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Families through Simulation 

Learning & Gamification
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LEARN  +   PLAY    +   PLAN  +  CONNECT

- 24/7 accessibility, online & via mobile app
- Interactive simulation tools for learning, 

engaging & motivational 
- Gamified learning increases retention and 

promotes behavior change
- Preventative  approach versus crisis 

intervention 
- Outcomes-driven, with robust 

measurements and analytics
- Connects to live  counseling resources 

Presenting the "Fitbit" of Financial  Capability 
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SMARTPHONES PROVIDE AN IDEAL LEARNING PLATFORM  

Mobile learning, one specific category of e-learning, is the delivery of any type of 
educational teaching and learning through mobile technology.  Convenience of 
accessibility for the learner increases the likelihood of engagement and long-term 
retention in the learning experience.  Software can include not only mobile 
applications but also other apps related to geolocation, data access, readers, and 
maps that have been adapted for educational purposes. Hardware can include smart 
mobile phones, tablets, and the iPad, for instance.  

Mobile learning is already positioned to become a popular option for learning and 
development.  As with e-learning in general, one appealing aspect of mobile learning 
is gaming.   The objective is simple: share information and then continue to motivate 
learning through participation in virtual games that provide opportunities for testing 
new knowledge acquisition and related skill-building.

Additionally, these games are often the means by which assessments, both formative 
and summative, are seamlessly incorporated into the modules to test the learner on 
the lesson objectives for the module.  When planned and developed in concert with a 
user-friendly interface, this combination of content, practice, and assessment provides 
the ideal platform for effective learning.  

Our e-learning curriculum specialist 
holds BA, MS, MEd and PhD degrees in 
Educational Psychology from Columbia 

University and specializes in the 
measurement of outcomes for 

foundations, educational institutions, 
and  a variety of social services 

providers.
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THE NEED IS GREAT FOR 
BUILDING FINANCIAL 
CAPABILITY IN THE U.S.
Almost Half of All Americans are  Liquid                            
Asset Poor and Living Paycheck to Paycheck

Liquid asset poverty is a measure of the 
liquid savings households hold to cover 
basic expenses for three months if they 
experienced a sudden job loss, a medical 
emergency or another financial crisis 
leading to a loss of stable income. Nearly 
half (43.5%) of households in the United 
States do not have a basic safety net to 
weather emergencies or prepare for future 
needs, such as a child?s college education or 
homeownership. 

Having savings can help families better 
weather an economic setback. Furthermore, 
it can ensure that a household will not lose 
key wealth building vehicles, such as a 
home or business, during a financial set 
back, which could possibly threaten the 
household?s long-term financial well-being. 
Research has found that households with 
assets are much less likely to suffer serious 
hardships in the event of an economic 
emergency. 

Source:  CFED Assets & Opportunity Scorecard  

EMPLOYERS HAVE AN 
IMPORTANT ROLE TO                      
PLAY  IN THE DELIVERY                       
OF NEW SOLUTIONS
Researchers Suggest that Employer-Based 
Financial Literacy Must Be Re-Designed

The shift from defined benefit plans to 
defined contribution plans in the 
mid-1980s led to a proliferation of financial 
literacy programs, but those programs 
haven?t been shown to actually improve the 
financial outcomes of participants. ?We?re 
teaching the wrong things,? says Martha 
Deevy, Senior Research Scholar at the 
Center for Longevity at Stanford University. 

We Must Re-think  How to                                               
Educate Consumers About Savings 

?There?s this big push starting with large 
employers to really look at financial 
wellness in a comprehensive way,? Deevy 
says.  Companies, research institutes and 
government agencies are already shifting 
how they prepare their people for 
retirement. Some are making contribution 
plans look more like pension plans that are 
default, not opt-in. Companies are also 
learning that if they want to help their 
employees with retirement, they have to 
help those employees with all the other 
major spending decisions, from buying a 
house to putting the kids through school. 

"Pocket  Change USA                  
is a perfect  24/7 resource 
that  wil l  complement any 

exist ing EAP of fering"

Employers are beginning                     
to look at financial wellness 
solutions in a comprehensive way - - 
not just in terms of  their 401K 
enrollment.
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TECHNOLOGY CAN DRIVE 
BEHAVIOR CHANGE
Persuasive Technology  Can                                          
Modify Human Behavior 

Persuasive technology is broadly defined as 
technology that is designed to change 
attitudes or behaviors of the users through 
persuasion and social influence. By 
empowering millions of people to create 
persuasive experiences with technology, we 
will have thousands, and perhaps millions, 
of forces working toward better outcomes.

Source:  Stanford  Persuasive Tech Lab

Using behavioral insights and technology 
aimed at bridging the action-intention gap, 
we can ensure that consumers follow 
through on all the good advice they get 
from counselors and instructors, and 
achieve measurable improvements in their 
financial health.  

Source:  IDEAS42 

WHAT IS GAMIFICATION ?
Simulation Learning & Gamification Are 
Revolutionizing Educational Methods

Gamification, or gamified learning, is a tool 
that is increasingly being used in classrooms 
and workforces across the world to improve 
education outcomes. There has been 
double-digit growth across many global 
market sectors for gamification products, 
and as more advanced technology and 
data-mining techniques are introduced into 
the development of educational games, 
gamification has the potential to 
revolutionize the educational experience 
into one that is tailored around individual 
student needs. 

