibly in their decisions regarding
financial products.

e Hs: The integration of gamification in the fintech space is going to play a massive role in realizing the Viksit
Bharat 2047 vision through financial literacy and financial inclusion with ease.

I11. RESEARCH METHODOLOGY
The aim of this research is to explore the role of fintech gaming in enhancing the financial literacy while flourishing the

vision of a financially included society of India by 2047. To understand the impact of fintech gamification on the
financial competency of users, the research uses a concurrent mixed methods research design. Research Design
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Qualitative research method that involves both exploratory and descriptive research designs are used to achieve the
study objectives.

3.1 Research Design

This work employs a descriptive and analytical research approach to investigate the extent of fintech app usage,
financial illiteracy levels, and the effect of gamified attributes on user engagement and financial behavior. The main
type of research involved in the data gathering process was quantitative and structured questionnaire survey that
permits arithmetic examination needed to identify relationship and behavioural pattern. The quantitative aspect of the
analysis applies descriptive statistical measures that are used in generalizing alongside with inferential tools such as
correlation and regression hypothesis tests to determine statistical chances.

3.2 Data Collection

The targeted respondents were 72 out of which the data were collected through an online survey across the
demographic areas. Demographic characteristics included age, gender, education level, monthly income and location;
while the usage of fintech services collected data on the regularity, frequency and number of services obtained in the
last month. Self-rating of participants and knowledge questions were used to determine participants’ level of financial
literacy (e.g. interest rate calculations and diversification concepts). Social interactions with the apps, the use frequency
(daily, weekly, rarely) were captured to investigate motivational effects; in addition, availability of features such as
rewarding and levelling was investigated with the following demographic breakdown:

Category Percentage (%)
Age Group

1520 years 29.2%
21-30 years 59.7%
31-45 years 11.1%
Gender

Male 70.8%
Female 29.2%
Location

Urban 86.1%
Rural 13.9%
Occupation

Students 65.3%
Working Professionals 26.4%
Small Business Owners 8.3%
Monthly Income

Below 20,000 59.7%
%20,000-%50,000 19.4%
%50,000-%1,00,000 12.5%
Above %1,00,000 8.3%

3.3 Data Collection Methods

e Case Study: The given case focuses on a particular fintech platform, which incorporates features of game design;
which allows presenting real-life examples and evaluating the consequences.

e Research Paper and Published Reports: They advance the theoretical foundation and context of the Fintech
gamification of Financial Literacy. Including those published in national and international journals, magazines,
papers, and studies by research organisations like Deloitte, KPMG, Forbes, and McKinsey, among others, are used
in the exploratory study.

e Survey: A Google Form was used to quantify the users’ financial literacy level and their usage of the fintech
gamification feature.
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e Data Analysis Qualitative Analysis: This mean that information’s gathered from the case study, research paper and
reports will only be analysed thematically to get the commonalities and findings on user perception and
understanding of gamification and the efficiency of implementing the concept.

e Quantitative Analysis: Quantitative data gathered from the closed question surveys will be quantitatively analysed
to establish the relationships and connections between customers’ usage of fintech gamification and increased
financial literacy.

3.4 Data Analysis Framework

Statistical Variable Purpose

Measure

Mean and SD Financial literacy score (1-5 To understand the average literacy and its
scale) variability

Regression Fintech usage frequency vs To identify the impact of app usage on literacy

Analysis literacy

Range Motivation scores (1-5 scale) To assess the variability in motivational

impacts

Correlation (r) Gamification score and = To measure the strength of relationship

behavior

3.5 Statistical Tools and Techniques
The collected survey data will be analysed using the following methods:

A. Descriptive Statistics:

Range, Mean, and Standard Deviation for key quantitative variables such as: Financial literacy scores, Motivation
scores (The aspects based on the gamified features), Frequency of fintech usage and Self-Assessed Financial
Confidence were calculated

Variable N M vy Mean Standard

n Deviation
Financial Literacy Score (1-5) 72 1 5 3.72 1.18
((iilsl;lﬁcatlon Motivation Score 7 1 5 389 1.26
g)requency of Fintech Usage (1- 7 1 3 229 0.87
Self-Assessed Financial 7 1 5 341 1,30
Confidence

