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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 Get Real Game presents Grades 11 and 12 students with a wide array of occupational possibilities and lets them simulate a five-year school-to-work transition as they try to achieve the occupational goal they have chosen. In-depth factual information is supplied for each option so that students can realistically explore different possible gateways to their goals including post-secondary education, various forms of on-the-job training, workplace experience, internship or apprenticeship, military service, volunteer and community work, entrepreneurship and self-employment. As they pursue their occupational goals, students learn how to budget their time, research their options, define their goals, plan a course of action and present themselves well in an interview.

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 borrow  the  appropriate  number  of  guides  from  the National Life/Work Centre by calling 1-888-533-5683.

· 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
THE GET REAL GAME

Implementation Workshop

Sample Training Agenda

 8:30 A.M.


Introductions





Information about changes in the world of work





Climate Setting – Transitions Power Point





Information about The Real Game Series




Intro on content of Facilitator’s Kit and Student Kit





Intro material from Get Real Facilitator’s Guide





Program summary 





Identify objectives for the specific training

 9:00 A.M.


Session One: Real Transition





Session Two: Real Jobs





Session Three: Real Gateways





Session Four: The Real Role

10:00 A.M.


Break




Session Five: The High School Spin Game 





Session Six: The Transition Spin Game





Teacher Talk
12:00 



Lunch

 1:00 P.M.


Session Six: The Transition Spin Game





Session Seven: Time and Transition

Session Eight: The Transition Spin Game





Session Nine: Time and Transition





Session Ten: Preparing for the Interview





Teacher Talk
 2:30 P.M. 


Break




Session Eleven: The Interview





Session Twelve: Preparing for Transition





Session Thirteen: Creating a Real Action Plan





Appendices, conclusion, evaluation, certificates





Teacher Talk (implementation suggestions)

 4:00 P.M.


Adjourn

        TRAINING TIPS

NOTE: Please notify the National Life/work Center about 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, name tags, tape: masking and transparent, scissors, blank transparencies, transparency 

pens, Blue Tac, Green Masking Tape

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

· Preparation: Attach The High Five Poster, the Work Clusters Selection Posters, and the 

Career Gateways Poster to the wall.

Trainer materials:

· Trainers will need one kit to use in training. 
· Trainees must have access to a Facilitator’s Guide.  Guides are available from the NLWC  at 1-888-533-5683.  DO NOT train without the kits.

· Where more than one person will be using the same kit during training, trainers will need to photocopy more of the handouts from the Reproducible Masters that are referenced in the training. Colour coding handouts increases efficiency.

· Have the trainees use their Facilitator’s Guide during the training, but they can 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 labor market information can be used and linkages to provincial standards should be presented.

Presentation tips:

· Workshop participants might be invited to participate in identifying objectives for the workshop. Some sample objectives might be:

Experience and become familiar with The Get Real Game

Build confidence in order to deliver The Get Real Game

Model processes used in the delivery of The Get Real Game

Share ideas about implementing The Get Real Game

· A process that could be used to ensure that workshop objectives are met and that any questions that participants have are answered is the “Parking Lot” strategy. The “Parking Lot” could be a piece of flip chart paper or a special graphic designed for the occasion. Participants use a sticky note record their objective and/or question and affix it to the Parking Lot.  The facilitator notes the “Parked” items and refers back to them at intervals over the course of the workshop.  Answering a “Parking Lot” question is a good way of re-focusing the group after a break.

· Provide tips on implementation and adaptations, based on experience or prior knowledge, as you proceed through the training. Put particular emphasis on success stories and dynamic implementation strategies.

· 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



connect with the audience by moving throughout the room

· 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.

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

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

· Build community by seeking permission to share participant contact information with the group.

· Be sure to allow time for the discussion of implementation strategies.

