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INTRODUCTION

The way people prepare for a career and navigate transitions throughout their career is changing.  Individuals must begin to see themselves as the host of a range of in-demand skills, and be willing to accept shorter-term commitments from potential employers and more flexible employment arrangements.  As a result of the changing labour market, the goals of career information delivery and career and employment counselling also must change.  Individuals need to be taught life/work skills that empower them to locate and process information, and to make good choices.  The focus must shift from helping people decide what they want to be to helping people learn the skills they need to become healthy, self-reliant citizens, able  to cope effectively with the many work and other transitions they will encounter in  their lives, and to maintain balance between work and life roles in rapidly changing labour markets.

The life/work skills necessary are identified in the Blueprint for Life/Work Designs which specifies eleven core skills, or competencies, sorted into three areas (A. Personal Management; B. Learning and Work Exploration; and C. Life/Work Building) with nearly 500 performance indicators. Canada’s Real Game Series has been designed to help learners at all levels master the Blueprint skills.  The results are such that the Departments of Education in the United States, the United Kingdom, France and Australia have become partners with Canada in its development and implementation.

The Real Game Series includes six programs, as follows:

· The Play Real Game
Ages 6-8

Grades 3 / 4

· The Make It Real Game
Ages 8-10

Grade 5 / 6

· The Real Game

Ages 11-13

Grades 7 / 8

· The Be Real Game

Ages 14-15

Grades 9/10

· The Get Real Game

Ages 16-18

Grades 11 / 12

· Real Times, Real Life
Adults


Post-secondary to Retirement

All programs in the series are experiential, involving role-playing, and are set in participants’ futures.  They include detailed lesson plans created and tested by over 3,000 students and teachers (each program), and masters of all teacher and student materials and consumable, which may be locally reproduced.  Realistic scenarios, based on contemporary labour market realities, are created which engage participants in activities they enjoy without actually realizing they are learning essential life/work building competencies.  They establish lifestyles, budget time and money, transition through job-loss and acquisition scenarios, plan business trips and vacations, balance family and work, engage in community activities, etc., all in safe roles that allow them to experiment in a risk-free environment.   They also clearly see the relevance of the subject they are learning in school within the context of the future scenarios they are experiencing and “….students who believe that high school education has relevance for their future success  are  strongly and significantly more likely to work hard in school, even 

after parent, peer, school, and psychological variables are controlled” (Rosenbaum & Nelson, 1994)* A real bonus is that teachers learn almost as much as students in this context, and both teachers and students have fun together!

The Be Real Game shows Grades 9 and 10 students how a person’s career is built with everyday choices and decisions, starting in childhood, and encompassing every area of life including family, friends, education, recreational activities and lifestyle choices, community involvement and dealing with labour market conditions.  As they role-play a high school student through to an experienced adult worker in a variety of employment, unemployment and family situation, students explore in-depth the importance of transferable skills, self knowledge, lifelong learning and career planning.  They are exposed to dozens of occupational possibilities and encouraged to actively pursue their dreams.

NOTES TO TRAINERS

· The Real Game Series is designed to bolster the self-esteem of participants by allowing them to experience success throughout the various activities.  There are no such things as “being wrong” or errors in the games.  Facilitators are encouraged to provide positive support and ensure participants’ sense of self-worth is not negatively affected.

· The Implementation Guides, PowerPoint presentations and additional support resources are located on The Real Game Series website www.realgame.com.

· Participants will require a copy of the Facilitator’s Guide for training purposes. Trainers can obtain  the  appropriate  number  of  guides  from  the National Life/Work Centre by calling 1-888-533-5683.

· The National Life/Work Centre “evergreens” the games in The Real Game Series  on a regular basis in order to keep them current.  The Be Real Game Facilitator’s Guide has been revised.  You are encouraged to purchase the most recent version to keep your kit up-to-date.

· The Be Real Game provides an excellent opportunity for students to start a career portfolio within their Students Kits.  Trainers should discuss the fact that the career portfolio, in its many forms, serves as a dynamic, developmental tool to assist the new economy learning and worker achieve success in this challenging world of work.  It is also one of the key strategies that practitioners can use to incorporate the Blueprint competency framework into their work with clients.  Please see Appendix E, Career Portfolios: Telling Your Life/Work Story, in the Blueprint for Life/Work Designs.

· The  games  in The Real Game Series  are  designed  to  be  flexible. Trainers are encouraged to allow for sharing of ideas, invite suggestions and emphasize that each game is adaptable re culture issues, time constraints, age, skill and interest levels of students, and curriculum.

· Trainers are encouraged to monitor the “pulse” of the group by doing the following exercise on flip chart paper at midday:


· The use of a “parking lot” with Post-It Notes is an effective method to deal with issues at the end of the day.

· Support Resources:


www.realgame.com

www.lifework.ca

www.blueprint4life.ca

www.councils.org
THE BE REAL GAME

IMPLEMENTATION WORKSHOP

Sample Agenda


 8:30 a.m. 
Introductions




Information about changes in the world of work




Information about The Real Game Series



Hand out The Real Game Series brochures and ordering 





information 




Intro on content of Facilitator’s Kit and Student Kit




Intro material from Be Real Facilitator’s Guide




Program summary 


 9:00 a.m.
Unit One: Session One: The Beginning




Session Two: Making a Community




Session Three: The Adult World of Work




Session Four: Preparing For Work




Session Five: The World of Work


10:15 a.m.
Break


10:30 a.m.
Session Six: The Bottom Line




Session Seven: Out of the Blue




Session Eight: Helping Hands




Session Nine: The Brainstorm Spin Game


12:00 noon
Lunch


 1:00 pm
Unit Two: Session One: Change is Constant




Session Two: Focus on the Journey




Session Three: The Brainstorm Spin Game




Unit Three: Session One: Looking Back, Looking Ahead




Session Two: Who Am I Really?


 2:15 pm
Break


 2:30 pm
Session Three: My Preferred Self




Session Four: The Brainstorm Spin Game




Session Five: A New Beginning


 3:15 p.m.
Appendices




Question/Answer period




Hand out certificates




Evaluation


  4:00 p.m.
Adjournment

TRAINING TIPS

NOTE:  Please notify the National Life/Work Centre (NLWC) of upcoming training sessions (lifework@nbnet.nb.ca)

Logistics

· Recommended maximum number of trainees per session = 25; minimum = 10 

· Room set-up: recommend round or rectangle tables; participants can move chairs to form small working groups; table for overhead and trainer usage; registration table, if needed.

· Materials and equipment: overhead projector and screen, easel and flip chart, coloured 
markers, name tags, tape: masking and transparent, scissors, blank transparencies, 
transparency pens, calculators

· Arrive early to ensure that the room arrangements are correct and to set up material.

· Preparation: attach the Community Charts to the wall.

Trainer Materials

· Trainers will need one kit to use in training.