The overall result shows that the mean financial literacy of the participants is moderate to high with a mean score of
3.72 out of 5. This suggests that respondents generally have a fair idea of personal financial management to include the
need to save, plan how to spend money, and invest. Respondents were very much perceiving the gamified features as
something that could motivate people on a positive financial management change because the mean score, we got was
3.89. Based on the observation, the rewards, badges or any other similar gamification components did reveal the
participants’ ability to improve their positive finance behaviors. The global usage frequency of fintech apps was 2.29
out of a maximum of 3, which puts the usage within between weekly and daily usage. This paints a picture that the
greater majority of participants engage in fintech apps regularly for transactional, planning, or learning purposes.
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B. Inferential Statistics:

e Correlation Coefficient (r): Correlation Analysis Pearson correlation was used in order to assess the degree of
association between financial literacy, frequency of using fintech apps, motivation to use gamification, and
confidence in financial decisions.

Variables Financial Fintech Usage Gamification Financial
Literacy Frequency Motivation Confidence
Financial Literacy Score 1.00 0.52 0.45 0.48
Fintech App Usage Frequency 0.52 1.00 0.41 0.44
Gamification Motivation 0.45 0.41 1.00 0.39
Financial Confidence 0.48 0.44 0.39 1.00

The regression analysis confirmed a positive relationship between the frequency of using fintech apps and financial
literacy which stood at 0.52. This suggests that the participants who are using fintech applications more frequently,
have more financial literacy likely to cues from the educational elements included in the application. Furthermore, it
emerged that the level of motivation relating to gamification was positively moderate correlated to the level of financial
literacy (r = 0.45). This implies that the gamified content serving as rewards badges, leaderboards, and quizzes enhance
the overall performance in users’ money matters. Last, financial confidence showed a direct relationship with, and a
correlation coefficient of r = 0.48 with both, financial literacy and the use of fintech apps. The relationship indicated in
this paper suggests that increasing usage of fintech tools and increasing financial literacy leads to increased confidence
regarding personal financial management.

e Regression Analysis: Regression Analysis To assess the significance of frequency of using fintech apps as well as
motivation for using gamification on financial literacy test results a multiple linear regression was conducted. The
regression equation used for the analysis is as follows:

Y=p0+B1IX1 +p2+¢€
Where:
Y: Financial literacy score
X 1: Frequent use of fintech application
X 2: Gamification motivation score

The model summary revealed the following:

e R-Squared: 0.52, this means that frequency with which the application is used and motivation to use the
application affects 52% of variance in financial literacy scores on fintech apps.

o Adjusted R-Squared: 0.50, as shown above, and further substantiated when other potential predictors are also
considered.

e  F-Statistic: 38.72 (p < 0.05), which basically upholds that the general framework of the model holds statistical
credence.

The regression coefficients also supplement the findings to some extent. The analysis showed that frequency of using
fintech app had a positive impact on financial literacy (p = 0.62, p < 0.05). This implies that the more participants
engage in the use of fintech apps the better their understanding of the subject in question. Likewise, the result revealed
that the application of gamified brought positive result on the financial literacy with the mean score of f = 0.35 (p <
0.05). This indicates that utilising motivational instruments across the fintech development influences users positively
in terms of financial literacy.

Altogether the results stress the role of engagement with the fintech app as well as the game-related components for

improving financial literacy. It is beside the point that with the help of fintech applications, people increase their
financial literacy and gain more confidence in their financial management. The integration of the ideas of gamification
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makes financial knowledge acquisition more enjoyable and interesting, and thus deepens this relationship. In view of
these findings, it is clear that such fintech platforms may be used in educating and increasing the financial literacy
levels among the users.

Case Study

Gamification in CRED — Revolutionizing Financial Literacy and Behavior through Fintech.

Another increasingly popular area of discussing fintech is the application of gamification in platforms, which changed
the way of users’ engagement with financial services. This article versioning the case of an Indian fintech start-up
company, CRED, opines that gamification has the potential for improving financial literacy and leveraging people’s
engagement and responsible financial behaviour amongst end-users.

CRED’s Gamified Approach: A Game-Changer in Fintech

CRED, founded by Kunal Shah in 2018, entered the fintech landscape with a fresh, innovative take—gamifying the
process of paying credit card bills. Compared to existing financial applications that are mainly based on transactions,
CRED adopted a novel approach of rewarding users to pay their respect credit card balance. Helping to calculate and
select a credit limit, CRED relied on gamification: gifts, chips, referrals, lucky wheels, etc.

