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01.
RESEARCH BRIEF

Questionnaire: 

Survey responses
from 21 individuals
from Reddit,
Facebook, and
Linkedin platforms.

Interview: 

Conversation based
interviews with 4
middle school
children and 2 adult
parents.

Allowance codesign
activity: 

Children are given
imaginary money
ranging from
$5-$1000 and asked
what they would use
that money for.

Lemonade stand
codesign activity: 

Children are given
$100 to to start a
lemonade business
and asked to map
out how they would
split up the cost.

This research focuses on middle school children ages 11-14 who are just
now dipping their toes into what it means to be an economic citizen.
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01.
RESEARCH BRIEF: PROCESS
Co-design was conducted with 4 children and 2 adults. Documentation
as shown here was done for each participant.
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Lemonade Stand ActivityAllowance ActivityConversation Based Interviews



01.
RESULTS & INSIGHTS
The main issue lies within children's lack of opportunity to experience
risk taking and managing their own budget.
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According to responses (n=21)
from a survey sent out on
Reddit, Facebook, and Linkedin,
71% of participants recognized
financial literacy to be a topic
absolutely necessary in their
children's curriculum at school. 

However, only 1 in 3 participants
felt confident in their own
financial literacy despite 67% of
them feeling comfortable
covering these topics with their
children at home.

According to a couple of
codesign activities done with 4
children and 2 parents, children
mentioned learning more
memorable finance habits
outside of the classroom.

Children either spent all of their
money recklessly (50%) or
spent little to no money at all
(50%). Two participants
emphasized their joy in seeing
the amount of money go up
when they save.
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01.
GAME TESTING
Noticing a wide range of games already available. Some are not advertised
as a game to teach about financial literacy, but are effectively incorporating
the same topics and are highly successful.
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02.
CK MAP
The research is brought into the knowledge section of this tool. Several
project directions and questions arose as a result of this process to
help move onto the next step.
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02.
IDEATE
Generating ideas focused on the two essential lessons: risk taking and
budget management. Thinking about longevity and the effectiveness
of collaboration.
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Roommate Simulator (mobile app)

Thinking about the extent of risk and budget management along with
relatability factor, an app that both provides an experimental platform to
test hypothetical money and to manage personal funds moves forward.



02.
COLOR PALETTE
Looking at different trending color palettes and discussing with
participants through the most suitable options.
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#CD8B62 #EAD7A7 #4B5B6A

#C69D9C #464442 #746557

#A8B087 #A5B1B0 #EADDD0



02.
ARTISTIC STYLE
Looking at different trending art styles catered toward middle school
children. Looking at aesthetics of top trending games in the app store.
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Clusterduck
Simplistic
Bland background
Detailed characters
Handdrawn style

The Wanderer: Post-
Nuclear RPG
Pixel graphics
Flat, 2 dimensional
Desaturated color scheme
Word heavy

Survivor!.io
Geometric
Thick contour
Saturated color scheme
Dynamic interface

Sim City
Busy Environment
Wide view
Saturated color scheme
Small interface

Turmoil
2 dimensional with depth
Desaturated color scheme
Little to no contour

Hello Neighbor
Rigid edges
Drastic lighting
Floating action symbols



03.
GAME COMPONENTS
Mapping out the required components to carry out the game.
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Job Card (★-★★★)
Draw a job card for a consistent
income. The lower the stars the
lower the pay. 

Allowance Card
Draw an allowance card to attend
school for a chance of a higher
paying job.

Action Card
Draw an action card for some fun
events between roommates.

The House
4 different rent and size options
participants are able to choose
from. 

Game Money ($1-$10k)
Participants will throw money in the
center when paying for bills.

Budget Sheet
Participants will grab a piece of
paper and draw 3 circles to organize
their spending between rent, home
décor, and leisure activities.

Weekly Calendar
Flip to reveal next due date and
present progress throughout the
game

Home Decoration
Participants will purchase furniture
and other items to decorate their
room.



03.
GAME RULES
3-6 players can play and the game is estimated to last 30min-1h.
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All players start with $1000.

01 Setting up the board

Each player will start the game will
start the game off with a minimum
wage job (★).

They will then collectively decide on
a house they want to live in. Each
house requires diferent amounts of
rent and provides different amounts
of space for decoration.

Set up budget sheet. This will be a
place to both categorize the players
spending and measure your
happiness level throughout the
game.



03.
GAME RULES
3-6 players can play and the game is estimated to last 30min-1h.
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02 First few rounds

Notice that a bed is due next week. For the first couple of weeks, players will
have some expenses to cover as a way to simulate settling into a new home.

03 End of each month

At the end of each month, rent is due. Players are also given the option at
any given time to go to school for a chance of a higher paying job. If
players choose to go to school, they will discard their job card and pull an
allowance card.

-5%

-5%

Happiness level will also go down 5% every round.



03.
GAME RULES
Winning and Losing game conditions.
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Winning Condition Losing Condition

Players win if EVERYONE survives all 16
weeks without getting evicted.

0%

If any player
goes into debt.

If any player's
happiness reaches 0%.



03.
GAME RULES: WIP
Finalizing the rules requires a lot of trial and error. Below is the
documentation of the changes that occurred throughout the weeks.
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03.
RUNNING THROUGH THE GAME
Putting the initial rules into testing. Gathering 1 middle school
participant and 4 college students to think about what they like/don't
like & to see the effectiveness of the lessons implemented.
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Successfully encouraging participants to juggle their responsibilities with a balanced system of reward for safe budgeting or
calculated risk taking. Participants enjoyed the roleplay aspect of the game and had continuous discussions about each
other's living habits.



04.
PRODUCTION
Illustrations are printed and applied to different production processes.
Lots and lots of failed trials.
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Printing errors, laminating errors, dull
knife, flaky edges, human error, etc....

Overall, major success. Some
round edges malfunctioning.

Printing error, dirty metal specs
causing prints to have smudges. 



05.
ALL CARDS
Total of 44 cards
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05.
HOUSING OPTIONS
4 housing options with 6 panels available for each house.
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Rent + Utilities: $400/month
Pet: +$10/month

Rent + Utilities: $1000/month
Pet: +$50/month

Rent + Utilities: $2400/month
Pet: +$100/month

Rent + Utilities: $9000/month
Pet: +$200/month



05.
HOME DECORATION
Different decoration players can add to their homes and the prices of
each piece.

RESEARCH
IDEATION

USABILITY TESTS
PROTOTYPES

FINISHED PRODUCT



05.
GAME MONEY: CLOSE UP
George Washington bills printed with colored paper
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05.
WEEKLY CALENDAR
The calendar will be flipped each week to reveal any requires funds due
the upcoming round.
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05.
FUTURE OPPORTUNITIES
This project is not over yet.... Here are some next steps for a finished
look.
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Card Remake: 

To make a cleaner
finish for the cards,
the designs will be
sent to a card
making company to
make.

House Redesign: 

The house design
will be updated to
become more
intuitive for a greater
audience.

Packaging Design: 

A package to nest all
components will
need to be designed
and produced.

Rule pamphlet
A pamphlet that
illustrates all
components and
rules will be
designed and
printed for players to
look through.