· Trainees must have access to a Facilitator’s Guide during training.  Guides are available 
from the NLWC 1-888-533-5683.
· Where more than one person will be using the same guide during training, trainers will need to photocopy the handouts from the Reproducible Masters that are referenced in the training.
· Have the trainees use their Facilitator’s Guides during the training, but ask that they put the rest of the game materials away after looking at them during the introduction.
· Make transparencies of handouts so that the participants are focused on what you are explaining rather than paging through papers.

· Advise trainees not to write on their reproducible masters nor to use them as handouts. Strongly suggest that they make a copy of all reproducible masters and store the originals.

· If you are training outside of your district or area, send ahead a list of copies to be printed to save shipping and transportation.

· Have handouts in stacks or folders to be handed out as you go through the training. Avoid giving the participants all of the handouts at the beginning since their attention will be diverted from the information you are presenting.

· The Introductory materials provide background information to trainers. As you train facilitators, you will make appropriate modifications. Local labour market information can be used and linkages to provincial standards should be presented.

Presentation Tips

· Provide tips on implementation and adaptations, based on experience or prior knowledge, as you proceed through the training.

· Frequently ask participants if they have questions as you move from session to session.

· Be aware of and practice good communication skills when presenting:



- eye contact with all participants



- clear enunciation of words



- conversational rate of speech



- inflection to add variety to your voice



- comfortable movements and gestures



- use of pauses for think (processing) time

· Be aware of your audience to detect lack of understanding or loss of interest.

· Hold extraneous conversations to a minimum while you are presenting.  Use wait time to gather the attention back to you.

· Keep your detailed agenda handy, and refer to schedule in order to keep the training 
moving on schedule. Avoid digressing into extraneous discussions. Know those sessions 
that will provide opportunities for catch-up  time.

· Keep your detailed agenda handy and refer to the schedule in order to keep the training moving on schedule. Avoid digressing into extraneous discussions.  Identify those sessions on the agenda that could provide opportunities for catch-up time.

· Always start on time: at the beginning, after breaks, and after lunch.  

· Ask the participants to turn off all cell phones during the training so as not to disrupt the training. Phone calls can be made during the breaks and lunch period.

· Provide participants with your name, address and email address so that they can contact you if they have questions.

SAMPLE TRAINING TIME - THE BE REAL GAME
INTRODUCTION:

30 minutes

Introduction of participants




Information about changes in world of work




Information about Real Game series




Introductory material from The Be Real Facilitator’s Kit and from 




the Facilitator’s Guide

UNIT ONE:

30 minutes

Session One: The Beginning




Overview, My Life/Work Survey, terms, Role Histories, 





Student Kit, The High Five, Adult Life/Work Interview

25 minutes

Session Two: Making a Community




Community formation, community chart, community profile 





template, commissioner selection, name town, meet and greet

10 minutes

Session Three: The Adult World of Work




Correlate The High Five to interview info; each other and 





correlate to the High Five

10 minutes

Session Four: Preparing For Work




Resume and resume guidelines

25 minutes

Session Five: The World At Work




Classified Ads, Job application form, Job Profile--Unit One, 





Life/Work Matrix, complete community profile template

30 minutes

Session Six: The Bottom Line




Monthly budget worksheet, Lifestyle costs

20 minutes

Session Seven: Out of the Blue





Role Situation Cards, plan and report

15 minutes

Session Eight: Helping Hands




Community emergency, design plan

25 minutes

Session Nine: The Brainstorm Spin Game




Spin game

UNIT TWO:

20 minutes

Session One: Change is Constant





Job Change Notices, job change strategies, job transition plan

25 minutes

Session Two: Focus on the Journey




Classified Ads, Job application form, life/work matrix

5 minutes

Session Three: The Brainstorm Spin Game




Spin game

UNIT THREE:

10 minutes

Session One: Looking Back, Looking Ahead




Work preferences,  ideal work aspects

15 minutes

Session Two: Who Am I Really?





The High Five, interest inventory, basic work skills, 






learning styles, Personal Exploration Chart

20 minutes

Session Three: My Preferred Self





Looking Ahead--educational goals, Student Action Plan, 





Your Employment Kit

15 minutes

Session Four: The Brainstorm Spin Game





Spin game, Life/Work Survey

10 minutes

Session Five: A New Beginning




Guests, exchange of information

APPENDICES:

30 minutes

A. Life/Work Matrix




B. Glossary




C. Blueprint for Life/Work Designs, Competencies and Indicators




D. The Real Game Series Coordinator 




     Complementary Career Resources

CONCLUSION:

15 minutes

Wrap-up, certificates, evaluation

THE BE REAL GAME

Subject Crosswalk

THREE UNITS – 17 SESSIONS


 Suggested
17-21 HOURS





Activity Time
Subject Area
Unit One
Brave New World of Work
10-11 hours

Session One: The Beginning


60-90 minutes
Personal/Career 

Session Two:  Making a Community

90-120 minutes
Social Studies

Session Three: The Adult World of Work

60 minutes

Language Arts

Session Four:  Preparing For Work

60 minutes

Language Arts

Session Five: The World At Work


60 minutes

Personal/Career 

Session Six: The Bottom Line


90-120 minutes
Math

Session Seven: Out of the Blue


40 minutes

Social Studies

Session Eight: Helping Hands


60 minutes

Social Studies

Session Nine: The Brainstorm Spin Game
60 minutes

Personal/Career 

Unit Two
Agents of Change


3-4 hours

Session One: Change is Constant

90-120 minutes
Social Studies,











Personal/Career 

Session Two: Focus on the Journey

60 minutes

Personal/Career 

Session Three: The Brainstorm Spin Game
60 minutes

Personal/Career 

Unit Three
Exploring the Future

5-7 hours

Session One: Looking Back, Looking Ahead
40 minutes

Personal/Career 

Session Two: Who Am I Really?


60-90 minutes
Personal/Career 

Session Three: My Preferred Self


60 minutes

Personal/Career 

Session Four: The Brainstorm Spin Game
60-90 minutes
Personal/Career 

Session Five: A New Beginning


60-120 minutes
Personal/Career 

TRAINING MATERIALS CHECKLIST

Materials will be found in the Facilitator’s Kit unless otherwise noted.  The number of photocopies needed is one per participant unless otherwise indicated.

