An Al-driven and gamified entrepreneurial learning app for rural India students o transform interest into motivation,

resulting in measurable learning gains.
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Az the Design Lead, | drove end-to-end U and instructional design by creating orboarding, gost-setting, feedbact

WCAG-compiant design system; and conducting resaarch, esting, and seven rounds of Heration, colaborating wil

View More Details About The Process: +

PROBLEM STASTMENT

Rural Indian students show strong entrepreneurial traits




such as perseverance and risk-taking, but due to limited
resources, social stereotypes, and lack of clear pathways,
their willingness to pursue entrepreneurship remains
significantly low.

Designing a scalable mobile business simulation that builds entrepreneurial skills through leaming by
doing, using Al as a thinking partner to prompt reflection rather than provide answers.
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I e Fast-pacen Berative srrekonment, hew can | ensure my UG decisons ane neisble when dser eaesch fesources are limised?

Benchmark Existing Solutions

| reviewed key literature on entrepreneurship learning and gamified experience design. | conducted a
thorough review of Turn the Bus's existing EdTech products. This helped me realize the importance
of embedding local technological context and cultural relevance. For instance, building the learning
experience around a drone leasing scenario to make it more relatable for rural students.

MAIN RESEARCH INSIGHTS*

1. They have strong entrepreneurial mindset, but weak intention to act.
2. They have limited awareness of technology-based ventures.
3. They need structured guidance to recognize and evaluate opportunities.
4. Current gamified learning products often lack cultural relevance for rural learners.
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Following LEAN development method to ensure continuous feedback and iteration.
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DESIGN CHALLENGE 01

In the fast-paced iterative environment, how can | ensure my UX decisions are reliable when user
research resources are fimited?

Stratagy #01

Using small signals, quick experiments, and rollback mechanisms to make errors controllable and
minimize costs.
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After experimenting with multiple design styles. | developed clearerideas for the app's
overall framewaork. | focused onrefining the infarmation architecture and in-apg
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Strategy #02

Conduct a small scope playtest workshop on 2 mid-fi prototype versions to shape next-step priorities
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Key Takeaways and Iteration
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DESIGN CHALLENGE 02

How to create a learning experience that naturally adapts to each student’s background knowledge
and needs?

Strategy #01

Designed 22 Knowledge Components (KCs), each mapped to in-game metrics and core business
concepts, forming the foundation for scenario generation and measurable learning outcomes.
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Strategy #02

Al-driven personalization makes every learning journey adaptive, engaging, and unigue.

We used Al @5 3 thinking parner rathar than an arswer angine. which aligned wih the gaal of buikling indrperdent decision-making,
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Testing Procedire

During Gameplay participants were randamly sssigned o play sither Goal 1 (Breck Evin ond Buill Trust) or Goal 2 (Price wilh Purpase) in game,

Post-Survey

Exit Interview
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Iteration Case 1

Streamlined the post-game experience to make reflection clearer,

Iteration Context

Session Z, allowing

Session eharacter

language, ., tack of buill-in suppan, and repetitve decision paths.

Strategy #01

Renamed and restructured the History Page to make goals and past decisions easier to review.
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Strategy #02

Simplified the Summary Page, added clearer goal reminders, and made metric updates more
transparent.
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Strategy #03

Optimized metric icons and companents for consistency and clearer interpretation of progress.
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DesignEvaluation

Overall, from session 2 testing many students reported meaningful mindset shifts and said the game
helped them think more like entrepreneurs.
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feedbacksatisfaction!

Iteration Case 2
Shifted from testing usability to validating the game's educational impact with a counterbalanced
experimental design.

Challenge 01

In Session 1testing, there was unclear evidence of learning improvement, as the pre- and post-test
results (quantitative) could be biased by survey order and test familiarity.

Strategy

Conduct Session 2 testing - counterbalanced survey design (AB/BA groups)

Ta cantral arter efiects, reduce marning ani 1 generate mare reliabie inskghts int true knowledgs gans from gemeplay.

Participants in Session 2 were rancomiy assigned te one of Two groups
« AB Group: Completed Sunsey A as the pre-test and Survey B as the post-tast
= BAGroup: Completed Survey B as the pre-test and Survey A as the post-test

1L wrbalanced design enabled usto:
+ Control for survay order effects

« Mini ing artifacts dua to test

Challenge 02

Should we prioritize refining the game’s learning impact, or focus on enhancing its engagement and
expanding UX features?

Iteration Context
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Thanks for stopping by, let's chat!
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