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Executive Summary
TANZA is an inquiry-based, standards-aligned strategy board game that transforms the teaching of core economics concepts for students in grades 6–12. Through immersive, systems-driven gameplay, students step into the role of entrepreneurs navigating interconnected economic sectors — confronting scarcity, weighing opportunity costs, competing for market share, and responding to macroeconomic shocks. Rather than encountering economics as a set of abstract definitions, students experience economic principles as lived decisions with real consequences within the game.
TANZA engages diverse learners — including those who struggle with traditional lecture-based instruction — by channeling strategic thinking, collaboration, and adaptive problem-solving into every session. The result is a rigorous, classroom-ready tool that builds economic reasoning, critical thinking, and systems literacy while aligning directly to the Council for Economic Education's National Content Standards in K–12 Economics (3rd Edition, 2025) and the C3 Framework for Social Studies State Standards.
This New Hampshire Edition is tailored for New Hampshire school districts and directly supports the state's financial literacy graduation requirement.

Support for New Hampshire Financial Literacy Graduation Requirement
New Hampshire requires all high school students to complete one-half credit in Financial Literacy as a graduation requirement (codified in Ed 306.23 and reinforced in the updated graduation framework effective 2026–2027). This dedicated half-credit course focuses on essential personal financial management skills, including budgeting, saving and investing, credit and debt, insurance, consumer protection, and long-term financial planning.
While TANZA does not replace direct instruction on practical personal finance skills, it serves as a powerful experiential supplement. The game's core mechanics allow students to internalize key economic foundations — resource allocation under scarcity, opportunity costs, risk assessment, market dynamics, competition, and adaptive decision-making under uncertainty. These concepts help students understand the why behind effective personal financial choices and strengthen connections to New Hampshire's required financial literacy course.

Why Game-Based Learning?
A growing body of pedagogical research supports game-based learning (GBL) as a highly effective method for teaching complex, interconnected subjects like economics. Studies published in journals such as Frontiers in Education and Computers in Human Behavior demonstrate that well-designed educational games increase student engagement, improve knowledge retention, and promote deeper transfer of learning compared to traditional lecture and textbook-based instruction.
The shift toward inquiry-based instruction — as articulated by the C3 Framework's Inquiry Arc — calls for learning experiences that place students in the role of investigators and decision-makers. Game-based learning naturally embodies this arc: students develop questions through strategic play, apply disciplinary concepts in real time, evaluate the consequences of their decisions, and communicate their reasoning during post-game reflection.
The Council for Economic Education's National Content Standards in K–12 Economics (3rd Edition, 2025) further reinforces the need for instructional approaches that make economic principles tangible and relevant. With 260 benchmarks organized across 18 economic pillars, the CEE standards call for active, applied learning. TANZA provides exactly this kind of instructional experience.

Core Economics Concepts Taught by TANZA
TANZA's gameplay mechanics are intentionally designed to teach the following foundational economics concepts. Each game session immerses students in multiple concepts simultaneously, reinforcing the interconnected nature of economic systems.

•  Systems Thinking: Players experience an interconnected economy where decisions in one sector ripple across others.
•  Sector Models: The game board represents multiple economic sectors (agriculture, manufacturing, services, technology) and shows how sectoral composition affects growth and employment.
•  Scarcity: Limited resources per turn force real allocation choices.
•  Opportunity Cost: Every investment decision means forgoing the next-best alternative.
•  Market Competition: Multi-player dynamics around price, supply, innovation, and market share.
•  Macroeconomic Shocks: Random event cards simulate recessions, supply disruptions, and breakthroughs.
•  Taxation and Regulation: Policy changes that alter incentives and outcomes.
•  Entrepreneurship: Calculated risk-taking, venture creation, and profit pursuit in a competitive environment.

Standards Alignment
The following table maps TANZA's core gameplay elements to the Council for Economic Education's National Content Standards in K–12 Economics (3rd Edition, 2025) and the C3 Framework for Social Studies State Standards. These national alignments directly support New Hampshire financial literacy graduation requirement.

	TANZA Mechanic
	CEE Standard (2025)
	C3 Framework

	Resource allocation & scarcity
	Standard 1: Scarcity
	D2.Eco.1 — Scarcity & choice

	Investment decisions
	Standard 2: Opportunity Cost
	D2.Eco.2 — Opportunity cost

	Multi-player market dynamics
	Standard 9: Competition
	D2.Eco.8 — Role of markets

	Macroeconomic shock cards
	Standard 18: Economic Fluctuations
	D2.Eco.14 — Macroeconomic models

	Tax & regulation events
	Standard 16: Role of Government
	D2.Eco.13 — Role of government

	Venture creation & risk-taking
	Standard 14: Entrepreneurship
	D2.Eco.10 — Entrepreneurship



Grade-Level Alignment
Middle School (Grades 6–8)
Simplified gameplay variants introduce foundational concepts such as scarcity, wants versus needs, and basic market mechanics. This aligns with CEE grade 6–8 benchmarks and supports New Hampshire middle school social studies expectations.
High School (Grades 9–12)
Full-complexity gameplay with all mechanics active prepares students for the required one-half credit financial literacy course, economics electives, and AP Economics. Extended multi-session play creates deep simulation units that meet rigorous New Hampshire graduation requirements.

Classroom Implementation
TANZA is designed for flexible classroom use:
•  Single-period play sessions (45–55 minutes).
•  Multi-day economic simulation units (3–5 class periods).
•  Structured post-game reflection and writing prompts.
•  Connections to current economic events.

Teachers can pair TANZA gameplay with New Hampshire's financial literacy topics — such as budgeting under constraints, risk in investing, or credit decisions — for more engaging instructional units.

Professional Development Support
To support successful adoption, TANZA offers 6-player summer professional development workshops (virtual via Tabletopia or in-person where feasible). These facilitated sessions help teachers master the economic strategy mechanics and explore direct connections to New Hampshire's financial literacy graduation requirement.

Teacher's Guide Available
Lesson plans will be released in Q3, aligned with the delivery of the TANZA game.

About the Publisher
STEMdelivered.org is a nonprofit educational organization that provides hands‑on learning tools to educators, working with Rhizome Studios to develop books, puzzles, and games.

Contact Information
Website: tanzagames.com
Email: KBlake@stemdelivered.org
District Purchasing: For purchase orders, W-9, and EIN documentation, please contact us directly.
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