General materials:

Easel and flip chart




Transparency pens

Tape: masking and transparent


Coloured markers

Scissors





Name tags

Overhead projector and screen


Calculators

Blank transparencies

THE BE REAL GAME INTRODUCTION

	 Transparencies:

· The High Five (located in Facilitator’s Kit

· Sample session to explain 
structure, i.e. Unit One, Session 
Five

· Introductory materials 


(Implementation Kit)
	Photocopies:

· Agenda (Implementation  Kit)
· Introductory Materials 
(Implementation Kit)
· Program Summary 
(Implementation Kit)
	Other:

· Brochures of The Real Game Series and ordering information (request from NLWC)
· Brochures of Blueprint 
for Life/Work Designs 
(request from NLWC)



UNIT ONE: BRAVE NEW WORLD OF WORK

Session One: The Beginning

	Transparencies:

· Role History Usage and Distribution Notes
· Role History (located in Facilitator’s Kit)
	Photocopies:

· One Role History per participant

· Role History usage and 
Distribution Notes
	Other:




Session Two: Making a Community

	Transparencies:

· Random Community Formation Cards, one page per four participants
· Community Name Template, four copies
· Community Profile Template
	Photocopies:


	Other:

· Community Charts – laminated


Session Three: The Adult World of Work

	Transparencies:

· The High Five Life/Work interview (located in Facilitator’s Kit
	Photocopies:


	Other:




Session Four: Preparing For Work

	Transparencies:

· Resume Worksheet Guidelines (located in Facilitator’s Kit)
	Photocopies:

· Resume Worksheet located in 
Student Folder)
	Other:




Session Five: The World at Work

	Transparencies:

· Life/Work Matrix (Appendix A)
	Photocopies:

· Classified Ads – Unit One that 
match each Role History 
distributed in Unit I, Session 
One

· Job Application Form

· Job profile handouts that match 
each Role History distributed in 
Unit I, Session One

· Life/Work Matrix (Appendix A)
	Other:




Session Six: The Bottom Line

	Transparencies:

· Monthly Budgeting Guidelines (located in Facilitator’s Kit)
· Monthly Budget Worksheet
	Photocopies:

· Monthly Budget Worksheet

· Lifestyle Costs List
	Other:




Session Seven: Out of the Blue

	Transparencies:


	Photocopies:


	Other:

· Role Situation Cards
· Blank sheets of 
paper for each 
participant


Session Eight: Helping Hands

	Transparencies:

· Emergency Alert
	Photocopies:

· Emergency Alert
	Other:




Session Nine: The Brainstorm Spin Game

	Transparencies:


	Photocopies:


	Other:

· The Brainstorm Spin Game

· The Brainstorm Questions and Answer Cards


UNIT TWO: AGENTS OF CHANGE

Session One: Change is Constant

	Transparencies:

· Job Change Factors (located in Facilitator’s Kit)

· Job Change Strategies

· Job Transition Plan
	Photocopies:

· Job Change Notices for each 
Role History

· Job Change Strategies

· Job Transition Plan
	Other:




Session Two: Focus on the Journey

	Transparencies:

· Life/Work Matrix (used in  Unit I, Session Five)


	Photocopies:

· Classified Ads – Unit Two that 
match each Role History 
distributed in Session One

· Job Profiles – Unit Two as 
needed by original Role 
Histories

· Job Application Form (also 
printed for Unit I, Session 
Five)
	Other:




Session Three: The Brainstorm Spin Game

	Transparencies:


	Photocopies:


	Other:

· The Brainstorm Spin Game

· The Brainstorm 
Question and 
Answer Cards


UNIT THREE: EXPLORING THE FUTURE

Session One: Looking Back, Looking Ahead

	Transparencies:

· 
Work Preferences

· 
Personal Exploration
	Photocopies:

· Work Preferences
	Other:




Session Two: Who Am I Really?

	Transparencies:

· Role History Usage and Distribution Notes
· Role History (located in Facilitator’s Kit)
	Photocopies:

· One Role History per participant

· Role History usage and 
Distribution Notes
	Other:




Session Three: My Preferred Self

	Transparencies:

· Looking Ahead
	Photocopies:

· Looking Ahead
	Other:




Session Four: The Brainstorm Spin Game

	Transparencies:


	Photocopies:


	Other:




Session Five: A New Beginning

	Transparencies:


	Photocopies:


	Other:




APPENDIX:

	Transparencies:


	Photocopies:


	Other:




CONCLUSION:

	Transparencies:


	Photocopies:

· Signed Certificates of 
Completion of Training 
for 
each participant (located in 
Implementation Kit)

· Evaluation Form for each 
participant (located in 
Implementation Kit)
	Other:




THE BE REAL GAME

Program Summary

UNIT ONE:  BRAVE NEW WORLD OF WORK (10-11 Hours)

Session One:  
The Beginning (60-90 minutes)

In embarking on their career exploration “journey”, students immediately assume a unique and individual life/work role.  In these roles, students earn and spend money, participate in family and community life, make many decisions that affect their character’s life, both positively and negatively, and experience good and bad  “chance situations”.  They even make decisions on social issues that affect their own community’s future.  They learn that every decision is a career decision.

Session Two: 
 Making a Community (90 – 120 minutes)

Through teamwork and by consensus, students create communities that form a town that will serve as an interactive background for their life/work experiences in the future session.

Session Three:  
The Adult World of Work (60 minutes)

Students explore and share stories of real life changes in the world of work. These stories are based on the findings and the results of their interview with an adult who is influential in their lives.  They also explore their fictional role histories by interviewing each other.

Session Four:  
Preparing for Work (60 minutes)

Students practise and acquire skills in resume and portfolio development.

Session Five:  
The World at Work (60 minutes)

Students, using their Role Histories and Resume Worksheets seek and find work based on their educational achievements and work experience.

Session Six:  
The Bottom Line (90 – 120 minutes)

In their work roles, students explore the relationship between income and lifestyles, choices and necessities, as determined by their monthly income. Using decision making skills, they balance their budgets and explore the effect lifestyle choices have on their budget.

Session Seven:  
Out of the Blue (40 minutes)

Students in their roles and communities deal with typical real life situations that challenge their decision-making skills and cause them to further explore their role characters.

Session Eight:  
Helping Hands (60 minutes)

In this session, students step out of the confines of their job titles and descriptions to pool their skills, talents, and resources to manage and deal with an emergency in a neighbouring community.

Session Nine:  
The Brainstorm Spin Game (60 minutes)

Students review the vocabulary and concepts used in Unit One by playing the Brainstorm Spin Game.

UNIT TWO:  AGENTS OF CHANGE (3-4 hours)

Session One:  
Change is Constant (90 – 120 minutes)

Here students encounter major economic forces that are “agents of change” in today’s changing work world.  They experience job loss and job change, through no fault of their own, and learn that these are common realities in the new economy that affect people, directly or indirectly, throughout their careers.

Session Two:  
Focus on the Journey (60 minutes)

Students learn how to convert adversity, at the personal, family, and community levels, to opportunity by developing skills and attitude that harness these agents of change to work in their favour. They learn to identify and exploit their transferable skills as tools for personal and community development.  They create resumes and job search strategies, and succeed in acquiring new jobs.

Session Three:  
Brainstorm Spin Game (60 minutes)

Students review the vocabulary and concepts used in Unit Two by playing the Brainstorm Spin Game.

