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INTRODUCTION

   FinanciaLit: A Trainer’s Companion Board Game is a 
toolkit for trainers to assist them in the classroom as a 
tool in the hands of  the trainer, to assist them in their task 
of  passing on the crucial information regarding Financial 
Literacy, while at the same time assist in ice-breaking and 
peer-bonding activities.

    The learners take control of  a family’s income and 
budget, trying to plan for their future as well as cope with 
the adversities which life could bring.
The learners as players (3-5) will experiment in using their 
“family’s” funds to cover their expenses, invest in future 
plans or save their surplus in a safe environment where 
they can learn about the simulated results of  their Actions 
without suffering the consequences in real life.

    While we would have liked to simulate the exact
consequences of  each Action or event, or present accurate
and realistic timings for the events transpiring (paychecks,
random events, loan payments etc.), to keep the game 
both within the classroom time constraints as well as the 
complexity level at low-medium for a more significant reach
and easier understanding, we have decided to measure the
game’s rounds in “periods”.
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COMPONENTS

Game Board

The Game Board is split 
into various Locations. Each 
Location allows a player 
to place their pawns there, 
and take the Action related 
with the specific Location. 
Some Locations may have a 
drawback for players visiting 
them while another player’s pawn is in that Location.

Pawns

The game’s pawns are split into player colors, and 
they are used to mark a player’s Board-related Actions 
during a round.

Monetary Units Tokens

Players will have Money Tokens of  various costs (1, 
5, 10) representing the currency of  the game. As each 
country has their own price bands, we felt that talking 
about money as (Monetary) Units would be best.
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Various Tokens

The players also have some tokens to use as indicators 
on various card tracks (slots).

Player Board

Each Player will have their own Player Board, on which 
they will collect their Units, and track their Income and 
Happiness and other factors during the game.

Family Card

At the start of  the game, each player 
will either select or receive randomly 
one Family Card. That card indicates 
the player’s starting Happiness   , 
Income     and Units.
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Income Modifier Card

These cards modify a player’s Income for 
the round.

Event Card
These cards represent unexpected 
occurrences that happen during the 
course of  the game.

Common and Luxury Goods Cards
These cards represent every-day items necessary for 
living, as well as luxyry items.
Monetary Unit Symbol:
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THE GAME IN A
NUTSHELL

Income Phase

The players will gain income, as indicated on their 
player card and other sources. In addition, each player 
will draw an “Income” card, which might randomly 
affect their income in a positive or negative way.

Action Phase

The players will take Actions using their Units, or pass 
and end their turn.

Payments & Events Phase

During this Phase, players will have to pay for any 
Common Goods they need and pay off  their Bills. 
In addition, they will resolve all Actions they selected 
when they placed their Pawns on the Locations. Finally, 
Events will be resolved during this Phase.



9

Upkeep Phase

The players will perform any tasks to prepare for the 
next round, unless the game has reached its end where 
instead they perform all tasks described during the 
Ending the Game section and calculate their final total 
Happiness.

Game End

The game will end after 8 time periods.
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GAME SETUP

Set up the game board in the middle of  the gaming 
space. In addition, place all common tokens next to the 
board, within reach of  all players. Give the first player 
token to the player chosen to start the game, place all 
decks on their corresponding slots on the game board 
and reveal enough Luxury cards to fill the Market. 
Finally, shuffle and place the Event and Income decks 
next to the game board.

Each player takes:

    • 1 Player Board
    • 1 Family Card
    • 1 set of  Family Pawns (3)
    • 1 Player Aid
    • 3 Common Goods cards
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MAIN GAME RULES

The Round

Income Phase

During this Phase, the players will gain income, starting 
with the first player and continuing clockwise.
     • Check your Family Card and place your 
Income Tracker on the corresponding slot on the 
Income Track
     • Then, draw an Income Modifier Card, reveal 
and resolve it. During the first game round, skip this 
step
 • Finally, adjust your Income Tracker by any 
other in-game effects
     • Advance Investments and Loans (see more 
on the relevant sections)
     • Gain a number of  Units equal to the slot your 
Income Tracker is in
Players are now ready to move onto the Action Phase.

