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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 Real Game gives Grades 7 and 8 students the opportunity to explore adult realities such as taxes, living expenses, workplace environments and unexpected emergencies. Students role-play adults in randomly assigned occupational roles and see how schoolwork relates to occupational choices and, therefore, to lifestyle and income. Delving deeper into their roles, students learn how to budget time and money and see the value of a balanced lifestyle, community involvement and lifelong learning. An exciting transition scenario illustrates the importance of adaptability and introduces the concept of transferable skills. By the end of The Real Game students realize that satisfaction in work is a priority issue in life and that it is an outcome that they can achieve by making the choices that are right for them. 

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 Trainer’s 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 REAL GAME

Implementation Workshop

 Sample Agenda

8:30 a.m.

The Real Game Introduction

 9:00 a.m.

Unit One Session One:  Foundations




Session Two:  The Spin Game




Unit Two Session One:  The Dream

10:20 a.m.

Break

10:30 a.m.

Session Two:  What’s My Line?




Session Three:  Who Am I? Who Are You?




Session Four:  Reality Check




Session Five: Building Blocks




Teacher Talk

12:00 noon

Lunch

 1:00 p.m.

Unit Three: Session One:  After Work




Session Two:  Getting Away




Session Three:  Spin It Again




Unit Four: Session One:  Fair Play




Session Two:  Think Again




Session Three: The Pink Slip




Session Four: Transitions




Teacher Talk

 2:45 p.m.

Break

 3:00 p.m.

Unit Five: Session One:  The Big Picture




Session Two: Follow Your Heart




Session Three: Career Day




Session Four: Wrap-up




Appendices, conclusion, evaluation, certificates




Teacher Talk (Implementation suggestions)

 4:00 p.m.

Adjourn

TRAINING TIPS

Note:  Please notifiy 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 (2 groups of 5)

· Room set-up:  round tables of 5, table for handouts, table for overhead and trainer use, registration table, if needed.

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

· Preparation: attach the High Five Poster and the Town Map 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.
· 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.

· It is helpful to have the Town Map laminated, as students will be taping items on it. It is also helpful to laminate the back of the High Five poster as it is put up and taken down, the back rs thin.

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.

· Remind facilitators that pagers and cellular phones are disruptive to the other trainees.  Any calls must be made or taken during the breaks and outside the training room.

· 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.  Always end on time.

· Provide a participant list with all contact information to each trainee so that they can network with each other.

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

SAMPLE TRAINING TIME – THE REAL GAME
30 minutes

Introduction of participants





Information about changes in world of work





Information about The Real Game Series
Introductory material from The Real Game Facilitator’s Kit and Facilitator’s Guide

15 minutes

Unit One: Session One:  Foundations

20 minutes

Session Two:  The Spin Game

15 minutes

Unit Two: Session One:  The Dream

15 minutes

Break

30 minutes

Session Two: What’s My Line?

30 minutes

Session Three:  Who Am I? Who Are You?

20 minutes

Session Four:  Reality Check

10 minutes

Session Five:  Building Blocks

60 minutes

Lunch

20 minutes

Unit Three: Session One:  After Work

20 minutes

Session Two:  Getting Away

 5 minutes

Session Three:  Spin It Again

15 minutes

Unit Four: Session One:  Fair Play

15 minutes

Break

20 minutes

Session Two:  Think Again

15 minutes

Session Three:  The Pink Slip

10 minutes

Session Four: Transitions

10 minutes

Unit Five: Session One: The Big Picture

 5 minutes

Session Two: Follow Your Heart

 5 minutes

Session Three: Career Day

 5 minutes

Session Four: Wrap-up

15 minutes

Appendices

30 minutes

Conclusions / Questions and Answers / Evaluations
THE REAL GAME

SUBJECT CROSSWALK

Five Units - 10 Sessions

20-25 hours





Suggested








Activity Time

Subject Area

Unit One: Session One: Foundations


30-40 minutes

Language Arts











Personal/Career

Unit One: Session Two: The Spin Game

30-40 minutes

Personal/Career











Technology,











Arts











Social Studies











Math











Language Arts

Unit Two: Session One: The Dream


40-60 minutes

Math











Social Studies

Unit Two: Session Two: What’s My Line?

