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SYNOPSIS OF REVISIONS 

(CAN) - JANUARY 2003

The new Canadian MIRG is an adaptation of the revised American (June 27/01) version, with Canadian spellings, punctuation and references. 

The most fundamental change in content from the original Canadian MIRG is the replacement of one of the core activities. Instead of students forming artistic production companies to adapt sections of a folk tale for international clients, students now form advertising companies to create tourism advertising

campaigns for international clients.

The change was introduced for two main reasons. The activity of up to eight different groups presenting different chapters of the folk tale in sequence, but

in different national ''flavours'', often did not work well in practice, and the narrative flow of the folk tale could be easily lost, creating confusion for the

audience in the final session. Also, some schools had some issues including intimations of witchcraft, cruelty to animals and gender stereotyping, with the

content of the folk tale Jack Meets the Cat that was suggested in the original Facilitator's Guide. 

The introduction of the advertising company scenario has also resulted in other significant improvements:

The occupational roles are more balanced and realistic. Instead of five co-ordinators in an artistic production company (an unlikely set-up in real life), there are now three creative workers (writer, graphic artist and musician) joining forces

with an information technology consultant and a marketing specialist to form an advertising company.

This is a more likely scenario and the job titles are consistant with Canadian nomenclature.

The tourism advertising campaign is a much better motivator for the research on foreign cultures component of the program. The field is broader and students are more likely to be able to apply their research findings to good effect in the creation of an advertising campaign than in the performance of the folk tale.

Creating an advertising campaign for a foreign client is a much more obvious and realistic example of the global economy, a key concept which we are trying to

teach students in the MIRG.

THE FACILITATOR'S GUIDE

Front End

· The Site Licence is the most recent version with clearer language to try and preclude unlicensed photocopying.

· Most recent contact and ordering information, including references to Canadian Web site.

· Text edited and amended for clarity and accuracy.

· Front end streamlined and re-ordered as most recent other versions (PRG and GRG) including a Program

Summary and Accountability sections

· 3-page Overview of Objectives text replaced with Interdiciplinary Learning Opportunities, as the original objectives were from the Ontario curriculum

and may not apply in all provinces or territories.

· Performance Review and Blueprint Matrix amended to reflect new content.

· Letter to Parents and Guardians moved to front end from Session One) to encourage early mailout.

SESSION OUTLINES

Session One (original):Making A Role- students are introduced to MIRG and the High Five and receive their role profiles.

Session One (revised):Making A Start- students are introduced to MIRG, discuss the HIgh Five, explore the Town Map and name their town.

Session Two (original):Making Neighbours- students find their housing locations, make lifestyle choices and meet and greet neighbours.

Session Two (revised):Making A Role- students receive their role profiles, simulate a job search and find jobs with advertising comapnies.

Session Three (original):Making A Town- students name their neighbourhoods and their town. 

Session Three (revised): Making A Company- students learn about the skills and interests of themselves and co-workers, create logos and business cards, choose company offices.

Session Four (original):Making A Town Work- students explore the existing businesses and services in their town, add new ones and identify the workers needed

Session Four (revised):Making Lifestyle Choices-students make lifestyle choices, locate their homes, meet and greet their neighbours. Lifestyle choices now

include leisure activities (instead of only leisure items) and session includes discussion of the value of a balanced lifestyle with family, community and

volunteer activities.

Session Five (original):Making A Company- students simulate a job search and find jobs with undefined new companies.

Session Five (revised):Making A Town Work- students explore the existing businesses and services in their town, add new ones and identify the workers needed.

Session Six (original):The Brainstorm Spin Game- students play a question and answer game to review learning.

Session Six (revised):Making A Town Complete- students learn about major industry groups and continue to build their town by creating new businesses and services which also become the clients of their advertising companies.

Session Seven (original):Making A Living- students' companies take on contracts to adapt and present sections of a folk tale for a foreign client company

Session Seven (revised): The Spin Game- students play a question and answer game to review learning.

Session Eight (original):Making A Business Trip- students simulate a business trip, the purpose of which is to research the cultures of their foreign clients.

Session Eight(revised): Making A Living- students learn concept of local and global economies, take on contracts to create tourism advertising campaigns for

foreign clients and co-operate to prepare work plans.

Session Nine(original): Making It Work- students prepare their adaptation of the folk tale for presentation.

Session Nine(revised):Making A Business Trip- students simulate a business trip, the purpose of which is to research the cultures of their foreign clients.

Session Ten(original):Making A Project Presentation- students present their adaptation of the folk tale for a preview audience.

Session Ten(revised): Making It Work- students develop their advertising campaigns and rehearse a presentation.

Session Eleven (original):The Brainstorm Spin Game- students play a question and answer game to review learning.

Session Eleven (revised):The Spin Game- students play a question and answer game to review learning.

Session Twelve (original): Making It Real- students make their presentations for an invited audience and discuss their MIRG learning experience with guests.

Session Twelve (revised): Making It Real- students make their presentations for an invited audience and discuss their MIRG learning experience with guests.

APPENDICES

Glossary updated and edited for clarity and accuracy.

Resources section updated.

ROLE PROFILES

Graphics less cluttered. Text edited for clarity and accuracy. The German and Chinese language specialties have been replaced with Swahili (Kenya) and Arabic (Egypt).

OTHER COMPONENTS

The Student Kit, Reproducible Masters and Spin Game Cards have been amended or edited to reflect the new content. All reproducible masters are now numbered and tagged with their Session numbers at the bottom left-hand

corner. All game components are now coded for easy ID if games are mixed up.
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