Action Phase

During this Phase, the players will take Actions in 
order, i.e. place one of  their Pawns on a Location of  
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the Game Board in order to use that Location’s benefits 
later on. The first player will take one Action, then the 
next player clockwise will take an Action and so on, 
until all players have decided to Save. A player who has 
no available Pawns can only choose to Save. When a 
player chooses to Save, their turn is skipped until all 
other players choose to Save too (this means that one 
player may keep playing as long as they have Actions 
to take, even if  every other player has chosen to Save).
Only one Pawn of  each player may be present on the 
same Location. The available slots are limited by the 
player count; in order to place a Pawn on a slot, that 
slot must indicate a number equal to the number of  
players, or less.
For example, in a 3-player game, players may place 
Pawns on the slots, but may not place Pawns on the 
4+ slots.
The Actions available to the players are, in short:
    • Pay Bills in advance       (Go to Payable Bills)
         ◦ No Player Limit
         ◦ Pay Payable Bills with a discount
    • Visit the Market        (Go to The Market)
         ◦ No player Limit
  ◦ Select Basic Goods (representing Food
               Supplies, cleaning and hygiene items etc)
          ◦ Select Luxury Goods
    • Adjust your Insurance Plan       (Go to the Insurance 
Broker)
         ◦ Obtain Basic Insurance
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         ◦ Add or remove up to two Insurance Clauses
    • Make an Investment    (Go to Investing 
Opportunities)
         ◦ Investment costs slightly more if  other 
players’ Pawns are on the Location
         ◦ Select a Short-Term Investment or a Long-
Term Investment
    • Labor Improvement    (Go to Labour Market & 
Educational Institutions)
         ◦ Choose to Seek Better Employment (make a 
Pawn unavailable for a short timespan to increase your 
income)
         ◦ Choose to Improve Labour Market Skills (pay 
a number of  Monetary Units to increase your income)
        • Save
         ◦ End your turn.
Below, each Action is presented in detail:

Pay Bills in advance

During the Payments and Events Phase, players having 
their Pawn in this Location will reduce the number of  
Monetary Units they have to pay for their Payable Bills. 
For every complete 4 Units to be paid, the player will 
pay 1 Unit less.
Example: Player A needs to pay 7 Units. By selecting 
this Action, the player will pay 6 Units. Player B needs 
to pay 9 Units. By selecting this Action, the player will 
only pay 7 Units.



14

Visit the Market (buy Basic and Luxury Goods)

During the Payments and Events Phase, players having 
their Pawn in this Location will select any number of  
Basic Goods cards, paying 1 Unit per card, and/or any 
number of  Luxury Goods cards, paying the amount 
indicated on each card. After finishing all of  their 
purchases, they refill the Market with Luxury Goods 
cards. Players may not have duplicate Luxury Items in 
front of  them.
Before purchasing any cards, the player may decide to 
spend 1 Monetary Unit once to shuffle back into the 
deck all cards in the Market and reveal new ones.
Players buying 7 or more Basic Goods cards when they 
resolve this Action, will pay 1 less Monetary Unit (in 
total).

Adjust your Insurance Plan 
Players with a Miscalculation card must pay 1 Monetary 
Unit each time they wish to place their Pawn in this 
Location.
During the Payments and Events Phase, players 
having their Pawn in this Location will obtain a Basic 
Insurance card. If  the player already has a Basic 
Insurance card, they must instead obtain any other 
insurances (maximum of  2 each time they take the 
Adjust your Insurance Plan Action). No player may 
select a duplicate card.
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Make an Investment 

During the Payments and Events Phase, players having 
their Pawn in this Location will choose either a Long 
Term or a Short Term Investment and pay its cost. 
If  all available slots according to player count are 
occupied by a Pawn, each player will pay 1 extra Unit 
for their Investment!
A Player may have a maximum of  2 Investments active 
on their Player Board at any given time.
Each Investment card has a number of  slots on them. 
Place a token on the greatest number slot when you 
purchase the card. Each round, during the Income 
step, you will move the token 1 slot lower (i.e. from 
2 to 1 etc). If  the token is on position 1 and needs to 
be lowered, instead gain the card’s benefits (Units and 
Happiness), and discard the card and the token.