50 minutes

Personal/Career











Technology











Arts











Math











Language Arts

Unit Two: Session Three:Who Am I? Who Are You? 40-60 minutes
Personal/Career











Social Studies











Language Arts




Unit Two: Session Four: Reality Check

80-100 minutes
Math











Technology

Unit Two: Session Five: Building Blocks

80-100 minutes
Math











Social Studies











Arts











Technology

Unit Three: Session One: After Work


80-100 minutes
Social Studies











Math











Arts

Unit Three: Session Two: Getting Away

120-140 minutes
Social Studies











Language Arts











Math











Arts











Technology

Unit Three: Session Three: Spin It Again

30-40 minutes

Personal/Career











Technology











Arts











Social Studies











Math











Language Arts

Unit Four: Session One: Fair Play


60 minutes

Social Studies











Personal/Career











Language Arts

Unit Four: Session Two: Think Again


80-100 minutes
Personal/Career











Social Studies

Unit Four: Session Three: The Pink Slip

60-80 minutes

Social Studies











Language Arts











Arts











Technology

Unit Four: Session Four: Transitions


120-160 minutes
Social Studies











Language Arts











Arts











Technology

Unit Five: Session One: The Big Picture

60-80 minutes

Personal/Career











Arts

Unit Five: Session Two: Follow Your Heart

60 minutes

Personal/Career











Social Studies











Language Arts

Unit Five: Session Three: Career Day

1 hour to all day
Personal/Career











Language Arts

Unit Five: Session Four: Wrap-up


60-80 minutes

Personal/Career











Technology











Arts











Social Studies











Math











Language Arts

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

Coloured markers

Scissors




Name tags

Overhead projector and screen

Calculators

Blank transparencies



TRG brochures and ordering information
Extra Facilitator Guides


(1-888-533-5683)




Glue sticks




Post-It Notes





Parking Lot Visual



Evaluations

Certificates of Completion

THE REAL GAME INTRODUCTION

	Transparencies

Introductory materials (Implementation Kit)

The High Five Principles

Sample TRG Session (pp 39-42)
	Photocopies

Agenda (Implementation Kit)

Introductory Materials

Program Summary

Crosswalk of TRG to Blueprint
	Other

TRGS Brochures

Ordering information



UNIT ONE: LEARNING A LIVING

SESSION ONE: FOUNDATIONS

	Transparencies:

The High Five Principles 

   (FK pp 22-23)

Sample TRG Session pp 39-42
	Photocopies:

None
	Other:

TRGS Brochures

Ordering information


SESSION TWO: THE SPIN GAME

	Transparencies:

The Spin Game
	Photocopies:

None
	Other:

Question and Answer Cards


UNIT TWO: MAKING A LIVING

SESSION ONE: THE DREAM

	Transparencies :

None
	Photocopies :

Wish List, one set per participant
	Other :


SESSION TWO: WHAT’S MY LINE?

	Transparencies:

Sample Occupational Profile


	Photocopies:

Occupational Profiles

Sample Business Card 

   Handout
	Other:


tc \l1 "Session Two: What’s My Line?
tc \l1 "SESSION THREE: WHO AM I? WHO ARE YOU?
	Transparencies:

None
	Photocopies:

Who Am I? Who Are You?

Blank Job Profile
	Other:

Activity Poster


SESSION FOUR: REALITY CHECK

	Transparencies:

None


	Photocopies:

Monthly Budget

Monthly Expenses

Wish List From Session One
	Other:

Chance Cards

Calculators


SESSION FIVE: BUILDING BLOCKS

	Transparencies:

None
	Photocopies:

Handouts from previous  

    session
	Other:

Activity Posters and markers




UNIT THREE: QUALITY OF LIFE

SESSION ONE: AFTER WORK

	Transparencies:

Where does all the time go?

Time For Me!
	Photocopies:

Where Does All The Time Go?

