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How We Built This!
The Magic Behind Our Course Creation
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AGENDA

ABOUT EVERF]
GOALS FOR EVERFI COURSES

OUR PRODUCT DEVELOPMENT PROCESS
DISCOVERY AND OUR USERS

DIVERSITY, EQUITY, INCLUSION & ACCESS
LEARNER EXPERIENCE & DESIGN

PRODUCT IN THE CLASSROOM: Q&A Featuring Jon White



EVERFI COURSE PILLARS

e Bring real-world learning into the
classroom

e Empower students to learn through
discovery, with relevant and inclusive
characters and scenarios

e Equip students with the life skills they
need now and in the future




Course Development Overview

Research & Content Learner Platform

Discovery Development Experience Integration

Define Develop Design Build Integrate Deploy
Audience Learning Objectives User flow Prototype Learner outcomes Accessibility
Curriculum Subject Matter Interactions & LX User Testing Customizations QA testing
Scope Experts Product design Tech development Reporting Dashboard
Impact Storyboards Character Library Offline lessons QA testing Surveys &
Best practices User insights Product assessments
marketing
Cour§e Brief & Course (?utllne Course Design Course Beta Alpha/Beta Activation
Project Plan & Scripts & Prototype



Discovery
Setting the Foundation

User personas & needs

State standards - where is there a
connection?

Goals for community impact
Subject matter expertise pulled in

Where are the gaps in what already
exists?

Vigilant Victor

18 Years Old
Senior in High School

Suburban Community

Bio

Victor has a high level of financial literacy and a high level of attention to data
security. He has held after-school and summer jobs since he was 15 years old and
has consistently deposited a large percentage of his earnings in a college savings
account. His parents are moderate level income earners and have stressed the
importance of earning and saving money since he was young. His family also is

slow to adopt new technologies since a family member had their identity stolen
which wreaked havoc on their finances.

Goals

Wants to successfully complete college and become an engineer. He will
contribute a lot towards paying for college and wants to get out of college
with little debt and a high credit score.

Frustrations

He is frustrated by the costs of college and some of the internet safety
precautions that his parents require him to take and practice in the home.

Motivations

He is motivated to learn more about how to grow and protect his money
safely while using P2P apps and digital banking tools.

Financial Literacy

Familiarity with Digital
Banking

Understanding of Credit
and Debt

Familiarity of P2P Apps

Understanding of Internet
Security & Identity Fraud

Path To Success

Detailed information about why current security
measures and precautions are needed to avoid
identity theft and common scams.

Detailed information about P2P apps in order to
make an educated decision about using them.
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Outcomes
What are the potential benefits of using EVERFI K-12?

Activities
What do users do with EVERFI K-12?

Inputs

What makes EVERFI K-12 unique?

Teach critical life skills with Provide critical-life skills content

engaging content

Educators get the most out of..
« the platform through the use of the

Educators will immediately: Over time, Educators will:

EVERFI content offers engaging,
real-world scenarios that encourage
realistic practice and application

of skills and knowledge in a safe
environment

Within the lessons, scaffolded
content is gated, however students
can navigate lessons in a variety of
ways to increase student engagement
and autonomy.

Content includes built-in pre and
post-student assessments {with real-
time grading) and surveys of attitudes
and intended behaviors to look at
whole student impact

Be supported when it comes to
implementation

No-cost PL from dedicated
Implementation Specialists

Live or on-demand expert-led
webinars

Digital and non-digital supplemental
resources to enrich EVERFI content

SSO/LMS integration or manual
rostering

Teacher Support Center with 24/7
technical customer support

Rely on K-12 EVERF| experts
¢ Subject matter experts, dedicated

learner, user, and digital media
designers, and Ph.D. researchers

Make data-driven decisions
» Content activity data, survey and

assessment data, user experience
testing, and other forms of feedback
data

quick start guide, live or on-demand
webinars, or an implementation
specialist for no-cost professional
leaming

the digital content by using the online
and offline supplemental teacher
resources to support and extend
leaming opportunities