SAMPLE TRAINING TIME - THE GET REAL GAME
INTRODUCTION:

30 minutes

Introduction of participants




Information about changes in world of work




Climate Setting – Transitions PowerPoint




Information about The Real Game Series



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





the Facilitator’s Guide




Program Summary




Identify Objectives for the training

UNIT ONE:

15 minutes

Session One: Real Transition




overview, terms, Student Kits, Transitions Handout, Work Cluster 

Selection Posters, Work Cluster Selection Handout- Step A

20 minutes

Session Two: Real Jobs




Work Cluster Selection Handout-Step B and Step C

20 minutes

Session Three: Real Gateways

(TSO – Have participants summarize in pairs after reading about the activities in the Facilitator’s Guide) 




The High Five, group formation, Career Gateways Handouts, 

Career Gateways Biography, Work Cluster Selection-Step D and Step E

15 minutes

Session Four: The Real Role




Role Profiles, Sample Role Profile Transparencies

30 minutes

Session Five: The High School Spin Game

(TSO – Begin this activity just before the break with an option of having coffee while playing the game.)

the High School Spin Game, High School Transition Record, Upgrade Cards 

40 minutes

Session Six: The Transition Spin Game




the Transition Spin Game, Transition Record, networking

15 minutes

Session Seven: Time and Transition





firefighter time line example, Transition Time Line

40 minutes

Session Eight: The Transition Spin Game 

(TSO – Summarize how this activity builds on session six and focus on effective use of networking cards)




the Transition Spin Game, Transition Record, networking 

15 minutes

Session Nine: Time and Transition




firefighter time line example, Transition Time Line, interview goal

25 minutes

Session Ten: Preparing for the Interview

(TSO – Use a sample transition record and model how skills might be identified and how an interview might be prepared for.)

Essential Skills, Interview Goal Handout, prepare answers to interview questions

20 minutes

Session Eleven: The Interview




interviews

15 minutes

Session Twelve: Preparing for Transition

(TSO – If participants have access extensive resources which are already working, take this opportunity to list and refer to exemplary resources.)
Career Exploring Worksheet, Student Financial Aid Handout, Education & Training Handout, Employment Kit Checklist, Starting a Small Business Handout

15 minutes

Session Thirteen: Creating a Real Action Plan




Action Plan Guidelines, Action Planner Worksheet, Budget Plan

APPENDICES:

(TSO – Simply draw participants  attention to the appendices and encourage them to review them after the training.)

15 minutes

Game Specific Materials




Glossary

National Career Development Guidelines




National Standards for School Counseling Programs

Secretary’s Commission on Achieving Necessary Skills

CONCLUSION:

5 minutes

Implementation suggestions




Review of objectives

Wrap-up, certificates, evaluation

THE GET REAL GAME

Subject Crosswalk

13 SESSIONS

13-20 HOURS




Suggested



Activity Time
SUBJECT AREA
Session One: Real Transition



60 minutes

Personal/Career 

Session Two:  Real Jobs



60 minutes

Personal/Career

Session Three: Real Gateways


60 minutes

Personal/Career

Session Four:  The Real Role


60 minutes

Personal/Career

Session Five: The High School Spin Game

60 minutes

Personal/Career 

Session Six: The Transition Spin Game

60 minutes

Personal/Career

Session Seven: Time and Transition


60 minutes

Personal/Career

Session Eight: The Transition Spin Game 

60 minutes

Personal/Career

Session Nine: Time and Transition


60 minutes

Personal/Career 

Session Ten: Preparing for the Interview

60 minutes

Language Arts, 

Personal/Career

Session Eleven: The Interview


60 minutes

Language Arts, 

Personal/Career 

Session Twelve: Preparing for Transition

60 minutes

Personal/Career 

Session Thirteen: Creating a Real Action Plan
60 minutes

Math, 

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 noted.

General materials:

Easel and flip chart




Transparency pens

Tape: masking and transparent


Name tags

Overhead projector and screen


TRGS brochures, ordering information


Data Projector (for Transitions Power Point)

(1-888-533-5683)


Blank transparencies




Extra Facilitator Guides

Post-It Notes





Certificates of Completion

Evaluations

THE GET REAL GAME INTRODUCTION

	Transparencies:

Sample session to explain 

  structure pp. 51-55

Introductory Materials,  

  (Implementation Kit)


	Photocopies:

Agenda, (Implementation Kit), 

   one per participant

Introductory Materials, 

  (Implementation Kit), one per participant

Program summary, 

  (Implementation Kit), one per 

  participant


	OOther:

e High Five Poster (located in FacFacilitator’s Kit)