Time For Me!

So Much To Do
	Other:

Activity Posters, Dream Clouds


SESSION TWO: GETTING AWAY

	Transparencies:

Holiday Portfolio
	Photocopies:

Holidays (3 pages)

Holiday Portfolio (1 per group)
	Other:


SESSION THREE: SPIN IT AGAIN

	Transparencies:

None
	Photocopies:

None
	Other:

Spin Game Materials


UNIT FOUR:  CHANGES & CHOICES
SESSION ONE: FAIR PLAY

	Transparencies:

Man’s Work or Women’s Work?

Reflecting On Gender Facts


	Photocopies:

Man’s Work or Women’s Work?

Reflecting On Gender Facts

Gender Equity Facts & Figures

Gender Equity Proclamation
	Other:


SESSION TWO: THINK AGAIN

	Transparencies:
	Photocopies:

Think Again
	Other:


tc \l1 "Session Two: Thumbs Up or Down?
SESSION THREE: THE PINK SLIP

	Transparencies:

None
	Photocopies:

Pink Slips, 4 slips or 1 slip

 Per group, hand made

What Do I Do Now?

Resumé
	Other:


SESSION FOUR:  TRANSITIONS

	Transparencies:

None
	Photocopies:

Work Projects (4 pages)
	Other:

Props for Project Coordinators

The High Five Poster


UNIT FIVE: THE PERSONAL JOURNEY

SESSION ONE: THE BIG PICTURE

	Transparencies:

Circle of Life
	Photocopies:

Circle of Life

Time Line
	Other:


SESSION TWO: FOLLOW YOUR HEART

	Transparencies:

None


	Photocopies:

My Ideal Job Profile 

   (inside student folder)
	Other:




SESSION THREE: CAREER DAY

	Transparencies:

None
	Photocopies:

None
	Other:


SESSION FOUR: WRAP UP

	Transparencies:

None
	Photocopies:

The Real Game Diploma
	Other:


APPENDICES

	Transparencies:

None
	Photocopies:

None
	Other:


CONCLUSION

	Transparencies:

None
	Photocopies:

Certificates of Training

Evaluation Form
	Other :


The Real Game

Program Summary

UNIT ONE: Learning A Living

Session One:

Foundations: (30-40 minutes)

Students are introduced to The Real Game and a number of key definitions. They complete a survey that measures their base-line understanding of the world of work and career development.

Session Two:

The Spin Game (30-40 minutes)

Students are formed into the groups that they will stay in for the duration of the game. They play the first round of The Spin Game in which they begin to explore the relationship between their school studies and the world of work.

UNIT TWO: Making A Living

Session One:

The Dream (40-60 minutes)

Students explore and express their dreams by choosing lifestyle items (house, vehicles, leisure equipment) they wish to have and leisure activities they wish to pursue in their adult lives.

Session Two:

What’s My Line? (50 minutes)

Students are introduced to the occupation roles they will assume and explore during the program.

Session Three: 
Who Am I? Who Are You? (40-60 minutes)

Students familiarize themselves with at least one other student’s role and start to build up information on their Activity Poster.

Session Four: 
Reality Check (80-100 minutes)

This is a critical point in the game. Students explore the relationship between their Wish List choices and what the incomes from their assigned jobs will allow them. They balance their budgets and discover the effects of chance occurrences. Students will be doing calculations, reviewing their Dream Clouds and making decisions about what they can and can’t afford.

Session Five: 
Building Blocks (60-80 minutes)

Students externalize their budgetary choices and their realistic and Dream Cloud choices by adding these to the Activity Posters attached to the classroom walls. Students create and name their streets and neighbourhoods, create a town name, and, in their occupational roles, meet and greet each other as members of their town.

UNIT THREE: Quality of Life

Session One:

After Work (80-100 minutes)

Students discover how they spend the hours in a typical week, and make choices about leisure time activities.

Session Two:

Getting Away (120-140 minutes)




Working in groups, students plan, budget and prepare for a holiday.