UNIT THREE:  EXPLORING THE FUTURE (5 – 7 hours)

Session One:  
Looking Back, Looking Ahead (40 minutes)

Students reflect on what they liked and didn’t like about their fictional work environments and roles. As well, students reflect on what their ideal work environment would be.

Session Two:  
Who Am I Really?  (60 – 90 minutes)

Students are introduced to an array of career exploration tolls and exercises that are intended to give them an insight into their interests, skills and learning styles.

Session Three:  
My Preferred Self  (60 minutes)

Students, using the information. Knowledge and experience gained from the simulated society they created in previous sessions and their personal exploration exercises, now apply what they have learned to creating their Student Action Plans.

Session Four:  
The Brainstorm Spin Game (60 – 90 minutes)

Students review the vocabulary and concepts used in Unit Three by playing the Brainstorm Spin Game.

Session Five:  
A New Beginning (60 – 90 minutes)

This session offers an opportunity for facilitators, students, parents and guardians, and/or mentors to come together to share the accomplishments that the students have achieved in participating in The Be Real Game program.
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THE BE REAL GAME INTRODUCTION

Training Overview:

· Participate in introduction

· Discuss changes in the world of work

· Receive information about The Real Game Series
· Review content of the Be Real Facilitator’s Kit and Student Kit

· Discuss introduction information in Facilitator’s Guide

Training Time:   30 minutes

Training Materials and Preparation:


NOTE:  P = Print,   T = Transparency


Agenda (located in Implementation Kit)


P/T Introductory materials (located in Implementation Kit)


Brochures of The Real Game Series and ordering information (request from NLWC)


T or hand-made poster of The High Five (T located in Facilitator’s Kit)


T sample session to explain structure, i.e. Unit One, Session Five


P program summary (located in Implementation Kit)


Brochures of the Blueprint for Life/Work Design (request from NLWC)

Training Activities:

1.
Distribute the agenda to each participant.

2.
Introduction of participants

3.
Distribute and discuss information about changes in the world of work.  Use 
transparencies as each item is discussed.

4.
Distribute and discuss information about The Real Game Series


Collaborative development

Web sites



Levels of trainers


Brochures



Ordering information

Links to portfolios



The Real Game Series comparison

5.
Explain contents of Facilitator’s Kit and Student Kit.  Explain that Student Kits can be purchased, or facilitators can design their own folders.  The inserts, found in the Student Kits, can be photocopied.  Remind participants that the Facilitator’s Guide is copyrighted and that copies for use in the classroom are to be made from the Reproducible Masters only.

6.
Discuss introductory material from the Be Real Facilitator’s guide:  site licence, About The Real Game Series, Training Resources, Additional Information, The Game, The Goal, Role of the Facilitator, How it Works, the sessions – use sample session (transparency) to show structure and objectives and indicators, the Real Game “High Five”, Learning Premises, Pre-Preparation Notes, Understanding the Terms, Adapting the Game, Linking with Other Exemplary Resources, The Be Real Program Summary, Program Delivery Notes, and the Blueprint for Life/Work Design Competencies Crosswalk.

7.
Distribute the Blueprint for Life/Work Designs

UNIT ONE: BRAVE NEW WORLD OF WORK

Session One: The Beginning

Training Overview:


•  introduced to The Be Real Game


•  define terms: job, occupation, career


•  receive Role Histories


•  review material on Role Histories


•  receive a photocopy of the Student kit


•  discuss The High Five


•  review Adult Life/Work Interview

Training Time: 30 minutes

Training Materials and Preparation:


P one Role History per participant


P/T Role History Usage and Distribution Notes



T Role History (located in Facilitator’s Kit)

Activity Steps 

1. 
Provide an overview of the program to the participants: 


Students will:



--embark on a journey of career exploration



--assume a life/work role in order to explore and 



   experience issues and aspects of adult life 



   and the world of work.  



--earn and spend money



--participate in community life



--make decisions that will affect their 



   character’s life



--battle with or celebrate chance occurrences



--learn that every decision in their lives is a career decision

2. 
Explain the My Life/Work Survey and its purpose: basically a pretest (non-graded activity) for the students to determine prior knowledge.  This Survey will be given again at the end of the game to assess the degree to which the program objectives have been met.

3. 
Refer to the foundation terms that are explained to the students in Activity 3.

4-6. 
Role Histories: Explain that the Role Histories represent a range of educational achievement, work experience, and family status. The goal is to create a typical community with people performing different types of work and having different life experiences.  The life/work role of the students will change as they progress through the game.  

Display a transparency of the Role History Usage and Distribution Notes, and refer facilitators to the Role History Usage and Distribution Notes in Session One which explains rationale for random distribution of Role Histories and also other methods to be used.  Randomly distribute a Role History sheet to each participant.

Optional activity:  After the Role Histories have been distributed, allow participants (students) time to group as partners and tell others about their profile.

7-8. 
Display an overhead of the Role History Transparency and  explain the components.

9-11. 
Discuss the concept of transferable skills that the students will identify these skills in 
their Role Histories in Activities 10 and 11.

12.
Distribute a photocopy of the Student Kit to each facilitator and review the information on it.  Student Kits may be purchased, or the facilitators can design a folder.  The inserts found in the 
Student Kit can be photocopied.  Point out that the Your Employment Kit included in the Student Kit will be used in Unit Three.

13. 
Display the overhead, The High Five Transparency, and discuss the five principles.

14. 
Explain the Message to Parents/Guardians and the great benefits of involving parents in the program.  Review the Adult Life/Work  Interview content and its assignment purpose in having the students interview an adult who is influential in their lives.  The interview covers the adult’s life/work changes over the years, the ways they coped, and the events and people who helped them realize their hopes and dreams.

Point out discussion items at the end of the session.  Explain that these are found after many of the sessions.


Point out the light bulb and pencil blurbs in the right hand margins.

UNIT ONE: BRAVE NEW WORLD OF WORK

Session Two: Making a Community

Training Overview:


•  create communities that determine the group formation and 




   name them


•  complete a Community Profile Template


•  choose a commissioner from each community

Training Time: 30 minutes

Training Materials and Preparation:


P Random Community Formation Cards (one page per four




participants)


Community Charts--laminated


P Community Name Template (four copies)


P Community Profile Template (one per participant)

Activity Steps :

1-3. 
Ask participants to view a copy of the Random Community Formation Cards.  Explain that these cards are used to randomly assign students into four community groups of approximately equal size. Students will form their groups (communities) according to the names on their cards and will seat themselves in their community groups.  Distribute a Random Community Formation Card to each participant, and role play this activity.

4-7. 
Distribute a Community Chart to each of the community groups and have them post it on the wall close to the group, or post them on the walls prior to the training.  Distribute a Community Name Template to each community group.  Instruct them to choose a name for their community, either by consensus or vote, and attach the completed template to the Community Chart.  For training purposes, have a participant (This could be the commissioner.) from each community group announce the name of their community.