SESSION ONE: REAL TRANSITION

	Transparencies

Transition Handout
	Photocopies

Transitions Handout, one per   participant

Work Clusters  Selection Handouts, 2 pages, one set per 

   participant

	Other


SESSION TWO: REAL JOBS

	Transparencies

None
	Photocopies


None
	Other


SESSION THREE: REAL GATEWAYS

	Transparencies

Career Gateways Handout, 5 pages
	Photocopies:

The High Five Group Formation Cut-outs,


Career Gateways Handout, five pages, one set per group

Career Gateways Biography Handout, five pages, one five-page set


	Other:

The High Five Poster

Career Gateways Poster




SESSION FOUR: THE REAL ROLE

	Transparencies

Sample Role Profile
	           Photocopies

Role Profiles, two hundred pages

40-five-page sets
	Other


SESSION FIVE: THE HIGH SCHOOL SPIN GAME

	Transparencies

Playing the High School Spin Game

High School Transition Record


	Photocopies

Playing the High School Spin Game

High School Transition Record
	Other:

Spin Game Board

High School Cards, five sets

Upgrade Cards, five cards


SESSION SIX: THE TRANSITION SPIN GAME

	Transparencies:

Transition Record Guidelines

Firefighter Transition Record,

Playing the Transition Spin Game

Networking in the Game


	Photocopies

Transition Record, one per participant

Playing the Transition Spin Game Handout

Networking in the Game Handout,
	Other:

Transition Cards-Round One

Networking Cards




SESSION SEVEN: TIME AND TRANSITION

	Transparencies

Firefighter Transition Time Line
	Photocopies

Transition Time Line Handout
	Other


SESSION EIGHT: THE TRANSITION SPIN GAME 

	Transparencies

None
	Photocopies

None
	Other:

Transition Cards-Round Two



SESSION NINE: TIME AND TRANSITION

	Transparencies

Interview Goal Choices
	Photocopies

None
	Other:


SESSION TEN: PREPARING FOR THE INTERVIEW

	Transparencies

Essential Skills Handout


	Photocopies

Essential Skills Handout

Interview Goal Handout
	OOther:


SESSION ELEVEN: THE INTERVIEW

	Transparencies

None
	Photocopies

None
	Other


SESSION TWELVE: PREPARING FOR TRANSITION

	Transparencies

None
	Photocopies

None
	Other


SESSION THIRTEEN: CREATING A REAL ACTION PLAN

	Transparencies:

Action Planner Worksheet

Budget Plan
	Photocopies:

None
	Other:


APPENDIX

	Transparencies

None
	Photocopies

None
	Other:


CONCLUSION

	Transparencies

None
	Photocopies

Certificates of completion of training

Evaluation form
	Other:


The Get Real Game

Program Summary
Session One:

The Real Transition (60 minutes)

Students are introduced to The Get Real Game and being to choose the roles they will explore throughout the program.

Session Two:

Real Jobs (60 minutes)

Students narrow their preferences using a structured process to lift options from eight work clusters, eventually selecting roles they will assume for the balance of the program.


Session Three:
Real Gateways (60 minutes)

Students are introduced to The High Five principles, from the group in which they will experience the entire program, and learn about the concept of gateways from secondary school to their adult lives.


Session Four:
The Real Role (60 minutes)

Students receive an in-depth introduction to their chosen role profiles and learn how they will apply throughout The Get Real Game. They choose their characters’ education and training goals and make their final gateway choices.

Session Five:

The High School Spin Game (60 minutes)

Students explore the components of the Spin Game as they role-play a character attempting to graduate from high school. They have fun while dealing with real issues students face in high school.

Session Six:

The Transition Spin Game (60 minutes)

Students play the final round of the Transition Spin Game. It simulates experiences their characters will encounter during their first two to three years after high school. They are introduced to the concepts of career building and networking.


Session Seven:
Time and Transition – 1 (60 minutes)

Students reflect upon their work, education, training and personal and community experiences during their first two to three years after high school. They create time lines allocating periods of time to each experience.


Session Eight:
The Transition Spin Game – 2 (60 minutes)

Students play the second round of the Transition Spin Game. This simulates experiences their characters will have during their third to fifth year after high school. They further explore the concepts of career building and networking.