Session Three: 
Spin It Again (30-40 minutes)

The Spin Game is played again to help students review the material covered in the first three units.

UNIT FOUR: Changes and Choices

Session One:

Fair Play (60 minutes)

Students complete written and discussion exercises to explore their attitudes and preconceptions about gender stereotypes. They all sign a gender equity proclamation for their classroom.

Session Two:

Think Again (80-100 minutes)

Students complete exercises and make comparisons that help them determine what they like and don’t like about the occupation they have been given. They think about other occupations and work styles which might suit them better.

Session Three: 
The Pink Slip (60-80 minutes)

A number of students lose their jobs. With their groups they explore why this happened and examine their options for dealing with it. Students prepare to create individual resumes to apply for new jobs. This topic needs careful preparation and handling by the facilitator.

Session Four:
Transitions (120-160 minutes)

Students explore the concept of transition and use their transferable skills to find and secure new work.

UNIT FIVE: The Personal Journey

Session One:

The Big Picture

Students create a graphic representation of their lives, projecting into the future. This exercise illustrates and reinforces the concept that a career comprises the sum total of events in a person’s life.

Session Two:

Follow Your Heart (60 minutes)

Students complete their dream job profile, using the Think Again! Worksheet and group discussion.

Session Three: 
Career Day (1-5 hrs)

Adults from outside the school talk about their careers and answer questions from the class, allowing students to explore how what they have learned and experienced in their classroom society related to real people in the world of work.

Session Four:
Wrap-Up (60-80 minutes)

Students complete the What I Know About The World of Work Survey, play The Spin Game a final time, and receive graduation diplomas from the program.
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Training overview:

•  participate in introductions

•  discuss changes in the world of work

•  receive information about The Real Game Series
•  review content of The Real Game 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 Implementation Kit)

P/T Introductory Materials (received at training)

Brochures of The Real Game Series and ordering information

T or hand-made poster of The High Five Principles 

(Facilitator’s Guide, pp. 22-23) 

T sample session to explain structure, Facilitators Guide, pp. 39-42) 

P program summary (located in Implementation Kit)

P Crosswalk of The Real Game to the Blueprint for 

Life/Work Designs 

   (Facilitator’s Guide p. 32)

Training Activities:

1.
Distribute the agenda to each participant.

2. 
Introduce participants.

3. 
Discuss the Introductory information about changes in the world of 


work and The Real Game Series from the Introductory Materials. Use 


the Transitions PowerPoint presentation.

4. 
Distribute the Kits.

5. 
Explain contents of Facilitator’s Kit and Student Kit. 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 Real Game Facilitator’s Guide: site license; The Goal; Role of the Teacher; How it Works; The Sessions (use the transparency to demonstrate the components in each session); Adapting The Game, Understanding the Terms; The High Five Principles.

7. Distribute the Blueprint for Life/Work Designs brochure

8.
Generate specific workshop goals, unanswered questions, etc. and use the Parking Lot strategy to make sure that the participants goals are met before the end of the training session

UNIT ONE: LEARNING A LIVING

Session One: Foundations

Training overview:

•  introduce The Real Game
•  review  What I Know About The World Of Work”

•  define the terms: Job, Occupation, Career

•  discuss The High Five

•  peruse the glossary

Training Time: 15 minutes

Training Materials and Preparation:

T The High Five (Facilitator’s Guide and poster)

Activity Steps (pp. 40-41):

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

Students will:

--embark on a journey of career exploration

--assume an occupational role in order to explore and experience issues     and aspects of adult life and the world of work.  

--earn and spend money

--take holidays

--participate in community life

--learn about job loss

2. 
Explain the evaluation questionnaire, What I Know About The World Of Work 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: Job, Occupation, and Career, that are explained to the students in Activity 3. Refer to the Glossary (pp. 179-185) in the Appendix.

4. 
Introduce and explain The High Five (pp. 22-23)

Note: Point out the optional activity that suggests a master list of occupations be compiled during the game.