8-10. 
Distribute a Community Profile Template to each participant. Ask each participant to complete Line 1 of the template and attach it to the Community Chart in the appropriate area.

11.
Ask each community group to select a Commissioner to represent the community at town meetings, keep records, and organize community events. These commissioners will also act as the Brainstorm Spin Game Coordinators later.


12-14. Explain  that  in activities 12, 13, and 14 the students in each community group will decide upon a town name, create name 
signs, and then vote for the best name and sign submitted from the four community groups.  The final selection will be attached to the classroom door.

15. 
Explain that students will now visit each other and familiarize themselves with the roles in their community and also visit the other communities to meet each other in their newly found life/work roles.  For training purposes, have the participants inform the group as to their Role History.

16. 
Facilitator’s need to note that in activity 16 they remind students to complete the Adult Life/Work Interview and remind them of the deadline for that assignment.

UNIT ONE: BRAVE NEW WORLD OF WORK

Session Three: The Adult World of Work

Training Overview:


•  explanation of usage of interview with adult and linkages of 



  
   content to The High Five


•  explanation of peer interviews

Training Time: 5-10 minutes

Training Materials and Preparation:


T The High Five Life/Work Interview (located in Facilitator’s Kit)

Activity Steps:

1-5. 
Explain that the students will arrange themselves according to their community groups, and with the High Five Life/Work 
Transparency displayed for the class, each group will discuss the content of the interviews, using The High Five principles.  Each group will be assigned one or two of The High Five as a focal point for the discussion. Following discussion, each group reports to the class as a whole.  A general class discussion is held to note the common workplace changes, their causes, and examples from the interviews to demonstrate how people manage these changes.


Note: Students can always form into their community groups every time they play The 
Be Real Game.

6-8. 
Explain that in Activities 6, 7, and 8 the students, in pairs, will interview each other to complete a Role History Interview, using the life/work role (Role History) that they are portraying.  Following completion of the interview, they will repeat the discussion of the content using the High Five Principles as they did in the previous activities.

UNIT ONE: BRAVE NEW WORLD OF WORK

Session Four: Preparing For Work

Training Overview:


•  review resume content

Training Time: 5-10 minutes

Training Materials and Preparation:


P Resume Worksheet (one per participant, located in the Facilitator’s Guide)


T Resume Worksheet Guidelines (located in Facilitator’s Kit)

Activity Steps:

1-2. 
Distribute a copy of the Resume worksheet and explain that students, seated in their community groups, will complete a copy 
of the resume according to the Role History.  The resume is located in the Student Kit, or photocopies of the Resume Worksheet can be made if the Student Kits are not purchased.

3-5. 
Display a copy of the Resume Worksheet  Guidelines Transparency and review the information.  Explain to facilitators that this transparency should remain on display as students complete their own resumes, so they can use it as a reference.

UNIT ONE: BRAVE NEW WORLD OF WORK

Session Five: The World at Work

Training Overview:


•  complete the Job Application form using their Role Histories and 


 
 
   Resume Worksheets


•  seek and find work based on their educational achievements 



 
   and work  experiences by using Classified Ads


•  receive a Job Profile after successful job application


•  add job titles to the Community Profile Template

Training Time: 25 minutes

Training Materials and Preparation:


P Classified Ads--Unit One that match each Role History 




distributed in Unit I, Session One


P Job Application Form (one per participant)


P Job Profile handouts that match each Role History 




distributed in Unit I, Session One


P/T Life/Work Matrix (2 pages, located in the Facilitator’s Guide)

Activity Steps:

1. 
Role play activity one: attach the individual Classified Ads to a wall of the room.  ( This can be done by the trainer during the mid-morning break to save time.)

2-5. 
Distribute a copy of the Job Application Form, and explain that students, in their community groups, will complete it using their Role Histories and their Resume Worksheets.

6. 
Explain that an option is to have students actually interview for the job from the Classified Ads.  Local business/human resource personnel and/or retired persons could be invited to assist with this activity.

7-8. 
Explain that if interviews are not used, then use the Job Application Form as the participants apply to you for a position from a Classified Ad.  Role play the completion of the Job Application Form and applying for a position from a Classified Ad. Upon successful qualification, give the participants their corresponding Classified Ad and Job Profile Handout (refer to Life/Work Matrix for guidelines in matching Role Histories to new jobs). 

Note: After distributing copies of the Life/Work Matrix and displaying the transparency of it, refer participants to the Life/Work Matrix.  This matrix shows the ads and job profiles that match each Role History and can serve as a guide for facilitators.

9. 
Ask participants to write their new Job Titles on Line 2 on the Career Steps Section on their Community Profile Template on the Community Chart.

10-11. Explain that Activities 10 and 11 provide opportunities for students to check out new job information both within their community groups and within the town.

Note: The optional activity method to help students find their job more quickly which is explained in Session Five.

Note: All of the Classified Ads could be posted on the walls even is there are less than 40 students.  This provides a more realistic example of ads in newspapers, and not all of the ads will be matched at the end of the activity.

UNIT ONE: BRAVE NEW WORLD OF WORK

Session Six: The Bottom Line

Training Overview:


•  discuss components of Monthly Budget Worksheet


•  select items from Lifestyle Costs Lists


•  complete Monthly Budget Worksheet


•  display lifestyle choices on Community Charts

Training Time: 30 minutes

Training Materials and Preparation:


P/T Monthly Budget Worksheet (one per participant)


T Monthly Budgeting Guidelines (located in facilitator’s kit)


P Lifestyle Costs List (one per participant)

Activity Steps:

1. 
Distribute the Monthly Budget Worksheet to each participant.

2. 
Distribute a copy of the Lifestyle Costs List to each participant.  

   
Explain that costs for these items can be localized to each community, using area 
newspapers.

3. 
Display the Monthly Budget Transparency and discuss the terminology and categories 
on the Monthly Budget Worksheet.

4. 
Ask participants to select items from the Lifestyle Costs List that are appropriate to their 
income, Role History Family Status, and life/work roles and situations.

5-7. 
Complete a balanced Monthly Budget Worksheet.  Point out that this activity can be 
assigned as homework, thereby saving class time and also gaining parental 
involvement.


Optional activity: Students could research car insurance costs in their province to 
make the budget more relevant.

8-9. 
Cut out three representations of the lifestyle choices, one of 
which must include 
housing, and attach them to the Community Profile Template on the Community Charts.

10. 
Explain that the last activity is a visitation time to view each other’s choices.

UNIT ONE: BRAVE NEW WORLD OF WORK

Session Seven: Out of the Blue

Training Overview:


•  list plans for how to deal with typical real life situations that appear on the 


   Situation Cards


•  discuss plans with other students

Training Time: 20 minutes

Training Materials and Preparation:


Role Situation Cards


Blank sheets of paper for each participant

Activity Steps:

1-3. 
Distribute the Role Situation Cards, one to a participant.  