In addition to customer engagement, this technique was a means to make financial transactions enjoyable, entertaining
and purposeful. Customers get paid CRED coins when they clear their bills, and they get to use the coins to leverage
top brands. This idea is in sync with Rodrigues et al., (2016) who noted that through gamification in the financial
authorities, the user’s participation or interaction rate could be boosted making the financial illiteracy of the authority
reduce, and customer loyalty could be fostered. While implementing the principles of gamification, CRED ensures that
not only customers are engaged but also improvement of their financial performances and financial literacy. In view of
this, Lusardi et al., (2017) opined that through the adoption of gamified education modules the level of users’ financial
literacy would be enhanced. Likewise, at CRED, timely credit card payments are incentivized; which, in the process,
teaches the users good spending and financially responsible habits. CRED coins feature helps the user to discover
financial responsibility in a creative and entertainment way, ensuring that the right behaviours are learnt. Furthermore,
services such as the official CRED credit score check, and the credit-based incentive platform will enable users to
understand what stands in between good credit and a free pizza. As Koivisto and Hamari explained in their
demographic analysis, this is most useful to the intended target demographic CRED is going after, the millennials, as
this generation is used to a digital approach to managing their finances and is seemingly open to gamified experience.

The rationale of gamifying the credit markets: Key findings of CRED

CRED has given the best example of how the fintech platforms are helping to alter the financial behaviour of customers
by using games. The necessary healthy daily habits needed for positive structures in their financial life are promoted
among the users while ensuring punctual credit card repayments are made on time. Likewise, CRED ensures the users
get a sense of achievement and reward in order to balance their financial responsibility. Bayuk and Altobello (2019)
have pointed out that on the basis of the banking apps of customers it is possible to help change their behaviors and
make them make more rational financial decisions which be financially literate and to achieve pertinent behavioural
goals. CRED achieves this through providing a gateway of addressing a variety of credit cards where the user will be
encouraged to pay his/her balances without additional charges. This gets rid of limitations to wise utilization of funds
and more importantly it helps with discipline in finance.

Relevance to Viksit Bharat 2047: Financial Literacy for a Developed India.

CRED’s approach to gamification is perfectly in sync with the mission of Viksit Bharat 2047 which aims for an India
that would be highly financial and technologically intelligent. While the country is on a drive towards a developed
economy by 2047, money and finance will play a pivotal role in the life of a citizen were, therefore, financial literacy
will be the way forward. This means users like CRED are building new and inclusive platforms whereby the population
at large is being encouraged to get involved in financial betting. CRED’s model also throws light into how the use of
fintech can facilitate this change in behaviour and encourage people to embrace good practices. This means that these
gamified fintech platforms have the potential of shaping financial behaviors to deliver on Viksit Bharat 2047; a vision
that will require a financially savvy population to power sustainable growth and economic prosperity.
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Conclusion: Applying gamification as a way to spur change in the sphere of Fintech and improve financial literacy.
Hence, the experience of the CRED is a good example of how gamification can work as the magic wand of change in
the fintech sector. CRED is living up to the meaning of its name by turning everyday financial activities into an
entertaining and fun experience for the users. Recipient training is not just carried out but the users are also empowered
to transform for the better financially; thus, creating a background for an informed population.

As India moves towards Viksit Bharat 2047 vision, such a fun-filled credit-based fin-tech apps such as CRED are sure
to help the citizens in the experience and enhancement process. And where technology meets gamification with finance,
here we have the perfect setting for cultivating better financial decisions and habits today while promoting positive
changes on personal and on a national level tomorrow.

FIGURE 1: WIDE VARIATION IN FINANCIAL LITERACY AROUND THE WORLD
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4.1 Current Financial Literacy in India: An Overview
According to an S&P survey, more than 75% of Indian adults do not adequately understand basic financial concepts.
It’s even worse when it comes to women. More than 80% of women are financially illiterate.

According to the survey, the current level of financial literacy in the population of India has remained 27% which is
comparatively low when compared to similarly developing economies like China (42%) and Brazil (35%) in 2021. This
points to a big problem for a country that wants to become an economic giant. Financial literacy which includes
rudimentary understanding of products, budgeting, saving and investment is critical in allowing individuals to makes
sound financial decisions. Unfortunately, India’s average financial literacy remains significantly below par
demonstrating that these users are not ready for personal financial management or to adequately operate in the evolving
financial environment.