UNIT ONE: LEARNING A LIVING

Session Two: The Spin Game

Training overview:

•  learn terminology relating to the world of work by playing 

The Spin Game

Training Time: 25 minutes

Training Materials and Preparation:

Spin Game (transparency located in Facilitator’s Kit)

Question & Answer Cards (located in Facilitator’s Kit)

Activity Steps (pp. 51-52):

1-2. 
Divide the group into groups of four to five people.  


Note: Within the classroom, these groups can be maintained throughout the game.  Therefore, care needs to be taken in forming these groups, either randomly or predetermined.  Display the transparency of The Spin Game.  

3-5.
Ask each team to send a representative to the overhead to spin the arrow that will determine the category of the question for that group.  The team arrives at a group consensus as to the answer for the question.  For each correct answer, place a sticker on the team’s track.  Subsequent groups then follow the same process.

Note: For training purposes, each group may have one to two turns.  Within the classroom, the numbers of turns will be determined by the time available.  Scores will be cumulative throughout The Real Game as The Spin Game is played two more times.

UNIT TWO: MAKING A LIVING

Session One: The Dream

Training overview:

•  explore dreams and values

•  identify essential requirements for daily living

Training Time: 15 minutes

Training Materials and Preparation:

P Wish List (one set per participant)

Activity Steps (pp. 58-59):

1-4. 
Distribute Wish Lists to participants, and ask them to select all the items that they would dream of having.  Those items selected should be marked and also noted as to own or rent, new or used.

Note:  Within the classroom, the items on the Wish Lists can be localized by using newspapers, real estate guides, flyers, etc.

5-6.
Explain that, within the classroom setting, the Student Kits are distributed at this time.

UNIT TWO: MAKING A LIVING

Session Two: What’s My Line?

Training overview:

•  receive Occupation Profile

Training Time: 30 minutes

Training Materials and Preparation:

P Job Profiles (one per participant, located in Facilitator’s Kit)

T Sample Occupational Profile (choose any one)

Activity Posters (included in Student Kit)

Activity Steps (pp. 68-71):

1. 
Explain that the occupations will be assigned randomly.  

2. 
Spread the Occupation Profiles face down on a table, and ask participants to draw one.

3-4. 
Review the information on the profiles, and refer them to the Day in the Life exercise.

Note: Refer participants to p. 175, and discuss the collation order of the Occupation Profiles.  Review the breakdowns of occupations by education, income, work styles, and job loss cause.

UNIT TWO: MAKING A LIVING
Session Three: Who Am I? Who Are You?
Training overview:
•  become familiar with other student’s jobs 

•  update budget information by graphing on the Activity Poster

Training Time: 30 minutes

Training Materials and Preparation:

P/T Who Am I? Who Are You?

P/T Blank Job Profile

Activity Posters

Activity Steps (pp. 78-79):

1-5 Transfer occupational information from profile to Activity Poster. If participants will not receive student kits that include the poster, have them create their own. Have them graph budget information on the poster, create dream clouds above their posters and attach them to the wall. 

6.
Give brief oral introductions of occupations and hold a neighbourhood party. Have participants complete the Who Am I? Who Are You? As a way of getting to know their neighbours.

UNIT TWO: MAKING A LIVING

Session Four: Reality Check

Training Overview:

. .discuss the budget and its relationship to the Wish List.

.  modifications will be made on the basis of the real financial situation

Training Time: 20 minutes

Training Materials and Preparation:

P/T Monthly Budget

P/T Monthly Expenses

Chance Cards

Wish List


Calculators

Activity Steps (pp. 85-87):

1-5.
Complete the Monthly Budget and Monthly Expenses sheets. Determine which budgetary choices can be afforded and which must be placed in the Dream Clouds above the Activity Poster.

6. 
Cut out those items from the Wish List that actually fit the budgets, and attach them to the wall.

7.
Distribute Chance Cards and discuss how these random events affect monthly budgets.

UNIT TWO   MAKIN G A LIVIN G

Session Five: Building Blocks

Training Overview:


.
continue to develop occupational role by updating information on activity poster


.
personalize the neighbourhood setting by naming the street and town and interacting with other community members

Training Time:


.
10 minutes

Training Materials and Preparation:

· Wish List

· Monthly Budget

· Monthly Expenses

· Activity Posters

· Markers

· Blank Paper


.