Labor Improvement 

During the Payments and Events Phase, players having 
their Pawn in this Location will choose to either Seek 
Better Employment or Increase their Labor Market 
Skills, placing that card next to their Player Board.
    • Seek Better Employment
Take a Career Advance Card and place it next to 
your Player Board and move your Pawn on that card 
(instead of  your Available Pawns). While your Pawn 
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is on the Career Advance Card, the card’s effects are 
not used and during the Income Phase you will reduce 
your Income by 1 point on your Income Track. At 
the end of  the next Action Phase, return this Pawn to 
your Available Pawns. While a player has a Pawn on 
a Career Advance Card, they cannot choose to Seek 
Better Employment again.
    • Increase Labour Market Skills
Pay 3 Units, or 4 Units if  you have more than 2 Skills 
Cards. Take a Skills Card and place it next to your 
Player Board.

Save

No Pawn is required to take this Action. Essentially, 
the player will pass their turn and stop taking Actions 
for this round, regardless of  how many Pawns they 
have left.

Payments & Events Phase

During this Phase, players will have to pay all costs. 
Perform the following steps:

     1. In Location order, the players resolve all 
effects on Locations they have Pawns on. The player 
with their pawn on the lowest number slot resolves 
their choice first, then the next, in the following 
Location order:
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        a. Labour Market
        b. Investments
        c. Insurance
        d. Market

     2. Each player must discard a number of  
Common Goods cards equal to the Goods Expenditure 
they have.
        a. For each Common Goods card a player lacks, 
they lose 2 Happiness (Happiness cannot be reduced 
below 0).

     3. Each player must pay a number of  Monetary 
Units equal to their Payable Bills. Players with a Pawn 
on the Pay Bills in Advance Location will pay with a 
discount (see the relevant section).
        a. Players not able to pay their Bills receive a 
Miscalculation Card and must take one or more Loans 
or Request Family Aid (or both).

      4. Reveal Event Cards, according to the game 
round. Reveal and resolve one card before revealing 
the next (if  you need to reveal more than one).
        a. Unless a player is unaffected by an Event Card 
(usually due to having an Insurance), they must pay any 
costs indicated (this is not optional).
        b. Players unable to pay specifically the Monetary 
Unit costs, must receive a Miscalculation Card and 
must take Loans to pay for the Event’s Unit costs. If  
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a player needs to receive a Miscalculation card while 
already having one, they lose 2 Happiness instead.

Upkeep Phase

During this Phase, the players will take the following 
steps:
 1. Return all Pawns from the Game Board to   
 the player’s supply
 2. Place a token on each Loan and Investment  
 card that has no tokens on it
 3. Players with 5 or more Monetary Units left,  
 gain 1 Unit
 4. Check if  it is the end of  the 8th round
  a. If  not, proceed to a new game round  
  and pass the first player token to the  
  next player clockwise
  b. If  it is, immediately pay off  Loans  
  and gain Investment bonuses
  (see “Ending the game” section)

Round Number Number of  Event 
cards to reveal

1 0
2-3 1
4-6 2
7-8 3
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MISCELLANEOUS RULES

Loans and Family Aid

Request Family Aid

Each player may, once per game, request Family Aid, 
as long as they have a Miscalculation card in front of  
them. They immediately gain 3 Monetary Units.

Take a Loan – Loan Resolution

The player may take a Loan card from the Bank, at any 
time during the round. Taking a Loan card provides 
the player with 5 Units instantly. In case a player 
chooses to take a Loan card while already having one 
or while having a Miscalculation card, they will also 
lose 1 Happiness.

Loan cards remain by the player’s board, and modify 
the player’s income by -4 Monetary Units for 2 rounds. 
During the Upkeep Phase, if  a Loan card has no tokens 
on it, place a token on the number 2 slot.

Each time the Loan resolves during the Income Phase, 
the player will reduce their Income by 4 (receive 4 less 
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ENDING THE GAME

Monetary Units for that round) and move the token 
one slot lower. When the token would be moved below 
the “1” slot, the card is discarded after reducing the 
player’s Income.

After the end of  the 8th round, the game ends. When 
this happens, players with unresolved Investments and 
Loans will do the following:

 • Players with unresolved Investment cards in  
front of  them must immediately resolve each one, 
reducing the Monetary Units gained by twice the slot 
number each token is currently on (e.g. if  at the end of  
the game an Investment has its token on slot 3, reduce 
its Units yield by 6).