4.1.1 Unequal Access to Financial Knowledge — across regions & genders

This lack of financial knowledge is far even worse when one compares the different regions or areas such as the urban
and the rural areas. Educational enrolment by regions of origin indicated that 18% of rural patrons exhibited low levels
of financial literacy compared to urban counterparts. The farmer has limited access to bond and other publications and
therefore has poor appreciation of banking, insurance and other forms of investment. This again keeps the rural
populace in a state of financial illiteracy and hence easily locked out of or exploited in the credit markets. Without
awareness campaigns and other efforts aimed at informing these groups of the benefits of COVID preventive measures
cross-sectional variation may continue and limit inclusive growth in the country, particularly outside the urban centers
of India. India also presents a very depressing picture as far as gender gap in financial literacy is concerned. A paltry
21% of women in the country are financially literate compared to 32% of man. These factors are as follows; women
have less education compared to men, they have little or no access to capital, and they are culturally barred from
engaging in household financial decision making. As it is evident, the women of the rural regions are the ones that
suffer dual discrimination, gender and geographical. Teaching great financial understanding to women is important for
their economic enfranchisement, improving the decisions which they make, and therefore, advancement of the
economy. It is clear, therefore, that financially educated women are better placed financially to save, invest and
contribute to the generational welfare of their families and overall economic productivity of society.
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4.1.2 The Need for Targeted Interventions

Such large differences across demographic profiles indicate that more targeted approaches are necessary. There are a
few important points as a result of the study; Firstly, government programs, the private sector, and education campaigns
must be targeted at the rural populace and women. RBI, IRDAI and SEBI have carried out some campaigns
emphasising on financial literacy, however; more extensive and intensive measures are still needed. Such interventions
could, for example, include micro-finance and innovative financial literacy in regional languages, face to face, and
online financial literacy workshops, and web-based platforms appropriate for selected target groups. Also,
incorporating Personal Financial Management into the systematic education framework cove also be useful to introduce
financial literacy from an early age.

4.2 Rapid Expansion of India's Fintech Sector

The fintech industry of India has evolved over the past few years both in terms of growth and adoption due to the
factors such as with the widespread growth of internet, affordable smartphones and supportive government policies.
Fintech in India is anticipated to grow from its current valuation of about $50bn (as of 2021) to about $160bn in the
next four years by 2025. This aggressive growth is driven by the use of the internet for payment systems or lending
facilities, insurance technologies and solutions, and wealth management. Fintech industry in India has evolved itself
into one of the largest in the world with more than 2100 fintech firms as of 2022 with key players being Paytm,
PhonePe, Razorpay & Zerodha.

4.2.1 Unified Payments Interface (UPI) as a Growth Catalyst

A main reason behind this rise has been the Unified Payments Interface (UPI), which is a real-time payment system by
NPCI. UPI has introduced a new way of doing transactions in India meaning people can transact with each other as
well as merchants with just their mobile phones. Combined, UPI transactions touched $1 trillion for the first time in
year 2022 with as many as 7.3 billion transactions on an average per month by December. This stupendous rise is
indicative of the fact that Nigerians both in the urban central business districts as well as in the Less-Banked regions of
the semi-urban and rural areas are accepting and using the digital payments.

4.2.2 Digital Lending and Insurtech Growth

Apart from payment systems other subsectors including digital lending, and insurance technology, popularly referred to
as insurtech have also experienced tremendous growth. The digital lending market bears a compound annual growth
rate of 36% and it is estimated to reach a value of $350 billion by 2025. Lendingkart and KreditBee alike offer credit to
segments, which struggle with acquiring a bank loan, for instance, SMEs. Insurtech has also evolved greatly with
companies such as PolicyBazaar and Digit Insurance usable insurance products with advanced features suitable for
customers.

4.3 Challenges and Opportunities in Financial Inclusion

India’s fintech industry has some dark spots which include low-monetary value products in subsegment of the economy
and unbanked population including those from the rural areas. According to recent research, only 31% of the rural
people rely on digital payments while nearly 70% people of urban India do so. Most rural states carry out transactions
in cash, they lack education on digital money management, rarely own smartphones or have constant internet
connectivity. This identifies a core area hence fintech can embark in attaining the achievement of a more stable solution
for consumers cause by physical distance dividing urban and rural regions. Also, with the application of fintech
solutions there is a possibility to increase financial literacy. Given that only 18% of the Indian population are credit
literate, fintech stands to help users who are not credit literate for the easy access of credit utilizing the digital products
that offer education as part of their services. For example, applications such as digital wallets and payment platforms
can be enhanced to have options such as the tutorial, the tools for creating an effective financial plan, as well as
variable games that will improve user knowledge of saving, investing and other aspects of money management.