.


Activity Steps: (pp 93-97)

1-4 Participants update their activity posters including financial and occupational information, housing and transportation choices.

5-8 Participants continue to develop their neighbourhood and socializing to become more familiar with other individuals and neighbourhoods.

UNIT THREE: QUALITY OF LIFE

Session One: After Work

Training overview:

• determine amount of leisure time per week

• review different leisure time activities

•  review the amount of hours needed for leisure activities

•  review costs associated with leisure activities

Training Time: 15 minutes

Training Materials and Preparation:

P Where Does All The Time Go? 

P Time for me!

P So Much To Do

Activity Steps (pp. 102-105):

1-2. 
Explain that, like our money, we only have so much time–168 hours per week-- and our time can be budgeted to fit in all the activities we want to include. Distribute the Where does all the time go? Worksheet and explain the categories. Remind participants that the number of hours of work is identified on their Occupation Profile and decisions about the remaining hours may depend on their occupational role and leisure time choices they made in the previous session. For example, if they purchased a holiday home in addition to their primary residence, the amount of time for repairs, etc would be increased.

3. 
Refer participants to the So Much To Do handout (page 107). Discuss options for leisure time pursuits, including the possibility of part-time work. Distribute the Time For Me! worksheet. Ask participants to transfer the amount of leisure time from the Where Does All The Time Go? worksheet to the top of the sheet. Then, keeping in mind the occupational profile, list leisure activities, the time allotted, and the cost. The total costs of leisure activities must fit within the budget Bank Account.  If not, then the budget will need to be redone to accommodate the leisure expenses, thereby pointing out the need for savings.  In the classroom, the total leisure expenses would be graphed on the Activity Poster.  The Blank Budget Blocks can be used when altering the original budget.

4-7  
Explain that students will discuss their choices. They will also put the extra hours that they would like to spend but don’t currently have time for, in their Dream Clouds above their Activity Poster.

8. 
Explain that students will compare and discuss the leisure activities and record them onto the Activity Posters, followed by a visiting session to each other’s posters.

UNIT THREE: QUALITY OF LIFE

Session Two: Getting Away

Training overview:

•  decide upon a group holiday plan

•  determine expenses for the holiday plan

•  adjust budgets as needed

Training Time: 20 minutes

Training Materials and Preparation:

P Holidays (three pages, one per participant)

P/T Holiday Portfolio (one per group)

Activity Steps (pp. 110-112):

1-5. 
Distribute a copy of the Holiday handout to each participant, and ask each group to create a holiday that is within the holiday time allotment of each member and within the budget of each member. To calculate the amount of money available, multiply the amount of money in the Bank Account by 12---savings for 12 months. The Blank Budget Blocks can be used to alter the original budget, if needed.

Note: Creativity can be used to barter goods and services to meet expenses; credit cards and charging are not allowed.  However, if you choose to allow charging, then an exercise is needed to determine a payback schedule along with interest.

6-7. 
Ask each group to complete at least the top portion of the Holiday Portfolio and then orally report the plans to the entire group.  Explain that students will then plan and “take” their trips, using research material and discussion to complete the Holiday Portfolio.  Students will also give oral reports on their holidays and create posters, postcards, brochures, travel maps, holiday diaries, videos, or other materials to illustrate their holidays.

UNIT THREE: QUALITY OF LIFE

Session Three: Spin It Again!

Training overview: 

•  discuss the process of The Spin Game

Training Time: 5 minutes

Training Materials and Preparation:

Spin Game props

Activity Steps (pp. 117-118):

1-2. 
Explain that The Spin Game is played for a second time, using the middle set of questions and answers on the Questions & Answer cards.  The score is continued from the scores of the first round of The Spin Game.