Session Nine:
Time and Transition – 2 (60 minutes)

Students reflect on the work, education, training and personal and community experiences their characters encountered in their third to fifth year after high school. They again create time lines, allocating a period of time to each experience then choose interview goals for their characters.

Session Ten:

Preparing For The Interview (60 minutes)


Students create scenarios for their characters to explain the acquisition of essential skills identified from their life/work experiences. They participate in work interviews within their groups, and their characters endeavour to achieve their interview goals. One student from each group is chosen for an interview b another group in the next session.


Session Eleven:
The Interview (60 minutes)

One student from each group is interviewed by another group to determine if he or she has acquired the required education, experience and skills to successfully achieve the interview goal. The entire class observes the five interviews which each lasts about five minutes.

Session Twelve:
Preparing For Transition (60 minutes)

Using knowledge gained from their Get Real Game experience, students prepare to create their own Real Transition Plan beginning with their first year after high school graduation.

Session Thirteen:
Creating a Real Action Plan (60 minutes)

Students create their own one-year Action Planner and Budget Plans. At the end of this session they receive Certificates of Completion.

The Get Real Game
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2002

THE GET REAL GAME INTRODUCTION

Training overview:


•  participate in introductions & climate setting (Transitions Power Point)


•  discuss changes in the world of work


•  receive information about The Real Game Series (brochures)

· Identify objectives for the specific training


•  review content of The Get Real Facilitator’s Kit and Student Kit


•  discuss introduction information in Facilitator’s Guide

Training Time: 90 minutes

Training Materials and Preparation:


Note: P = Print, T = Transparency, IK = Implementation Kit


Agenda (located in IK) (one per participant) 


P/T Introductory Materials (located in IK) (one per participant)


The High Five poster (located in Facilitator’s Kit)


T sample session to explain structure, pp. 17-21


P program summary (located in IK) (one per participant) 

Training Activities:

1.
Distribute the agenda to each participant.

2. 
Introduction of participants.

3.
Distribute the stapled packet of Introductory Materials and discuss 

information about changes in the world of work. Use transparencies as each item is discussed. (Note: A Time Saving Option may be to use the Transitions PowerPoint)


4. 
Discuss the information about The Real Game Series from the Introductory 

Materials.  Use transparencies as each item is discussed. (Note: A Time Saving Option might be to use The Real Game Series PowerPoint)




Program Features


Collaborative development



Purpose of The Real Game Series
Benefits of The Real Game Series

Accountability



Outcomes


Links to Present and Future

The Real Game Series Alignment


The High Five



Web Sites


The Real Game Series

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.  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 Get Real Facilitator’s Guide: site license, 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, Understanding the Terms, Adapting the Game, Linking with Other Exemplary Resources, Linking the Get a Life portfolio and The Get Real Game, Program Summary, Accountability, the Blueprint for Life/Work Designs Competencies Crosswalk, the Performance Review, and Pre-Preparation Notes.

7.
Distribute a copy of the Program Summary of The Get Real Game, and  discuss. 




Note: Brochures of The Real Game Series and of each of the games can be obtained free of charge from the NLWC.

SESSION ONE: REAL TRANSITON


Training overview:


•  introduced to The Get Real Game


•  discuss the concept of job, occupation, and career


•  introduced to the concept of transition


•  explore Work Clusters


•  begin to choose the roles they to explore

Training Time: 15 minutes

Training Materials and Preparation:


P/T Transitions Handout (one per participant)


Work Clusters Selection Posters (located in Facilitator’s Kit)


P Work Clusters Selection Handouts ( two pages, one set per participant)

Activity Steps (pp. 36-38):

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


Students will:



--embark on a career exploration journey



--will choose a life/work role and experience issues 

and aspects of 

   education and the world of work



--make many decisions that will affect their character’s

 lives



--deal with a variety of educational and life/work choices



--will learn that every decision in their life is a career 

decision



--use their experiences to prepare for a real life interview

2. 
Explain the definitions of job, occupation and career.

3.
Explain the contents and function of the Student Kits.

4-6.
Distribute the Transitions Handout. Place the transparency of the 

Transitions Handout on the overhead, and discuss the three stages of transition.