 • Players with unresolved Loan cards in front 
of  them must immediately pay Monetary Units from 
their supply or lose Happiness for each unresolved 
Loan they have:
 ◦ Token in slot 1: 4 Units, or 1 Happiness
 ◦ Token in slot 2: 8 units, or 2 Happiness
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In addition, players will gain Happiness according to 
the following factors:
    • 1 Happiness for every two cards they have, except 
for Loan and Miscalculation Cards
    • 1 Happiness for every 5 (rounded down) points on 
their Income Tracker
    • 1 Happiness for every 5 (rounded down) Monetary 
Units left

WINNER

At the end of  the game, the winner is the person with 
the Highest amount of  Happiness. In case of  a tie, the 
person with the most Skills & Career Advance cards 
is the winner. In case there is still a tie, all tied players 
win.
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INTRODUCTION

This handbook is an added tool in the hands of  the trainer 
wishing to use the FinanciaLit Board Game within their 
classroom. The purpose of  this handbook is to provide 
insight and advice on how to best use the board game’s 
components and features, however the final outcome is 
entirely on the hands of  the trainer, and depends on the 
effort they put into preparing their session.

In order to understand the contents of  this handbook, the 
trainer must first see the how-to-play video and read the 
game’s instruction manual. Preferably, the trainer should 
also try out the standard game as a player among peers 
before opening this handbook.

This handbook explains the various actions and components 
of  the game, and ways to use them to the trainer’s benefit in 
order to focus on specific aspects they wish to emphasize 
on. In addition, there will be a “Modifications” section 
following each action and component, suggesting ways a 
trainer may alter the game’s rules according to their wishes 
and training objective.
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ACTIONS

Visit the Market

This action allows the players to purchase Common Goods 
or Luxury Items. Common Goods are needed as a resource, 
to be expended during the game’s periods and represent 
food, cleaning items and any disposable household item. 
Luxury Items represent activities or objects the players may 
wish to take, having an added cost and perhaps maintenance 
costs; however, most also increase the player’s Happiness.
This action aims to provide the players with a level of  
planning; as the players will need to calculate the monetary 
units they will spend to purchase items for their household, 
including the compulsory Common Goods.

Modifications:
The trainer may wish to impose a limit (either minimum or 
maximum) of  Common Goods that a player can or must 
purchase during this action. For example, a trainer wishing 
to emphasize on the need to stock up on the basic items a 
household would need, may wish to dictate that “players 
must purchase a minimum of  4 Common Goods cards”.
The trainer may wish to increase the purchase cost or 
maintenance to pay for the Luxury Items, or impose other 
restrictions; for example, a trainer wishing to emphasise the 
need to build a career and provide for the family before 
selecting luxury items, may wish to dictate that “players 
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wishing to buy Luxury Items must first hold two Skills 
Cards...”

Pay Bills in Advance

This action allows players to pay less monetary units for 
their bills during the round’s end.
This action aims to provide the players with a level of  
understanding of  the advantages of  having their bills 
settled and organised. As such, Players may wish to take 
this action to make some monetary unit savings.

Modifications:
The trainer may wish to enhance the benefits for the players, 
and change the discount quota; for example, a trainer may 
wish to make it harder for the players to save by paying 
early, and could instead dictate that “this action allows you 
to save 1 monetary unit for every 5 monetary units you 
need to pay for your payable bills”.

Make an Investment

This action allows players to purchase cards that will 
provide them with additional resources and Happiness in 
a future round.
It provides the players with better understanding of  the 
benefits of  using monetary units in the hopes of  getting 
rewards in the future, as opposed to purchasing additional 
items.
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Modifications:
The game’s instructions impose a penalty on the players 
if  too many are present in the location, to show the 
market’s trend to increase prices according to demand. The 
trainer may wish to waive this penalty, to encourage more 
investments.
Players are allowed to have a maximum of  2 investments 
on their board; the trainer may wish to either allow for 
more investments, or less. So, a trainer wanting to limit the 
number of  investments a player may make (impacting more 
on the long-term investments as they last more rounds), 
could dictate “a maximum of  one investment may be held 
by each player”.

Adjust your Insurance Plan

Players visiting this Location are able to select Insurance 
Cards and hold them increasing their total Bills to Pay 
amount. The Insurance Cards do not show any benefits 
directly; they work in conjunction with the negative Event 
Cards.
This action aims to provide players with an understanding of  
the benefits of  being prepared for all potential unexpected 
situations, no matter how unlikely.