UNIT FOUR: CHANGES & CHOICES

Session One: Fair Play

Training overview:

•  discuss gender equity issues

•  discuss the changing work roles of men and women

Training Time: 15 minutes

Training Materials and Preparation:

T Man’s Work or Woman’s Work

T Reflecting On.. Gender Facts

Activity Steps (pp. 122-123):

1-4. 
Refer participants to the worksheet Man’s Work or Woman’s Work? on p. 124. Using the transparency, discuss the worksheet as a large group.

Note: Activity Step 1 is best left for discussion until after the students have completed the worksheet.  These points can be included in the discussion in Activity Steps 3 and 4.

5-6. 
Refer to the Reflecting On...Gender Facts worksheet, and, using the transparency, ask the participants to complete the sheet.  During discussion of these items, point out the information on p. 126.

7-8.  
Explain that the students will discuss the gender Equity Proclamation and complete it for display.

UNIT FOUR: CHANGES & CHOICES

Session Two: Think Again!

Training overview:

•  identify the characteristics of the occupation being role-played

•  select the likes and dislikes about aspects of the occupation being role-played

•  identify personal likes and dislikes about job components

•  select other occupations that are of interest

•  review the correlation of selected occupations to personal likes and dislikes

Training Time: 20 minutes

Training Materials and Preparation:

P/T Think Again!

Activity Posters

Dream Cloud

Scissors, Tape

Activity Steps (pp. 129-130):

1-2. 
Distribute the Think Again! handout and discuss the characteristics of work listed on the pages. Complete Step One of the activity, determining which of the factors describe the work of the assigned occupations.

3. 
Complete Step Two by indicting the likes and dislikes of those items marked in Step One.  In Step Three, mark those factors that each participant personally would like in an occupation.  Finally, in Step Four, list occupations role-played in the game that the participant would prefer to have.

4.  
Attach Step One to each individual Activity Poster.  Referring to the occupations listed on Step Four, compare the personal choices of Step Three to the characteristics of the occupations selected in Step Four to note how closely they do or do not match.  Step Five is an excellent opportunity to research the occupations using reference books, the Internet or a computer-assisted guidance system. In Step Six, list those occupations that most closely match personal choices.

UNIT FOUR: CHANGES & CHOICES

Session Three: The Pink Slip

Training overview:

•  experience job loss

•  discuss the variety of reasons for job loss

•  discuss options for securing new employment

•  create a plan for securing another job

Training Time: 15 minutes

Training Materials and Preparation:

Pink Slips (four slips or one slip per group; personally prepared--Preparation pp. 133-134)

P/T What Do I Do Now? (one per participant)


P/T Oh No!


P/T Resume

Activity Steps (pp. 134-136):

Note: Discuss in detail the selection process for determining which students will receive the Pink Slip.  Refer to Preparation notes on pp. 133-134.  While it is suggested that four students receive a Pink Slip, if there are more than four groups, the facilitator may choose to have one student in each group receive a Pink Slip, so that each group is affected.

1. 
Distribute a Pink Slip to four participants or to one participant in each group.

2. 
Refer participants to the Oh No! handout on p. 137, and discuss the variety of reasons for job loss.

3-4. 
Distribute the What Do I Do Now? handout, and ask the groups to discuss options that are available to secure new jobs.

5. 
Explain that the students who received the Pink Slip will complete the resume handout with the assistance of the rest of the group members. The information for the resume is from the Occupational Profile of the student.

6. 
Explain that students will create an event poster which describes the events that happened to them and their response.

7. 
Explain that all of the rest of the students will also complete a resume and post them with the Activity Posters.

Note: Optional Activity A, (p. 135) is an excellent way to get adult involvement in the program.


UNIT FOUR: CHANGES & CHOICES

Session Four: Transitions

Training overview:

•  discuss transitions and how transferable skills can be used to find and secure new work 

Training Time: 10 minutes

Training Materials and Preparation:

P Work Projects

The High Five Poster

Props for Project Coordinators

Activity Steps (pp. 143-147):

1-2. 
Review the causes of job loss explored in the previous session.  Discuss the random nature of job loss and the fact that one needs to be prepared to make a transition from one job or occupation to another.