Note: Each Role Situation Card is matched to a specific Job 
Profile and has personal and/or financial implications for each student’s life/work role.  Facilitator’s should remind students about the importance of savings to deal with contingencies or unplanned  expenses.

4. 
Ask participants, using a blank sheet of paper, to list two or three possible scenarios for 
dealing with the implications presented on the Role Situation Cards.

5. 
Ask participants to read aloud their Role Situation Cards and their responses.  Explain 
that students will then discuss the choices and 
arrive at the best possible solution.

6. 
Collect the Role Situation Cards.

UNIT ONE: BRAVE NEW WORLD OF WORK

Session Eight: Helping Hands


Training Overview:


•  review the Emergency Alert


•  explain the creation of a plan, making use 


   of specific work skills, to address the 

 
   emergency need

Training Time: 15 minutes

Training Materials and Preparation:


P/T Emergency Alert (pp. 1-2, one per participant)

Activity Steps:

Note: Explain that the facilitator will choose a Community Emergency such as an earthquake, flood, ice storm, tornado, hurricane, or toxic waste spill and dramatically announce it to the class.

1-3. 
Distribute a copy of the Emergency Alert (pp. 1-2) to each participant, and review the 
information.

4-8. 
Explain that the students will review their skills and work experience from their Role Histories and Job Profiles and determine what role they can play in helping in this emergency.  Explain that each community will design a plan to address the needs of the emergency.

9. 
Explain that the Community Commissioner will total the hours of work, identify the tasks to be undertaken and the materials that can be provided, and will complete the Emergency Alert handout.

10. 
Explain that in the final activity, each Community Commissioner presents its plan to the Emergency Coordinator (the facilitator), 
and through discussion, an overall Emergency Plan is created.

UNIT ONE: BRAVE NEW WORLD OF WORK

Session Nine: The Brainstorm Spin Game

Training Overview: 


•  review the vocabulary and concepts used in 


   Unit One by playing the Brainstorm Spin Game


•  compute scores for individuals and for the community

Training Time: 25 minutes

Training Materials and Preparation:


Brainstorm Spin Game


Brainstorm Questions and Answer Cards

Activity Steps:

1-8. 
Distribute a copy of the Brainstorm Spin Game and a set of the Question/Answer Cards to each Community Commissioner.  Arrange the Question/Answer Cards into the five categories: Community, School, Work, Home, and World.  Each participant will spin to get a question from one of the five categories under the Unit I section.  Each correct answer is worth five points.  The Community Commissioner will act as the Spin Master and will ask the questions and keep track of each individual’s score and total up all of the scores at the end of the game to get the total community score.  When the Spin Master’s turn comes, the student to his/her left will ask the question. In community groups, role play the Brainstorm Spin Game.  

Note: For training purposes, each participant can get two turns; however, in the classroom each student gets three spins. 

9-11. 
Discuss activity steps 9, 10, 11, and 12 regarding completion of the game and score 
sheets.

Note: See page in session for scoring of groups with smaller numbers.  Or if one group has more members than another, the total group scores can be averaged to make all of them equitable.

UNIT TWO: AGENTS OF CHANGE

Session One: Change is Constant

Training Overview:

•
identify reasons for job loss and job change, such as downsizing, restructuring, environmental factors, technological change, or personal  initiative

•
discuss strategies for coping with job change

•
discuss the short-term Job Transition Plan

Training Time: 20 minutes

Training Materials and Preparation:


P Job Change Notices for each Role History used in Unit I


T Job Change Factors (located in facilitator’s kit)


P/T Job Change Strategies (pp. 1-2, one per participant)


P/T Job Transition Plan (one per participant)

Activity Steps (pp. 115-116):

1-2. 
Distribute the Job Change Notices to participants.  


Note: Point out to them the various ways that these can be 


distributed to students (1) placed in envelopes on the 


students’ desk prior to session (2) attached to students’ 


Community Charts prior to session, or (3) have the principal 


or assistant distribute them in class.  Job Change Notices 


correspond in number to the Role History number.

3-5. 
Display the Job Change Factors Transparency, and discuss the 

    
various reasons for job changes.

6. 
Divide the participants into groups that reflect their job change: downsizing, restructuring, environmental factors, technological change, and personal initiative.  Discuss the job change factors they have in common and develop strategies for coping with job change on a personal level.

7-10. 
Distribute the Job Change Strategies (two pages), and ask each group to read and discuss the handout.  Point out that job change has personal effects--loss or change of income affects rent or mortgage, loan payments, for vehicles, etc.  Explain that discussion can also include various options that are available within the community such as unemployment insurance, social assistance, savings, etc.  Explain that each student will develop a short-term plan.

8-14. 
Distribute the Job Transition Plan. Explain that students will then complete this plan referring to their Role Histories, Job Profiles, and the handouts on Job Change.  The students will also update their resumes by adding their previous job to the Work Experience Section.

UNIT TWO: AGENTS OF CHANGE

Session Two: Focus on the Journey

Training Overview:


•  complete the Job Application form using their Role Histories and 




   Resume Worksheets


•  seek and find work based on their educational achievements 




   and work experiences by using Classified Ads


•  receive a Job Profile after successful job application


•  add job titles to the Community Profile Template

Training Time: 25 minutes

Training Materials and Preparation:


P Classified Ads--Unit Two that match each Role History distributed in Session One


P Job Profiles--Unit Two as needed by original Role Histories




P Job Application Form (same as those used in Unit I, Session Five, 


   (one per participant)


T Life/Work Matrix (used in Unit I, Session Five)

Activity Steps:

1. 
Attach the Classified Ads--Unit Two to a wall in the room.  (The trainer can also do this 
during the lunch break in order to save time.)

2-5. 
Explain that the job application process will mirror that of Unit One, using the Job Application Form and/or the interview process.  Upon successful qualification, a copy of the appropriate Classified Ad and the corresponding Job Profile are given to the student.


Using the transparency of the Life/Work Matrix, refer participants to the Life/Work Matrix which they received earlier.  This 
matrix shows the ads and job profiles that match each Role History and can serve as a guide for facilitators.

6-8. 
Role play the securing of the correct Classified Ad and the new Job Profile with 
participants.

9. 
Write the new Job Title on Line 3 of the Career Steps of the Community Profile 
Template on the Community Chart.

10-11. Explain that the last activity is a meet and greet to learn about other students’ new 
roles.

UNIT TWO: AGENTS OF CHANGE

Session Three: The Brainstorm Spin Game

Training Overview:


•  discuss the process of The Brainstorm Spin Game

Training Time: 5 minutes

Training Materials and preparation:


None

Activity Step 

1. 
Explain that the Brainstorm Spin Game is played for a second time, using 
the same 
format as in Unit One.  However, this time the 
questions, listed under Unit II, are used. 