EVERFI support by using the Teacher
Support Center, implementation
specialists, 24/7 technical support,
and other no-cost logistical support

Students
+ Take a pre-assessment before engaging with content to show what they know

content to students based on grade
level and topic area

Roster students into classes through
one of the SSO or LMS integration

options or manually

Embed all relevant content into
curriculum and lesson plans

Monitor student performance and
progress through the grade book
report

Reinforce and extend learning
with provided online and offline
supplemental materials

Assign additional related EVERFI
digital content to students

> students 13 years+ can optionally complete a pre-survey
Engage with self-paced content that incdludes games, characters, videos, audio, and text

Practice concept and skill application through interactive games and simulations that mimic
real-world scenarios and deliver formative feedback for reinforcement

Complete summative assessments that allow teachers to measure/review growth
> students 13 years+ can optionally complete a post-course survey
Earn a completion certificate, credit, or grade for completing and passing content

. MMMMWNWMMMMMM
customer feedback surveys, and user demographics

* Analyzes and visualizes data to support:

> Implementation speciafists
> Product iteration and development
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Students will immediately:

¢ Create classes to assign all relevant » Meet district standards requirements « Improve confidence teaching critical

for instruction

Reduce time researching and planning
lessons to cover topics not covered
sufficiently by the curriculum

Provide opportunities for students to
develop critical life skills digitalty or
in-person
Keep students engaged by

ing them to topics that are
relevant and interesting to them*?
Increase time for dedicated 1:1

support while students are learning
digital content

life-skills where there may be little to
no standards or guidance on content
material

Increase confidence to meet /
instructional requirements

Over time, students will:

Be engaged and enjoy leaming « Use critical life skills with others in
topics their life and in their communities.

Increase knowledge and vocabulary [ x
around topics® > start conversations at home

Begin to develop critical life skills e
related to the content learned. For > make better decisions for their
example: future’
¥ Financial education supports ¥ increased action-taking to help
goal setting intentions and self- themselves and others
confidence®
> Sociai-emotional learning supports
self-management and relationship
skills*
Increase confidence to go deeper into
course topics

Understand current and future

ko
opportunities available to them. For “'\ G G‘ ‘§
coports L hwsa) OC

> career options, mental health

« |teratively refresh and improve content, materials, assessments, and surveys for educators
and students
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» Provide customers with the ability to have positive community-wide impact through

critical-life skill education
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Diversity, Equity, Inclusion &
Accessibility

Impacts all elements of course design
Character names, language

Hair, clothing, body type,
environments

Different types of learners
Interactions
Learn by doing
Pacing, language
Usability testing
Accessibility QA
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The amount of inclusivity in the art made me feel
really included. It wasn't just white people in
the art, but a wide array of individuals who
were so unique in so many different ways, from
different ethnicities to disabilities; | believe
anyone playing this game can feel included.

- Student
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Course Rhythm and Flow

CSI Course Rhythm

Module topics
Course objectives
Course beats and rhythm

User flow

CSI Module Rhythm

Topic Introeduction Pre-Assessment
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User Testing

Teachers
1:1 interviews
Surveys
Focus Groups

Feedback from K12 Implementation
specialists

Students
1:1 interviews via EVERFI teacher
“Try My UlI”
Focus Groups

> G 49 10:12720:30
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Learner Interactions 3
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Exploration & Learning Now 0 your tu Helo Siva kewp herwel atefrom cradh card e
I-Spy
Progressive chat
Timeline
Apply learning & Reflect
QA Feedback
el
Card game
Assessment types

Role of pre-/post- assessments &
surveys
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What is Next?

e |Increased ability to choose the content that is right for Districts,
Teachers, and Students

e Help teachers adapt to changing requirements

e Save educators time by having recommended content based on what
and where they teach

e Evolve the course tools: Gamification, Incentives, ESL considerations,
Opportunities for parent connections...and more!