4.3.1 Government Initiatives and Regulatory Support

Several regulations have supported fintech business development in India. Policies like Digital India, usage of Aadhaar
card, and India stack have made massive support for fintech industry to grow. The JAM trinity particularly, this
acronym which stands for bank accounts, mobile number and Aadhaar number has integrated complex linkage and have
brought millions of excluded populations into the formal financial system. Government and market agencies such as the
Reserve Bank of India (RBI), Insurance Regulatory and Development Authority of India (IRDAI) and Securities and
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Exchange Board of India (SEBI) have also formulated policies on how to regulate fintech innovation and these policies
are enough to protect consumers and their data apart from guiding firms towards safe innovation. Indian Government is
keen on adapting to the Cashless Bharat Vision. Some of the key initiatives taken by regulators are as follow:

e Launched UPI, a digital payment system for mobile-to-mobile transfer. It enables customers to transact though an
app linked with their bank account. The vision behind this as shared by RBI was to mitigate India toward a less
cash and more digital society. Granted licences to 11 payment banks last year for achieving the objective of
financial inclusion by making best use of reach and technology prowess of fintech providers in remote areas.

e In 2018, the Pension Fund Regulatory and Development Authority (PFRDA) launched a specialized website
known as "Pension Sanchay" with the aim of enhancing financial literacy specifically in relation to retirement
planning.

e National Strategy for Financial Education (NSFE): The Government of India initiated the National Strategy for
Financial Education to promote financial literacy and education across diverse levels of society. It focuses on
raising financial awareness, protecting consumers, and building financial skills among the people.

e The Pradhan Mantri Gramin Digital Saksharta Abhiyan (PMGDISHA) program aims to bridge the digital divide
and empower rural communities in India by providing digital literacy training to millions of people. The main goal
of the PMGDISHA initiative is to provide digital literacy to people in rural areas, especially women, minorities,
and people from economically disadvantaged backgrounds.

e The digital rupee, often referred to as the electronic rupee or central bank digital currency (CBDC), was recently
introduced in India. It is the electronic equivalent of cash and will greatly accelerate the expansion of India's
FinTech business.

e The RBI has given in-principal approval to 33 entities, which had applied for operating as a Bharat Bill Payment
Operating unit under the Bharat Bill Payment System. BPPS is an integrated bill payment system which would
offer interoperated bill payment system which would offer interoperable bill payment services to customers online
as well as through a network of agents on the ground.

The government also operates a variety of financial education programmes for children, retirement planning, future
commodities markets, and insurance for students in schools in order to educate and promote awareness among young
people.

4.4 Impact of Gamification on Financial Literacy

Nonetheless, gamification has become an innovative element in the development of products and services in the fintech
sector, where the subject forms the basis of users’ interaction with financial instruments and ideas. Through concepts
like challenges, rewards and progress bar which is put into practice consecutively to serve for financial educations,
fintech platforms have been able to improve overall user engagement and understanding. While social learning apps
like Groww and CRED have pioneered this space, they provide quizzes that decode stock markets investment and
credits respectively. This approach has also has been proved to be very successful especially with the young generation
as they embrace the new technologies and more so anything that is interactive.

4.4.1 User Engagement and Retention through Gamification

One of the greatest benefits of gamification in fronts is that it increases the customer engagement level. For instance, an
investment platform called Groww added levels concerning stock investment and mutual funds that are in essence
games and ultimately, the user retention went up by 30%. It incorporates uses quizzes, achievement badges and
progression levels to ensure the user’s attention being grabbed as well as get their attention again and again from the
same platform. Thus, making the educational process associated with the interaction of users with financial services,
less stressful and elaborate, gamification gives users more confidence in their ability to overcome the intricacies of
personal finance.