7-10.
Distribute the Work Clusters Selection Handout, and ask the participants 

to list on Step A the three clusters that are of interest to them after perusing the Work Clusters Selection Posters on the walls.

Note: Remind the participants to laminate their Work Cluster Selection Posters, so that they will last longer.  The Work Cluster Selection Posters can be mounted on the walls at this time or prior to the beginning of the training session.

SESSION TWO: REAL JOBS

Training overview:


•  narrow occupational choices


•  narrow job choices

Training Time: 20 minutes

Training Materials and Preparation:


None

Activity Steps (p. 44):

1-3.
Ask participants, after perusing the Work Clusters Selection Posters, to

choose three occupations that interest them on Step B of the Work Clusters Selection Handout. Discuss which clusters and occupations they have chosen.

4-7. Ask participants to complete Step C of the Work Clusters Selection 

Handout by choosing three jobs that interest them. Discuss which jobs they have chosen.  Explain that they can still change their choices; however, in the next session they will be making their final choice.

SESSION THREE: REAL GATEWAYS

Training overview:


•  introduced to The High Five principles


•  introduced to the concept of gateways


•  select final job choice

· (TSO –Have participants summarize in pairs after reading about the activities in the facilitator guide.)

Training Time: 20 minutes

Training Materials and Preparation:


The High Five Poster (located in Facilitator’s Kit)


Career Gateways Poster (located in Facilitator’s Kit)


P The High Five Group Formation Cut-outs (one per five participants)


P/T Career Gateways Handout (five pages, one set per group)


P Career Gateways Biography Handout (five pages, one five-page set)

Activity Steps (pp. 47-49):

Note: Remind the participants to laminate their High Five poster and the Career Gateways poster, so that they will last longer.  The High Five poster and the Career Gateways poster can be attached to the walls prior to the beginning of training or the beginning of this session.

1-2.
Discuss The High Five principles.

3. 
Distribute The High Five Group Formation Cut-outs to the participants, and arrange them in groups according to the drawn cut-out.

4-5.
Distribute the Career Gateways Handout (five pages) to each participant,

and discuss each gateway.  Refer them to the Career Gateways Poster which contains the same information.

6-8.
Distribute one page of the Career Gateways Biography to each group.  Ask each group to read it and identify the first gateway of the biography character and the other gateways that the character used.  Also, ask them to cite examples of The High Five principles in the biography character’s life.  This information is then presented to the group at large.

9-11. Ask participants to complete Step D of the Work Clusters Selection Handout by indicating their final job selection.  Explain that the students would then complete Step E in which they write the information that they currently know about that job.

Note: More than one student may choose the same job.  This is perfectly acceptable and does not have any negative impact on the rest of the game.

Explain that the facilitator collects the students’ Work Cluster Selection Handouts in order to photocopy the appropriate Role Profiles for the next session in which they will be playing the High School Transition Spin Game.

Note: Remind the participants to laminate The High Five Poster and the Career Gateways Poster, so that they will last longer.  They can be mounted on the walls at this time or prior to the Beginning of the training session.

SESSION FOUR: THE REAL ROLE

Training overview:


•  review content of Role Profiles


•  select a beginning gateway

Training Time: 15 minutes

Training Materials and Preparation:


P Role Profiles (five pages, one set per participant)

(The specific Role Profile will depend upon the participant’s choice from the previous session.) 

T Sample Role Profile Transparencies (five transparencies, located in 

    
Facilitator’s Kit)

Activity Steps (pp. 60 - 63):

1-3. 
Distribute a copy of the selected Role Profile to the participants and explain that their goal will be to get their character through high school and also through the transition years from high school to five years after high school.

4. 
Display the Sample Role Profile Transparency page 1 on the overhead projector and review the contents.

5.
Display the Sample Role Profile Transparency page 2 on the overhead projector and review the contents.

6.
Display the Sample Role Profile Transparency page 3 on the overhead projector and review the contents.

7.
Display the Sample Role Profile Transparency page 4 on the overhead projector and review the contents.

8.
Display the Sample Role Profile Transparency page 5 on the overhead projector and review the contents.

9-10.
Draw the participants attention to page 2 of their own Role Profiles, and ask them to read the education and training choices for their character.

11-14.
Draw the participants attention to page 3 of their own Role Profiles, and ask them to read about the career gateways available to their character and to check their beginning gateway on page 3.

