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Abstract : Financial education is among the areas of opportunity in the Spanish-speaking from an early age to high school,
through mobile devices such as cell phones and tablets using ludic and fun applications like interactive games, children can
learn money management and investment through time, thereby fostering the habit of saving and/or sound management of
cash and family business resources, having interaction with an uncontrolled environment such as the involvement of other
players in the external decisions of the environment in which the game is play. The application proposed in Phase 1 (design and
development) was designed in multi-user environments, under methodologies of hybrid programming for any platform on the
market and designed under CMMI standards that allow for quality production over time, following up on these improvements
counting with continuous user feedback and usage statistics.
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