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Section 1: Introduction: Game Overview

Johnny MoneyOnline Game (JMOG) is an interactive small business simulation designed to enhance high
school studentsdo exploration of ent-basedmterneeur shi p
technology and allows youth (aged 18) to learn about dayp-day functions of an entrepreneur and small
business owner.

Students (Users) choose between two retail businesses, a surf and skate or gifts and gadgets shop, to establ
and manage for a virtual twygear time period. In the simulation, users are ptesewith realistic scenarios,
including securing funding for their business, managing employees and assets, and marketing and sales. Jo
and Jenny Money, the game hosts, are available to advise students during the course of the game, since eve
decison students make is critical to the sustainability and success of their virtual business.

Since JMOG is an Interndslased activity, it can be incorporated into existing lesson plans for class discussion,
assigned as an ouf-class assignment, or usedhomeroom, advisory or aftschool programs.

Section 2: Goals/objectives

e The student will be able to utilize experiential learning as a tool to aid in the retention of entrepreneuri
concepts.

e The student will be able to create, maintain, analyzkisfluence the essential factors in running a
successful virtual small business.

e The student will be able to experience, engage and interact while making entrepreneurial decisions an
events in a virtual setting.

Section 3: Why Johnny Money is a goodlassroom tool?

JMOG is an experiential learning tool presenting entrepreneurship in an engaging, modern setting, allowing y
to infuse your classroom with a creative education supplement. Additionally, by utilizing JIMOG in your
classroom, you are tednly students of the digital revolution in a medium with which they are familiar.

The game is a realistic exploration of small business management that can easily be integrated into your
classroom curricul um. T he ¢ a mwedisulation cag betpaused at any mi
point to provide multiple completion optiarmplete it in one day, spread it out over a few days or send it
home as homework. Additionally, students can play as individuals or teams.
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Section 4: How do | incorpaate this into my classroom?

Johnny Money Online Game is a tool teachers can integrate with their own ideas of how to successfully teact
entrepreneurship. Use the simulation as an experiential learning tool to supplement your current entreprenet
classoom curriculum.

Never taught entrepreneurship before? Check out the BRlEpreneuin-the-Classroonsupplemental
curriculum which provides a basic introduction to entrepreneurial con@gesSection 8 for atitional
classroom activities and homework assignments.

Section 4a: Technical Specifications
The game is both Windows and Macintosh compatible. Please see the system requirements below and
remember to give the list to your IT Specialist to ensure a gueaderience.

Sound is utilized in the game. It is not necessary to have the sound enabled as users will be able to play the
game without hearing the audio sections. However, we recommend having access to sound.

System Requirements
Johnny Money Online Game

Windows Macintosh
PowerPC G5 1.5Ghz or
Processor 1GH Intel or higher Processor higher
Intel 1GHz or higher
Operating Windows XP w/SP2 Operating Mac OS X Tiger (10.4)
System Windows Vista System Mac OS X Leopard (10.5)
Memory 1GB (optimal) Memory 1GB (optimal)
Screen Screen
Resolution 1024 x 786 Resolution 1024 x 786
Internet Explorer 6
Browser(s) Internet Explorer 7 Browser(s) Mozilla Firefox 2
Mozilla Firefox 2
Flash Version 9.0.47.0 or higher Flash Version 9.0.47.0 or higher
JavaScript Enabled JavaScript Enabled
Broadband access to
Additional Internet Additional Broadband access to Internet
Enabled Sound Card Enabled Sound Card
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Section 5: Teacher and Student Account Set Up

Section 5a:How to set up a teacheaccount
Fromwww.johnnymoney.com pr ess t he APl ay Nowo button. The
onto your computer. €k the orange Teach&etUp tab
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When creating a teacher account, yall be asked to provide your name (first and lastyail, state, Zip code,
school name and create a password for your account. Your email address serves as your username. After y
have completed the Teacher -®i section, you will have access to teacher control section. Within your
teacher control section, you may:

e Register each class period you have participating in the game (up to 8 class periods participating)
Print progress reports for each class
Access the Teach@rManual
Delete inactiveClass Codes
Provide Feedback

Please see Section 8 for more information on reports available from your teacher control panel.