SESSION FIVE: THE HIGH SCHOOL SPIN GAME

Training overview:


•  play the High School Spin Game


•  attempt to get a group character successfully through high school


•  complete a High School Transition Record

· (TSO – Begin this activity just before the break with an option of having coffee while playing the game.)
Training Time: 30 minutes

Training Materials and Preparation:


Spin Game Board (located in Facilitator’s Kit)


High School Cards (five sets, located in Facilitator’s Kit)


Upgrade Cards (five cards, located in Facilitator’s Kit)


P/T Playing the High School Spin Game Handout (one per group)


P/T High School Transition Record (one per group)

Activity Steps (pp. 71 - 73):

1-4. 
Distribute to each group a Spin Game Board, a set of High School Cards an upgrade card, and a High School Transition Record.  Explain that the object is to work as a group to get one of the group’s characters through high school graduation and to use the Role Profile as a source of information in making decisions. The High School Spin Game will demonstrate the connections between school courses, work experiences, volunteering, and future occupations; will provide an opportunity to work together as a team and to make decisions; and will model the rules of the play of the game for later sessions.

5. 
Distribute a Playing The High School Spin Game Handout to each group, and using the transparency, review the contents.

6-7. 
Ask each group to place the four categories of High School Cards on the 

table around the Spin Game Board.  Ask one participant in each group to spin the arrow, and the participant that the arrow points to becomes the role character that the group will help to graduate from high school.

8-9. 
Role play the High School Spin Game, following the rules given on the handout.  However, due to time constraints in training, each participant will only have four spins.

10-11. Explain to the participants that in the game 10 spins are completed, and 

then the determination is made as to whether the chosen group character has attained the necessary credits to graduate from high school.  If the character has the required credits, then the upgrade card is used to obtain honors for the character in any subject chosen. If the character has not achieved graduation, then the upgrade card is used to plan a way for the character to graduate through evening classes, adult education, etc. 

12-16. Explain that all of the choices made in The High School Spin Game are 

entered onto the High School Transition Record and the spin game materials are collected.  Explain that each of the students will then create a high school history to support their own character, and on page 2 of the individual Role Profiles, they will complete the High School Education & Training section, and on page 4, they will complete the High School Years Life/Work section.  These experiences will be used in a later session when they participate in an interview.

SESSION SIX: THE TRANSITION SPIN GAME

Training overview:


•  play the first round of the Transition Spin Game 


•  complete a Transition Record


•  practice networking

Training Time: 40 minutes

Training Materials and Preparation:


P/T Transition Record (one per participant)


T Firefighter Transition Record Transparency (located in Facilitator’s Kit)


P/T Playing the Transition Spin Game Handout (one per group)


Transition Cards-Round One (located in Facilitator’s Kit)


P/T Networking in the Game Handout (one per participant)


Networking Cards (located in Facilitator’s Kit)

Activity Steps (pp. 79 -81):

1-3. 
Distribute a Transition Record to each participant. Place the Firefighter Transition Record Transparency on the overhead, and review the sections.  Explain that the Essential Skills section will be completed later.  

4-5.
Ask participants to refer to the Post-secondary Education & Training, page 2, to review the choices and to write their initial choice on the Transition Record.  Ask them to also write their gateway choice from page 3  on the Transition Record.

6. 
Distribute  to each group a Playing the Transition Spin Game Handout and review the rules on the handout. 

7.
Distribute to each group a Spin Game Board and a set of Transition Cards-Round One.

8.
Review  the contents of the Networking in Life Handout, located on page 92 of the Facilitator’s Guide.  Distribute a Networking in the Game Handout to each group and review the contents. 

9-11.
Role play the Transition Spin Game with four spins for each participant, following the rules of the game.

12-14.
Distribute to each participant one Networking Card and give the participants time to network.  Remind them that any new experiences gained through networking need to be written on the Transition Record. 

15.
Collect the Transition Cards-Round One. 

Note:  Point out the Optional Activity on page 81.