CRED is a credit card payment platform which has availed paying bills as a game where users are rewarded for timely
payments of their bills. As seen from CRED, users are rewarded points every time they make payments towards their
credit card Statement. Furthermore, there is information and educational material produced by CRED allowing users to
enhance knowledge and skills about credit scores. The participants, who used these features, had an increase in the
reception of information and the comprehension of the detailed rules regarding credit products and their rates by 25
percent.
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4.4.2 Behavioural Changes in Financial Management

Besides increasing knowledge, volume reproduction and recall, the study also showed that gamification has an effect
on users’ financial behaviour. Self-reported data indicated that the completion of the gamified financial literacy
modules by 140 participating users resulted in improved financial behaviours, including saving, diversification of
investment, and setting/revised of a budget. This behavioural change is of particular relevance to self-organisation as
people take more responsible actions regarding their money after the completion of the game-based courses. The best
example in this case is the Mint app. This kind of personal project management app raises motivation bar to enable the
users accomplish their financial objectives while at the same time, it offers the app page conversion rate boost. CRED
follows what I consider the best way that fintech can influence people to improve their financial habits through
gamification model. Instead of rebuking poor credit behaviour or failing to remind users for timely credit card
payments, CRED motivates its users to improve their credit behaviour. Through the use of the gamified features, it
becomes apparent to the users about credit scores, credit health and the overall general usage of credit thus resulting in
healthier credit usage with CRED. This is testimony that the platforms can not only provide knowledge that can turn
into finished products but also help foster sustainable behavioural change that may improve global financial health.

4.4.3 The Broader Impact of Gamification on Financial Inclusion

Gamification in fintech is also important for increasing financial inclusion since it makes financial education more
accessible to a larger audience. Many people, especially those in marginalized or financially disadvantaged regions,
find traditional financial education intimidating or inaccessible. However, gamified platforms lower the entry barrier by
providing financial information in a more entertaining and approachable manner. This is especially advantageous for
individuals who lack formal financial education or are inexperienced with traditional banking services. Fintech systems
that use gamification can bridge the knowledge gap for these individuals, allowing them to gain financial confidence
and participate more actively in the formal financial system. As more people become financially literate through these
tools, the total financial inclusion of the country improves, and economic growth

4.5 Contribution to Viksit Bharat 2047

Achieving the goal of Viksit Bharat 2047, a fully developed and self-sufficient India, requires the development of a
financially literate and inclusive society. As of 2021, just 27% of Indians were financially literate, with percentages
much lower in rural regions and among women. Economic growth-promoting factors including investment,
entrepreneurship, and consumption are all closely related to financial literacy. People with more financial literacy are
able to allocate resources more effectively, save more money, and invest more in profitable ventures. By 2050, India's
economy is expected to rank third in the world, and maintaining this development trajectory would depend on raising
financial literacy to worldwide standards, which vary from 35% to 45%.

4.5.1 Bridging the Urban-Rural Divide

One of the major challenges in realizing the vision of Viksit Bharat 2047 is the stark divide between urban and rural
areas in terms of financial literacy. Currently, less than 20% of rural Indians are financially literate, compared to higher
rates in urban centers. This urban-rural gap in financial knowledge exacerbates inequalities and limits the participation
of rural populations in the formal economy. Fintech solutions, particularly those that incorporate gamification, offer a
promising solution to bridge this divide. By 2025, India’s smartphone penetration is expected to reach 85%, with much
of this growth coming from rural areas. This presents a unique opportunity for fintech companies to leverage mobile-
based financial literacy tools. Gamified financial platforms that cater to rural users in local languages can simplify
complex financial concepts such as saving, investing, and credit management. With more than 65% of India’s
population residing in rural areas, even a modest increase in rural financial literacy can have a significant multiplier
effect on national consumption and investment rates.

4.5.2 Fostering Entrepreneurship and Economic Growth

A literate citizenry is also financially enlightened and is likely to start businesses — entrepreneurship is critical in
spurring on innovation and self-employment in the Indian economy. As per the aggregate information as per the
NASSCOM report by investing in over 80,000 start-ups in 2022 it is expected that the figure will grow by 12 to 15 per
cent annually by 2025. However, financing; financial knowledge and new technology applications will be a very
important factor to consider regarding the effectiveness and future of such ventures, especially in the smaller cities and
rural districts where the concept of entrepreneurship is not yet fully developed. Research indicates that if the enterprise
owners are financially literate, they are 30% more likely to obtain funds and expand. When financial literacy is
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incorporated into such platforms, the aspiring business individuals acquiring the technology have the chance of being
taught appropriate skills on issues to do with money management, diversification, and even how to go about borrowing
among others. Models of business conditions and decision making with risk allocation effects can be valuable sources
of experience that help an entrepreneur make right decisions and avoid potential risks.