UNIT THREE: EXPLORING THE FUTURE

Session One: Looking Back, Looking Ahead

Training Overview:


•  discuss the Work Preferences handout where students reflect on 
what they liked and 

   didn’t like about their fictional work environments and roles  


•  discuss the transfer of information about ideal work aspects and potential types of 

   work onto the Personal Exploration Chart

Training Time: 10 minutes

Training Materials and Preparation:


P/T Work Preferences (one per participant)


T Personal Exploration Chart

Activity Steps:


Note: Discuss the intent of Unit Three, and point out the 


Optional Process-Oriented Activities.

1. 
Explain that the role playing part of The Be Real Game 

is now over, and they will now be dealing with their own 


hopes and plans. They will continue to stay in their 


community groups.

2. 
Distribute a copy of Work Preferences.

3-5. 
Explain that students will complete the Work Preferences form using their two Job Profiles.  In column one, they will check those work aspects that pertain to the first fictional job, and in the second column those that pertain to the second fictional job.  In the third column, they will check those aspects that pertain to them as an individual -their personal choice.  A class discussion follows as to what students liked and didn’t like about their occupations and what their “ideal” work situations would be like.

6-8. 
Explain that students will list five of their ideal work aspects on the My Preferred Future section of the Student Kit.  Students will 
also identify one or two fictional jobs that their classmates explored in Units I and II and that might also contain their “ideal” work aspects.  They will also list three types of work (not necessarily from class jobs) that would contain their ideal work aspects.

9. 
Explain that in the final activity students will transfer this information onto the Preferred 
Future Section of their Personal Exploration Charts.

UNIT THREE: EXPLORING THE FUTURE

Session Two: Who Am I Really?

Training Overview:


•  relate personal experiences to The High Five


•  discuss the Interest Inventory worksheet to determine strengths


•  discuss the Basic Work Skills checklist to identify areas that are 



            
   strong and areas that need work


•  discuss the Learning Styles handout which identifies strengths


•  explain the transfer of information to the Personal Exploration Chart

Training Time: 15 minutes

Training Materials and Preparation:


T The High Five (located in facilitator’s kit)


P Interest Inventory handout (pp. 1-2, one per participant)


P Basic Work Skills handout (pp. 1-2, one per participant)


P Learning Styles handout (one per participant)

Activity Steps:

1. 
Display The High Five Transparency.  Explain that the facilitator will provide examples of his/her own life experiences that correlate to The High Five.  Students can also provide examples from their lives.  Following discussion, students will add The High Five titles to their Personal Exploration Chart in the Student Kit.

2-7. 
Distribute copies of the Interest Inventory, Basic Work Skills, and Learning Styles.

 
Explain that the facilitator will discuss with the students that these are some examples of career exploration tools.  Students will complete the Interest Inventory handout and transfer their strongest area and their secondary area of interest to their Personal Exploration Chart.  Before the students complete the Basic Work Skills handout, provide examples from your own life to show how they relate to your job.  Students will complete the worksheets and then transfer their top three skill areas to their Personal Exploration Chart.  Finally, the students will complete the Learning Styles handout, score it, and transfer their learning styles, in order of strength, onto the Personal Exploration Chart.

UNIT THREE: EXPLORING THE FUTURE

Session Three: My Preferred Self

Training Overview:


•  discuss the Student Action Plan, using the information, knowledge and experience 
 
   gained from the simulated society created in previous sessions and the personal 

   exploration exercises


•  discuss completion of components of the Your Employment Kit insert from the 


   Student kit

Training Time: 20 minutes

Training Materials and Preparation:


P/T Looking Ahead (one per participant)

Activity Steps:

1-2. 
Distribute the copies of Looking Ahead. Explain that students will complete this exercise along with discussion on the points listed. Discuss with students the importance of creating short-term  educational plans and goals.

3-5. Explain that students will then complete the Student’s Action Plan--Short Term Goals that is located on the Personal Exploration Chart in the Student Kit.  Discuss each of the categories  to further their understanding prior to completion: volunteering, mentors, school subjects needed, career exploration tools, career Internet sites, hobbies, part-time work, school-to-work 
programs, school activities, and others.


Note: It may be helpful for the class as a whole to brainstorm examples of each of the 
categories before the individual students complete their own.

6.
Explain that the Your Employment kit, located in the Student Kit, is intended to be used as another tool and can be used to achieve part-time or summer jobs.  This material is available to supplement career activities currently used within the schools.  If some of these have already been implemented, disregard those materials.

UNIT THREE: EXPLORING THE FUTURE

Session Four: The Brainstorm Spin Game

Training Overview:


•  discuss the process of The Brainstorm Spin Game


•  discuss the final computation scores for individuals and for the community


•  explain the awards for The Community Brainstorm Spin Game highest score 


   and for The Individual Brainstorm Spin Game high scores within each community

Training Time: 15 minutes

Training Materials and Preparation:


None

Activity Steps:

1-8. 
Explain that the Brainstorm Spin Game is played for the third and final time, using the same format as in previous units.  A final, composite total is now figured for each of the community groups. 
The community with the highest total score is the winner of the Brainstorm Spin Game, and each community member receives a 
signed copy of the Community Brainstorm Spin Game Award.  Likewise, the individual in each community group with the highest composite score receives a copy of the Individual Brainstorm Spin 
Game Award.

9-12. 
Explain that the My Life/Work Survey is again distributed to each student for completion.  The My Life/Work Survey Answers and Discussion Points Transparencies (located in the Facilitator’s Kit) are placed on an overhead projector with review and discussion of each to follow.  This pre- and post- survey gives students and facilitators an indication of what students have gained by participating in The Be Real Game.  


Note: an optional activity is to have students place the pre- and the post-survey side-by-
side and compare the differences to see first-hand the gains made.

UNIT THREE: EXPLORING THE FUTURE

Session Five: A New Beginning

Training Overview:


•  explain activities for guest day

Training Time: 10 minutes

Training Materials and Preparation:


None

Activity Steps:

1-2. 
Explain that guests such as parents/guardians, mentors, business and community personnel, etc. are invited (Invitations should be sent much earlier than this session).  The facilitator or a student presents a brief overview of the program.

3. 
Explain that students, using their Personal Exploration Charts, Resume Worksheets, and the Community Charts, review with the guests their career exploration journeys.

4-7. 
Explain that each student will receive a Certificate of Completion, the guests are thanked for coming, and refreshments are served during informal visiting time.