SESSION SEVEN: TIME AND TRANSITION

Training overview:

•  take stock of the work, education and training, and personal and 

   community experiences


•  create a time line, allocating a period of time to each of the experiences

Training Time: 15 minutes

Training Materials and Preparation:


P Transition Time Line Handout (one per participant)


T Firefighter Transition Time Line Transparency (located in Facilitator’s 

   
Kit)

Activity Steps (p. 90 - 91):

1-2. 
Distribute a Transition Time Line Handout to each participant.  

3-6. 
Display the Firefighter Transition Time Line Transparency on the overhead, and explain how the life/work experiences will be put in a logical time perspective. 

7. 
Ask participants to create their own Transition Time Lines. 

SESSION EIGHT: THE TRANSITION SPIN GAME

Training overview:


•  play the second round of the Transition Spin Game 


•  complete a Transition Record


•  practice networking

· (TSO – Summarize how this activity builds on session six and focus on effective use of networking cards.)
Training Time: 40 minutes

Training Materials and Preparation:


Transition Cards-Round Two (located in Facilitator’s Kit)

Activity Steps (pp. 95 - 96):

1-3. 
Distribute the Transition Cards-Round Two to each 

group.  Since they still have the Networking Cards from the first round, there is no need to re-distribute them.

4-6. 
Role play the Transition Spin Game with four spins for each participant, following the rules of the game.

7-9.
Ask the participants to use their Networking Cards as needed, and give them time to network.  Remind them that any new experiences gained through networking need to be written on the Transition Record. 

10.
Collect the Transition Cards-Round Two, the Networking Cards, and the Spin Game Boards. 

SESSION NINE: TIME AND TRANSITION

Training overview: 

•  take stock of the work, education and training, and personal and 

   community experiences


•  create a time line, allocating a period of time to each of the experiences


•  identify an interview goal

Training Time: 15 minutes

Training Materials and Preparation:


Interview Goal Choices Transparency (located in Facilitator’s Kit)

Activity Steps (pp. 98 - 100):

1-5. 
Display the Firefighter Transition Time Line Transparency on the overhead, and explain how the life/work experiences will be put in a logical time perspective. 

6. 
Ask participants to create their own Transition Time Lines. 

7.
Display the Interview Goals Choices Transparency on the overhead projector and discuss the options.

8-10. Return the Firefighter Transition Time Line Transparency to the overhead, discuss the options available, and select an interview goal.

11.  
Return the Interview Goal Choices Transparency to the overhead,  

ask the participants to select their own interview goal and to write it on their Transition Record.

12-13. Explain that the students will hand in their Transition Records to determine how many copies of each Interview Goal Handout need to be made.

SESSION TEN: PREPARING FOR THE INTERVIEW

Training overview:


•  identify essential skills from life/work experiences


•  select a participant to be interviewed


•  prepare for the interview

· (TSO – Use a sample transition record and model how skills might be identified and how an interview might be prepared for.)
Training Time: 25 minutes

Training Materials and Preparation:


P/T Essential Skills Handout (one per participant)


P Interview Goal Handout (three types, one set per group)

Activity Steps (pp. 103 - 104):

1-3. 
Distribute the Essential Skills Handout, and review the contents.

4. 
Display the Firefighter Transition Record Transparency on the overhead, and demonstrate how the life/work experiences relate to the acquired essential skills.

5-6. 
Ask the participants to list those essential skills that they have acquired from each of their character’s life/work experiences.  Remind them that these skills will need to be justified during the interview. 

7. 
Distribute a set (three pages) of the Interview Goal Handout to each group.  Explain that in the classroom, each student will receive only one page of the Interview Goal Handout that directly corresponds to the goal listed on the Transition Record.  Refer them to the Preparation information on page 109.

8-9.
Ask participants to write the answers to the interview questions on a 

separate sheet of paper.  Explain that the students would then interview each other as a practice for the next session.

10-11. Ask the group to select one person from that group to be interviewed in the next session.  This selection can be done through volunteering, voting, or spinning the Spin Game Board.

12.
Explain that the Role Profiles, Time Lines, Transition Records, and Interview Goal Handouts of the students to be interviewed are collected, so that copies can be made of them to be given to the interviewing group.  For the purpose of training, no photocopies will be made; the interviewee and the interviewing group will simply share the materials.