Section 5b:Class Codes

After you register a class, the game automatically provides a class code. Each class you regeteiveilts

own Class Codallowing you to individually monitor activity by class through the reports function of your
teacher control panel. Be sure to keep track o€laes Cod@er class and give the corrétiass Codeo your
students in order for theto access the game. Once a classroom is finished playing the game, you may delete
that class code. An example of€&ss Codean be found next to the green arrow below.
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LET'S GET STARTED

Add a class: Your Classes:

Class Name: :

Select the class period above before using the buttons below:

VIEW REPORT DELETE
PLAY THE GAME TEACHER MANUAL TAKE THE SURVEY

CopyClass Codes
To copyClass Codesselectthe clasgor which you wouldike to distribute the class cod& small icon will

appear to the left of thélassCode Click that icofiyourClassCodé s now on your comput
ready to be pasted into the application of your choice. You may now pa§iatiseCodénto Microsoft Word,

your email, etc. to distribute the code to your students.

LET'S GET STARTED

Add a class: Your Classes:

Class Name: CLASS CODE CLASS NAME

# of Females: [D
(450"}

Select the class period above before using the buttons below:

VIEW REPORT

RESET PASSWORD TEACHERS MANUAL

©2001 - 2008 Mosional Federofon of independsnt Busness Al Bights Reserved
Designed ond Developed by The Buddy Group
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Section 5c¢: How to set up a student account

After you have created your teacher account, insttuctents to visivww. j ohnny money. c o m,
Now. O The screen will take about 30 Newdseplinkduedert o
the Password text box.
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TEACHER SET-UP

Students will then be promptedéoter theClass Codeou provided them. At that point, students will create
their username and password. It is suggested that students do not usenthieasea username. After a
student has registered, basic business set up, the prerequisite to game play, begins.

Section 5d Returning Teachers & Students

Your teacher account allows you to monitor who in your class is playing the game as well as their progress
t hrough the simulation. You can view student so
currenty stand, by logging in with your teacher username (yeonaé address) and password.

If students pause or stop the game at any point, their progress is saved and they may return at a later time to
complete game play. To return to game play, studeiliteeed to visit the main Internet site and enter their
username and password to rejoin their previously saved game.

NOTE: Businesses that have been played, but not completed and are 14 weeks old or less, will be deleted fi
the system at the end tihe school year.
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Version 2.x

NOTE: Once a tweyear simulation has been completed, students will have the opportunity tnpldoer

new simulation if they so choose. Those interested in playing again may use their existing username and
password to set upreew business. However, during this second round of play under the existing username an
password, th€lass Codavill have to be manually rentered in order to track the game from your teacher
controls.

Section 5d: Resetting Student Passwords

Fromyawwr Teacher Control panel, you have the abilit
or forgotten. To reset your studentsd passwords
1. Select your classroom.

2. Click the Manage Users button.

3. A new screen will appear

4. Selecthe student username whose password needs to be reset.

5. Enter and confirm the new password.

Section 6: Starting the Simulation Game

To start the Johnny Money Online Game simulation:

Visit www.johnnymoney.com

Click the APl ay Nowo button.

The game will load onto your screen for approximately 30 seconds.

New users will need to create their username and password. For more information on how &m set up
account, see Section 5: Teacher and Student Account Set Up.

Once users enter their username and password, they begin game set up.
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Section 6a: Game Set Up

AfLet 6s Get Startedo

Throughout the three fiLet6s Get St art edodhasdsidesok ns
the screen. After studées create their account, they will answer a series of questions to set up their virtual
business. I n the first fALetds Get Startedo scree

logo for their virtual business.

Players automatically begin with $50,000 cash on hand to invest in their store, which they will see listed in the
lowerlethand corner of the fiLetds Get Startedo scree
upon the decisions they make regagdstartup costs (products, payroll, advertising, etc.). If players feel they
need more capital to cover startup costs, they are given the opportunity to choose their loan amount in the
second fiLetds Get Startedo saloanaée middie efthe smubation. | no
Additionally, if students are playing in pairs or teams, they will be asked to enter additional players or partner:
on the second fiLetds Get Startedo screen.
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