3-4. 
Define transition and encourage the participants to predict what situations might occur that would result in job loss and what supports might be necessary to support a person during transition.

5-9 Explain that students will identify group leaders for the four work projects that will be distributed. The projects will be studied by the group. Positions within the project will be reviewed and filled with group members who have the necessary transferable skills. Each group follows the same process.

10-13 Students will discuss each group’s Work Project and determine how their situations and the skills used to deal with them are similar to those in the contemporary world. 

UNIT FIVE: THE PERSONAL JOURNEY

Session One: The Big Picture

Training overview:

•  review how education, work, and family fit into the journey of life

Training Time: 10 minutes

Training Materials and Preparation:

P/T Circle of Life (one per participant)


P    Time Line

Activity Steps (pp. 156-158):

1-7. 
Distribute copies of The Circle of Life and Time Line. Explain that students will complete these, labeling the dates of the career highlights for education, work, and family.  They will also color the education track, the work track, and the family track to show beginning and ending dates.

8. 
Explain that students will discuss and compare their Circle of Life worksheets and then tape them to their Activity Posters.

UNIT FIVE: THE PERSONAL JOURNEY

Session Two: Follow Your Heart

Training overview:

•  students consider their ideal job

Training Time: 5 minutes

Training Materials and Preparation:

P  My Ideal Job Profile (from student kit)

Activity Steps (pp.162-163):

1-3. Explain that students will use their Think Again handout as reference for their ideal work aspects. Stress that there is a positive relationship between personal choice and job satisfaction.

4-6. Review the High Five and workplace realities such as many people will          change jobs many times in their working lifetime. 

UNIT FIVE: THE PERSONAL JOURNEY

Session Three: Career Day

Training overview:

•  Students will hear speakers from outside the school talk about their careers

Training Time: 5 minutes

Training Materials and Preparation:

none

Activity Steps (pp. 166-168):

1-3. 
Explain that guest speakers are invited prior to this session, and they will present information about their occupations.  (See content ideas on pp. 167-168.)  Students should be prepared to ask questions and will have an opportunity after the presentations to present what they have learned.

Note: Refer participants to the Optional Activity A which describes a Career Day Open House that can be implemented.

UNIT FIVE: THE PERSONAL JOURNEY

Session Four: Wrap-Up


Training overview:

•  explain the process of the post-evaluation questionnaire

•  discuss the final round of The Spin Game

Training Time: 5 minutes

Training Materials and Preparation:

None

Activity Steps (pp. 170-171):

1. 
Explain that the evaluation questionnaire is again distributed to students for completion.

Note: After completing this questionnaire, students can be given their first questionnaire that was completed in Unit One, Session One and then can compare the answers on both of them to determine first-hand the progress and learning acquired.

2-4. 
Explain that students will play, for the third and final time, The Spin Game and then the Certificates of completion are handed out.

APPENDICES

Training overview:

•  review of the Occupation Profiles

•  review of the glossary

•  review of resources

•  review of bibliography

Training Time: 10 minutes

Training Materials and Preparation:

None

Training Activity 

2. Remind the participants of the information on the Occupation Profiles in the Appendix.

2. 
Discuss the glossary materials.

3.
Review the resources, and note the bibliography information.

CONCLUSION

Training overview:

•  receive certificates of completion of training

•  complete evaluation form

Training Time: 10 minutes

Training Materials and Preparation:


P certificates of completion of training to facilitators (signed)

P evaluation form (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 forms 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 REAL GAME

Training Workshop Evaluation

	Location:
	

	Date:
	



The 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:


Recognize all learners by checking participants expectations for the day, i.e. flip chart, listing issues and priorities. Also, see “Teacher Talk” in the Appendix.





TIP:


Post-it notes can be used to identify items in the Facilitator’s Guide during training.  If the Guides are to be returned to the Trainer, participants are encouraged to take the Post-it Notes with them and place them in their own Guides.








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….





TIP:


In training, do not omit this piece.  The Spin Games were conceived to reinforce the learning in previous sessions.
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