Gamified learning can be broken down into 
four different categories: game-based 
learning (the use of gameplay to achieve 
learning objectives), simulation-based 
learning (the use of realistic simulations to 
teach skills in an immersive environment), 
PBL (the use of points, badges, and 
leaderboards as a motivating tactic), and 
gamification (here, specifically referring to 
the use of rewards to motivate behavior in 
an otherwise non-game context).  

Source: Emerging Strategy
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 Examples of Landmark Research 
Studies & Benchmark Projects                          
on the Impact of Gamification

GAMIFICATION IS HIGHLY-EFFECTIVE

GAMIFICATION SIGNIFICANTLY                                                          
IMPROVES LEARNING EFFECTIVENESS 

In 2013, a landmark study by Gamelabs, which 
was funded with a significant investment from 
the Bill & Melinda Gates Foundation in 
cooperation with the MacArthur Foundation, 
found that ?when digital games were compared 
to other instruction conditions without digital 
games, there was a moderate to strong effect in 
favor of digital games in terms of broad cognitive 
competencies.? 

CREDIT UNION UTILIZES TECH SOLUTIONS PLUS 
COUNSELING TO INCREASE SAVINGS RATES

After a small, initial experiment by IDEAS42 with a 
credit union in the Pacific Northwest, using a 
population of members who opted-in to the new 
program,  the study showed that the participants 
with no savings at the at the start ultimately had 
21% more savings at the end of the study period 
than the control group. 

EMPLOYER PROMOTE SAVINGS THROUGH 
ENGAGING GAMES TARGETING YOUNGER 
WORKING ADULTS

Staples chose the Bite Club financial capability 
game from D2D Fund in an effort to appeal to 
hourly retail employees as well as new employees 
?  both salaried and hourly ?  who postponed 
enrollment in the 401(k), thus sacrificing ?free 
money? from the corporate match.

 IMPLEMENTING BEST PRACTICES:

1-Using push messaging to engage

2-Having learners play in short 
bursts

3-Utilizing gameplay to motivate 
and inspire

4-Incorporating external resources

5-Using analytics to spot problem 
areas

"Fitbit"-Styled Learning Design
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Collaboration to Create Desirable &                                   
Measurable Program Impacts through 

Gamification & Simulation Learning

 THEORY OF CHANGE

1 - Know ledge Gain

2 - Behavior  Change

3-  Life Change

MEASURABLE IMPACT
Key program  m et r ics w il l  include overall 

ut i l izat ion rat es, engagem ent  & ret ent ion 
m et r ics, achievem ent  of  savings goals, 
pre-t est  and post -t est  underst anding of                      

basic f inancial pr inciples, et c.  

Par t icipant s w it h regular  use of  t he 
Pocket  Change Financial Learning Hub w il l  

achieve long-t erm  f inancial 
em powerm ent : 

75% of  par t icipant s w il l  be able t o answer  
basic f inancial quest ions
(com pared t o 30% U.S.) 

65% w il l  creat e a rainy day fund
(com pared t o 50% U.S.) 

50% w il l  begin saving for  ret irem ent
(com pared t o 29% U.S.)

Measurement of outcomes is based 
upon the embedded reporting and 
analytics modeled on the Financial 
Capability Scale from the University 
of Wisconsin  at Madison's  Center 

for Financial Security.

Transform ance br ings 
m ore t han 40 years of  

f inancial educat ion and  
cr isis counseling 

exper ience 
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Our  Business Model  Includes:

St rat egic Par t nerships  Based Upon                                                                                                                           
Corporat e Social Responsibil i t y 

                                                                 

Co-Branding Oppor t unit ies                                                                                                                                      
for  Corporat e Sponsors

Pr ivat e Label  & EAP Cust om izat ion

Foundat ion & Trade Associat ion Grant s

We are  Seek ing Dist r ibut ion Par t nerships w it h Nonprof it s, Financial Services

Providers, Major  Em ployers, Fait h-Based Inst it ut ions  & Educat ional Inst it ut ions

 Pocket Change USA Financial Learning Hub                                                     
is available to all consumers free of charge,          

courtesy of our agency partners.

INNOVATE -> PILOT ->SCALE
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TARGET MARKET POTENTIAL

Our long-term objective is to serve more than 10 
million young adults & working families  annually 

Ages 18 to 24 40%

Ages 25 to 34 25%

Ages 35 to 44 20%

Age 45 to 54 10%

Ages 55 plus 5%

Targeting LMI Households:  More than 80% of users 
will have annual household income at or below 1.4 

times the 2014 U.S. median annual income of $53,657

NOTE:  A separate release will be specifically                    
designed for seniors and senior caregivers
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For Additional Information, Please Contact:

Mr. Ken Goodgames

President & CEO

kgoodgames@transformanceusa.org

Tel:  214-540-6757

Ken Goodgames is the President & CEO of 
Transformance. He is a dedicated servant 
leader and change agent with an extensive 
background in innovation for social impact. 
He was hired in 2015 and subsequently 
rebranded the agency formerly known as 
Consumer Credit Counseling Service of 
Greater Dallas. He previously ran a $70M 
social enterprise for the American Heart 
Association.  Also served as healthcare 
market innovation leader for the American 
Red Cross on a national basis.  Skilled at 
building ties across the philanthropic and 
social service sector, plus government, 
major corporations, healthcare, faith-based 
and educational institutions. 
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