4.5.3 The Trail Ahead: Gamification and Fintech as Advocates

The combination of fintech growth and gamification has the potential to play a pivotal role in ensuring India meets its
development goals by 2047. By 2030, India’s fintech market is expected to reach a value of $1 trillion, with digital
payments, lending, and insurance driving the bulk of this growth. As the fintech sector continues to expand, integrating
gamified financial literacy modules can accelerate progress toward a financially literate population, which in turn will
foster economic growth and inclusion. In summary, raising financial literacy levels through fintech and gamification is
critical for realizing the vision of Viksit Bharat 2047. By focusing on bridging the urban-rural divide, promoting
financial inclusion, and fostering entrepreneurship, fintech can be a key driver of India’s economic development.
Ensuring that all segments of society have access to financial education and services will empower individuals to
participate more fully in the economy, leading to a more equitable and prosperous future for India.

V. DISCUSSION

5.1 Gamification’s Impact on Financial Literacy

Youth financial literacy has similarly remained one of India’s critical challenges, and gamification has appeared as a
vibrant and progressive strategy to offer too big. Through quizzes, incentives, scoreboards and use of financially
incentivized scenarios, developers of fintech platforms can ensure active user participation in the education of financial
concepts including investment options, credit, and debt. This interactive method is less scary than the traditional way of
presenting ideas and theories and because of that this method can help to make financial education more accessible for
those who don’t have a lot of experience with finance. Research also suggests that 78% of student gamification above
average financial literacy retention compared to the normative study scheme. Such an approach has been especially
successful when targeting young people as they are more likely to appreciate the content diffused in interactive ways.
For instance, the apps like Groww have reported the overall stickiness ratios of 30% after the general addition of
gamified tutorial on the aspects of Stocks and mutual fund investments. Likewise, CRED has applied gamification in
early payment reminders to credit card bills as well as to introduce users to the concept of a good credit score. Readers
of organizations using such platforms also disclosed a 25% enhancement in their appreciation of various financial
aspects like interest rates, credit card usage and borrowing. Apart from younger ones, gamification has unmeasurable
potential in the rural areas where the levels of financial literacy are distressingly low; sometimes as low as below 20%.
Standard approaches to financial education have poor reach or are boring in rural areas due to little and unproven
literacy and lack of contact with formal tools and ICTs. Thus, the use of financial literacy applications conventional and
modern which are playable and available in local languages contributes to the elimination of such barriers in relation to
savings, investments, and credit. Cooperating with gamification, financial literacy becomes all the more engaging and
easier to understand, thus helping the target groups become more informed and thus allowing them play an active role
in India’s evolving economy.

5.2Challenges and Considerations
While gamification has shown great promise in enhancing financial literacy, there are several challenges and
considerations that must be addressed to fully realize its potential.

5.2.1 Digital Divide

A significant challenge in deploying gamified fintech solutions across India is the persistent digital divide. While
fintech adoption is on the rise, with platforms like UPI processing over $1 trillion in transactions in 2022, there remains
a stark contrast between urban and rural areas in terms of internet accessibility and smartphone penetration. As of 2021,
around 60% of India’s rural population still lacked reliable access to high-speed internet, which limits their ability to
engage with digital financial tools, including gamified platforms. Without adequate access to digital infrastructure,
fintech solutions—no matter how effective—cannot reach their full potential in rural areas where they are most needed.
Addressing this issue will require concerted efforts from both the government and private sector. The Indian
government has already launched initiatives like BharatNet, which aims to provide high-speed broadband to over
600,000 villages by 2025. Expanding these efforts to improve internet penetration and mobile connectivity in
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underserved areas is critical for ensuring equitable access to gamified financial education tools. In addition, fintech
companies must focus on developing offline solutions or low-data versions of their platforms that can function
effectively even in areas with limited connectivity.