APPENDICES

Training Overview:


• Life/Work Matrix


•  Glossary


•  Blueprint for Life/Work Designs Competencies and Indicators


•  The Real Game Series Coordinator Complementary Career Resource

Training Time: 30 minutes

Training Materials and Preparation:


Facilitator’s Guide

Training Activity:

1.
Inform the facilitators that updated information regarding the Blueprint for Life/Work Designs can be obtained from the website www.blueprint4life.ca, and that additional reference material regarding The Real Game Series can be obtained from www.realgame.com .

2. 
Discuss the glossary materials.  This material can be printed for the students and given 
to them in Unit One, Session One.

CONCLUSION

Training Overview:


•  receive certificates of completion of training


•  complete evaluation form

Training Time: 15 minutes

Training Materials and Preparation:


P certificates of completion of training to facilitators (signed)


P evaluation forms (two options provided in attachments)

Training Activities:

1. 
Host a question and answer period.

2. 
Distribute certificates of completion of training to facilitators.

3. 
Distribute evaluation form for participants to complete.

4. 
Thank participants for their time and interest and wish them well. Be sure to provide your contact information so they can check back with you later if they have questions or concerns.

ATTACHMENTS

1.
Adult Learning Principles

2.
Teacher Talk

3.
Suggestions for Implementation

4.
Evaluation Forms (two options available)

5.
Order Form

ADULT LEARNING PRINCIPLES

· Convey enthusiasm and an interest in your subject area;

· Establish an atmosphere of trust and respect;

· Foster curiosity and interest among diverse participant groups;

· Relate to participants with empathy, warmth, humour, openness, and encouragement.

· Effective trainers are able to recognize and “draw out” the creativity and unique strengths of different learners;

· Communicate high expectations and confidence in participants’ ability to learn;

· Appeal to a variety of perceptual learning styles;

· Be clear about instructional goals.  As one researcher notes: “if you’re not sure where you are going, you’re likely to end up someplace else”;

· Demonstrate content expertise; effective trainers are able to focus on critical concepts and major ideas. Trainers can facilitate the organization of new material by providing an organizational structure;

· Model expertise in communication skills

· Vary methods of presentation and instructional strategies; effective trainers are able to adapt successfully to unusual and problematic situations of practice (spontaneity and “thinking one one’s feet”);

· Understand the way in with participants try to interpret and understand concepts; effective trainers are also able to represent the subject matter in more diverse ways to participants with different levels of understanding. .

· Help participants transfer learning to new contexts by giving them a wide range of 
application opportunities.

· Relate subject material to the participants’ prior knowledge and to other subject areas;

· Help participants “build bridges from existing knowledge to new knowledge.”

· Use effective questioning strategies and encourage reflection and “problem finding”;

· Help participants develop comprehensive perception strategies and give them 
opportunities to master them; learning is facilitated when learners are aware of their 
strategies and can monitor their use;

· Be knowledgeable and creative in assessment and evaluation techniques/strategies;

· Be willing to learn from participants; the trainer is a co-inquirer and co-learner.  There 
is a recognition that teaching and learning are interdependent;

· Be “reflective practitioners”. Develop a “philosophy” or critical rationale for training.

TEACHER TALK

Teacher Talk is a strategy that is used after the completion of each unit in The Real Game Series.  The facilitator has participants at table groupings discuss the following from a teacher’s point of view:


- What are the positive aspects of this unit?


- Do you see any problem areas?


- If so, how would you resolve the areas of concern?

This strategy allows participants throughout the training to consider classroom application and the belief that other participants have tremendous problem-solving expertise and knowledge.  This strategy also fosters community building and networking.

Generally, allow approximately 5-8 minutes for these mini discussions.  However, be flexible depending on the needs of the group.

SUGGESTIONS FOR IMPLEMENTATION

· Can be team taught by several subject teachers.
· Lends itself to involvement of peer facilitators.

· Integrates readily with other subject areas, particularly language arts.

· Can be taught as a school initiated course.

· Can readily be linked to other exemplary career development and teaching resources.

· Can be taught as part of an existing personal/career development course.

THE BE REAL GAME

Training Workshop Evaluation

	Location:
	

	Date:
	



The Be Real Game

Implementation Workshop

Evaluation Form

____________________________________________________________________________









Fully


Not at All

To what extent were the workshop objectives met?

5
4
3
2
1


To what extent did this workshop meet your


5
4
3
2
1   expectations?

Indicate the level of your overall satisfaction with

5
4
3
2
1  

this workshop.

Comments:

Workshop Leader:





Excellent

Poor

Was the workshop leader knowledgeable?


5
4
3
2
1


Was the workshop leader organized?



5
4
3
2
1

Was the content presented in a logical manner?

5
4
3
2
1

Comments:

Workshop Publicity and Registration Process:

Excellent

Poor

Did you receive adequate and timely information

5
4
3
2
1

 about this workshop?

Was the registration/application process easy to

5
4
3
2
1

 understand?

Did you receive adequate confirmation


5
4
3
2
1

 information for this workshop?

How did you hear about this workshop? _____ Direct Mail _____ Co-Worker _____

   Administration _____ Newsletter _____ Other ___________________________

What suggestions do you have for improving this training?

How do you plan to use this program?
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I like:





Do less of:





Do more of:





I wish:





TIP:


Sector councils coordinate efforts in career planning and skill development within their respective industries.  Many of these sector councils have developed career awareness products for the school system � HYPERLINK http://www.councils.org) ��www.councils.org�








TIP:


Role Histories are intended to reinforce the transferability of skills.  Check out: The National Conference Board’s Employability Skills  � HYPERLINK http://www.conferenceboard.ca ��www.conferenceboard.ca�


The Essential Skills database from Human Resources Canada 


www15.hrdc-drhc.gc.ca/english/es.asp

















TIP:


Teachers can adapt this session to make it work for the class.  Job applications can be used for evaluation purposes.  Note – only measure something you have taught.





TIP:


The Monthly Budget Worksheet is a challenging activity;


you may want to have students do this in pairs.





TIP:


This session deals with the concept of change and adaptation. It provides the opportunity to discuss the different kinds of skills and the value of volunteerism





TIP:


The Brainstorm Spin Game can be modified into “Who Wants to be a Millionaire?”





TIP:


It is important to stress that in this session no one looses their job due to their own fault.  In the next session, all participants will get new jobs which will be better than their last job.





TIP:


Depending upon availability, facilitators may want to use other resources, i.e. Human Resources Development  Canada’s website


� HYPERLINK http://www.hrdc-drhc.gc.ca ��www.hrdc-drhc.gc.ca�








I value….





I would like….





I came expecting…..





I got….





TIP:  


Consider making file folders for each session.  Use different colour folders and paper or mark materials with different colours of magic markers to facilitate getting the materials back into the appropriate folder.











TIP:


Reinforce with facilitators that it is important to celebrate completion.  Certificates of Completion are important additions to portfolios and can be used for parent/teacher interviews.





TIP:


Parchment Certificates of Completion can be ordered from the  National Life/Work Centre 


1-888-533-5683
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