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Abstract

The purpose of this study is to propose gamification as a mobile fintech service’s strategy for
Generation MZ user, Digital native, and to understand how the strategy affects the MZ users. To this end,
first, mobile fintech services with high utilization rates of the MZ generation were selected, and
gamification strategies of each service were analyzed. After that, a related user research was conducted. The
study found that gamification applied to mobile fintech services has a positive effect on voluntary
participation and service preferences of MZ generation users, especially rewards beneficial to users' financial
activities and intuitive and specific information provision can strengthen user behavior. This study is
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meaningful in that it proposed the direction of mobile fintech services in the future by analyzing the
gamification of mobile fintech services preferred by generation MZ, investigating UX, and synthesizing the
analysis results.
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