Modifications:
The trainer may wish to disallow multiple Insurance Card 
purchases, or impose an added cost to purchase more than 
one card; for example, the trainer may wish to dictate “you 
may only select 1 card whenever you visit this Location” or 
“selecting an additional Insurance beyond the first, costs 2 
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Monetary Units immediately”.

Labour Improvement

This action gives the players the choice to either pay 
monetary units to receive additional education in the form 
of  a Skills Card, or sacrifice a pawn and some income 
during their next turn to search for a better job in the form 
of  a Career Advance Card.
It aims to portray education and personal growth as 
beneficial for the household and the individual.

Modifications:
The trainer may wish to change the costs or impose limits 
to this action, to make it harder or easier for the players to 
take it. These changes may be:
• Increase or Decrease the basic cost of  Skills cards by 1
• Increase or Decrease the Income Penalty of  Career 
Advance cards by 1
• Increase or Decrease the end-game Happiness provided 
by these cards
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COMPONENTS

Family Cards

These cards depict examples of  households, ranging 
from business owners to NEET youth living together 
to share the cost of  living. They provide the players 
with their starting Happiness and Monetary Units, 
show the amount of  Common Goods they need to 
pay each round and also display any special effects the 
player will have for the whole game.

Modifications:
The trainer may wish to impose harder or easier living 
conditions, by increasing or decreasing any or all of  
these attributes. A trainer experienced in the use of  
this game may even change the special effects on the 
Family cards.

Event Cards

These cards are inserted into the game to introduce 
a level of  uncertainty and risk for the players. While 



10

some of  the cards are beneficial, the majority of  the 
events are harmful and are designed to force the players 
to think twice about what actions they will take, as the 
reveal of  a card such as Fire Disaster for example, may 
lead any players without a Fire Insurance card to take 
Miscalculation Cards and/or financial damage.

Modifications:
A trainer experienced in the use of  this game may 
even change the special effects on the Event cards. 
However, the easiest changes can happen by increasing 
or decreasing the numbers of  each card in the Events 
deck, or prior planning of  the order in which the events 
will be drawn. In the latter case, the trainer will set up 
the deck and not follow the instructions to shuffle 
(or simply keep it hidden and choose which Event to 
reveal according to the point they wish to make for the 
learners’ benefit).

Item Cards

One side of  the cards is designed to depict the common 
goods the players will need to get by a period of  time 
(food, cleaning or other disposable items etc), while 
the other side of  the cards depicts various Luxury 
Items that will help the players in one way or another, 
at some considerable cost.
Luxury Items are included to get the players to think 
about their needs and decide on their expenses; usually 
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the last options to be chosen when deciding where to 
spend Units.

Modifications:
As each item is connected to a direct Monetary Units 
cost, a Happiness gain, or an increase of  Bills to Pay 
each Period, the trainer may decide to increase or 
decrease any or all of  these attributes as they see fit 
according to the point they are trying to make. For 
example, a Luxury Item may yield 2 Happiness, while 
its cost is 8 Units, but would the learners select it if  its 
cost were 11 Units instead?

Income Modifier Cards

These cards depict the small changes during each Period, 
where a person may have a non-standard amount of  
bills to pay; thus their use is quite straightforward.

Modifications:
The modifications of  this deck of  cards is similarly 
straightforward. The trainer may increase or decrease 
the amount of  cards of  a certain value, may decide to 
deal a specific card to a specific player, or may even 
decide that one card would be drawn for all players; or 
no cards at all!
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Other Components

It is not advisable to change any of  the other 
components, unless the trainer has experience and a 
specific goal in mind. Instead, these components are 
best modified as described in actions relevant to them.

END-GAME CONDITIONS

Happiness

In order for a game used in education to achieve its 
purpose, it must give the players a clear goal right from 
the start, so the Happiness mechanic was introduced. 
The players will more often than not, try to increase 
their Happiness as much as possible.
This is achievable by avoiding the unpleasant effects 
of  negative events, gaining career-relevant advances 
and collecting luxury items and steadily increasing a 
player’s income.
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Modifications:
A trainer may wish to provide the players with different 
end-game conditions, such as reaching a specific 
Happiness goal, or may wish to alter it completely 
and indicate a set amount of  cards to be collected; for 
example:
 • When the game ends, each player must have 
at least 4 career-relevant cards in front of  them, and 3 
luxury items providing Happiness;
 • The game ends when the first player is able to 
reach 15 Happiness;
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