SESSION ELEVEN: THE INTERVIEW

Training overview:


•  interview one person from each group

Training Time: 20 minutes

Training Materials and Preparation:


None

Activity Steps (pp. 108 - 109):

1-4. Give each group the interviewee’s Role Profiles, Time Lines, transition Records, and Interview Goal Handout, and allow them a few minutes to prepare for the interview.  Explain that the students to be interviewed will have their original copies of the same forms and will also have a few minutes to prepare.

6-7. 
Role play at least two or more participants (depending upon time available) conducting their interview with the group.  These interviews are done one at a time in front of the group as whole.  Following each interview, the group decides if the interviewee is qualified for the goal that he/she is seeking.

SESSION TWELVE: PREPARING FOR TRANSITION

Training overview:


•  examine the Career Exploring Worksheet


•  examine the Student Financial Aid Handout


•  examine the Education & Training Checklist Handout


•  examine the Employment Kit Checklist


•  examine the Starting a Small Business Handout

· (TSO – If the participants have access to extensive resources which are already working, this is an opportunity to list and refer to exemplary resources.)
Training Time: 15 minutes

Training Materials and preparation:


None

Activity Step (pp. 111 - 112):

1-2. 
Explain that role playing portion of the game is over, and in this session the students will create their own one-year transition plans.

3-4.
Refer participants to page 113 to examine the Career Exploring Worksheet that students will complete.

5-6.
Explain that the students will each select a goal and a gateway or combination of gateways before creating their one-year transition plan. Discussion will follow regarding the choices made and the reasons for those choices.

7-12.
Refer participants to pages 114-117 to examine the Student Financial Aid Handout, the Education & Training Checklist, the Employment Kit Checklist, and the Starting a Small Business Handout.  Explain that students will complete the forms that apply to their specific choices of goals and gateways.

SESSION THIRTEEN: CREATING A REAL ACTION PLAN

Training overview:

•  examine the Action Plan Guidelines


•  examine the Budget Plan


•  examine the Action Planner Worksheet

Training Time: 15 minutes

Training Materials and Preparation:


T Action Plan Worksheet


T Budget Plan

Activity Steps (pp. 119 - 120):

1-2. 
Refer participants to the Action Plan Worksheet on page 122, and explain that the students will read and review this material.

3. 
Display the transparency of the Action Plan Worksheet (p. 122), and explain that students will complete this form.

4. 
Display the transparency of the Budget Plan (p. 121), and explain that students will complete this form, using the information on their Action Plan Worksheet. 


Note: An option is to complete the Budget Plan before completing the Action Plan Worksheet.

5-6. 
Explain that students will receive a second copy of the Action Plan Worksheet, so that they have one to adjust and update their plans as they change.  The information on the first copy of the Action Plan Worksheet is then transferred to the inside of the Student Kit to serve as a reference point.

7.
Explain that each student will receive a signed Certificate of Completion.

APPENDICES

Training overview:


•  review of Game Specific Materials


•  review glossary material


•  review of Blueprint for Life/Work Designs Indicators for   High School

(TSO – Simply draw participants attention to the appendices and encourage them to review them after the training.)

Training Time: 15 minutes

Training Materials and Preparation:


None

Training Activity (pp. 127-163):

1.
Discuss the Work Clusters and Role Profile Occupational Titles and the letter to Parents/Guardians in Appendix A.

2. 
Discuss the glossary materials in Appendix B.

3.
Discuss with the participants the Blueprint for Life/Work Designs Competencies and Indicators in Appendix C.

CONCLUSION

Training overview:

· brainstorm implementation suggestions 
· review specific training objectives
· receive certificates of completion of training

· complete evaluation form

Training Time: 5 minutes

Training Materials and Preparation:

P Certificates of completion of training to facilitators (signed), (located in     

    
TK) (one per participant)


P Evaluation forms (two options provided in attachments)

Training Activities:

1.
Brainstorm suggestions for implementation

2. 
Review training objectives 

3.
Host a question and answer period. 

4. 
Distribute certificates of completion of training to facilitators.

5. 
Distribute evaluation form for participants to complete.

6. 
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 GET REAL GAME

Training Workshop Evaluation

	Location:
	

	Date:
	



The Get 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:  


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:


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:


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





I value….





I would like….





I came expecting…..





I got….
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