5.2.2 Trust and Security

However, the questions of trust security remain another compelling problem that hinders the widespread adoption of
the main fintech platforms, and especially for the residents of rural and semi-urban areas. Thus, in areas where digital
financial services are still developing, most of the users still turn to fintech solutions with caution because of the
concerns of data security issues, fraud, and especially the openness of the financial transactions. Challenges revealed in
the FLIS conducted 2022 indicated that 45% of the rural respondents stated insecurity of their personal information as a
key inhibitor of the uptake of digital financial services. For fintech platforms to encourage trust among the users, issues
to security include the use of end-to-end encryption, multi factor authentication, clear privacy policies. Moreover,
companies should dedicate efforts in increasing awareness on how the data is protected and how users can distinguish
between security threating digital financial services. foster trust, fintech platforms must prioritize robust security
measures, such as end-to-end encryption, multi-factor authentication, transparent privacy policies. Addition, companies
should invest in educating users about how their data protected how recognize potential security threats, such as
phishing or fraud. Other measures such as maintaining high standards of transparency to the financial transactions
including the fee charged, the interest rates and the terms of services offered also assist in developing trust from the
users especially the young and innovatively inactive individuals in the sovereign digital financial ecosystem.

Further, co-operation between the regulators like RBI, SEBI, IRDAI and fin-tech companies becomes mandatory to set
rules, norms standards of protecting the consumers along with the safety measure regarding cyber-attacks. Laws that
seek to protect data will encourage more acceptance of digital financial services because user financial details such as
through Personal Data Protection Bill will be protected. Ensuring a high standard of transparency in financial
transactions—particularly in explaining fees, interest rates, and terms of service— also help build trust among users
who may be new to the digital financial ecosystem. Additionally, collaboration between regulatory bodies, such as the
RBI, SEBI, IRDAI and fintech companies is essential to establish clear guidelines for consumer protection and
cybersecurity. The introduction of data protection laws, such Personal Data Protection Bill, will further help safeguard
users’ personal financial data, thereby enhancing confidence in digital financial platforms.

VI. RECOMMENDATIONS

* Expand Gamified Financial Literacy Programs: Fintech companies should engage NCFE and other related
government institutions in developing mass scale financial education games especially for rural population and women.
» Government Incentives: So, Indian government should offer special tax credits for companies that promote the usage
of gamification among financial literacy tools.

* Integrate Financial Literacy into School Curriculums: To increase levels of financial literacy among young people,
schools can engage with fintech platforms which may integrate games that improve the youth’s financial knowledge.

* Public-Private Partnerships: By engaging fintech companies, the government can foster national financial literacy
initiatives leveraging gamification with an existing outreach such as UPI Aadhaar.

VII. CONCLUSION

This research focuses on how fintech gamification of financial literacy has transformed the way people envision the
future of India’s financial landscape and its journey toward Viksit Bharat 2047.The result suggests that though India’s
financial literacy levels are improving but there still exist regional and gender gaps therefore strongly suggesting that
more reinforced efforts be made towards correcting this anomaly to ensure equal financial knowledge among different
gender groups and regions. There remain significant disparities across regions genders pointing to a clear need for
targeted interventions to ensure equal access to financial knowledge. Cent percent digital transactions with the help of
UPI etc has already set rapid pace for fintech in India and future growth of the digital lending and insurtech are already
giving strong base of digital financial services.

Applying gamification is became one of the strong strategies across this field, where it strengthens the level of the trust
and security for applying digital finance in addition to improving the effectiveness of the financial literacy. Fintech apps
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have adopted features of games and found better ways to engage and retain users, enhancing the probability of positive
behavioural changes and enabling enhanced user knowledge retention. It not only improves user knowledge about
financial issues but explores the urban and rural digital gap through online financial literacy. The government of most
countries and particularly the regulatory bodies have supported fintech innovations for financial inclusion. With the
variety of games still being introduced in the Fintech industry through gamification it is in complete harmony with
Viksit Bharat 2047 since it will encourage the new generation to become more engaged in business, economy and will
unite people in their journey to have better financial lives. In addition, engaging platforms increase financial inclusion
levels and reach out to the deprived and rural communities by linking them through the social networks by use of game
the facilities. In the future, gamification of fintech also offers enormous opportunities to act as a champion of financial
literacy and equal access to financial services while preserving existing obstacles, including the digital divide. There
will be a continuous need for synergy between the government and the private sector as well as educational institutions
if the improvements brought by the fintech solutions are going to be felt to their fuller potential. In conclusion,
gamifying the fintech service is revolutionary as it spearheads the generation of a financially conscious and liberal India
that will be possible with,” Viksit Bharat 2047.’
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