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SYNOPSIS OF REVISIONS 

(CAN) - January 2003

Student and teacher feedback has informed us that The Real Game is working well in the classroom, so one of our main concerns was not to ‘fix’ it too much. The revised Real Game is still very much the same game that students and teachers have endorsed so enthusiastically over the last five years, but it is now up-dated, polished and refreshed with feedback and input from the classroom participants, the training networks and our development partners in Canada, the United States and Britain. Representatives from all of these key groups comprise The Real Game International Advisory Committee who have guided and informed the revision process at every stage.  

THE FACILITATOR’S GUIDE

The Facilitator’s Guide has been edited to update information and generally improve clarity and ease of access for the facilitator’s benefit. Sessions are numbered and formatted consistently with our most recently released programs (Make It Real and Be Real) and an icon in the margins now indicates opportunities for community or parental involvement.

The Introduction to the Guide now includes:

· an overview of interdisciplinary learning opportunities

· a program summary,

· pre-preparation notes

· a crosswalk showing which competencies identified in the Blueprint for Life/Work Designs are addressed in each session of the game

The Objectives section of each session has been enlarged under two headings:

· Learning Objectives— clearly articulates the objectives and competencies that the session will address

· Performance Indicators— clearly details the accomplishments that will indicate students’ mastery of the concepts addressed in the session.

The Activity Steps instructions have been edited for clarity and to include helpful suggestions from classroom teachers. All program components are listed and illustrated in the order of their appearance in the game. Answers are provided for the Day in the Life fill-in-the-blanks exercise, and correctly completed samples are included for many others.

The Appendix is re-organized and updated, with an excellent resource section and the complete list of Blueprint Competencies and Indicators for Level Two (Junior High/Middle School). The Appendix also includes a much improved Glossary, for which there is also a set of Reproducible Masters.

NEW COMPONENTS

The Performance Review

First proposed by a teacher engaged in piloting the Make It Real Game,  facilitators have found this session-by-session breakdown of performance indicators very useful. It is now included as an optional assessment tool for the facilitator in the revised Real Game. Designed as a checklist form, it is worded so as to provide a summary of game activities at a glance. The same form can be used for self-assessment by students with some guidance from the facilitator.

Key Words Chart

The acquisition and use of new vocabulary is a designated learning objective of almost every session in the revised Real Game and gives students a sense of ‘ownership’ of the new ideas about life/work issues that they encounter in the game. The Key Words Chart, in a black and white poster format,  is a session-by-session checklist of important new words in the order that they appear in The Real Game. It is a teaching aid, a reminder to the students of the importance of the ideas behind the words and an ongoing  representation for the students of the knowledge that they are acquiring.

The High Five Poster 

The High Five guiding principles are given their full due on a large full colour poster that  reiterates and illustrates these key concepts. The attractive poster can be used by facilitators and students as a quick reference and serves to reinforce the importance of The High Five principles throughout the game.

Wish List Leisure Activities

Consultation with First Nations advisors resulted in a decision to include Leisure Activities as a component of the Wish List and as an important component of the concept of lifestyle choice. This balances the costly necessities and desirable consumer items also included in the Wish List so that wages and money are not given undue weight as a criterion in evaluating any particular occupation. The inclusion of leisure activities as an important aspect of life also provides the facilitator with a platform for the discussion of such important issues as recreation, community, family and friends and volunteer work.

REVISIONS TO COMPONENTS

· Role Profiles: Our partners in the United Kingdom first suggested that a 2-page Role Profile would be more readable and allow more space for graphics. The newly designed Role Profile Masters allow for photocopying double-sided or as 2 separate pages.   The ‘front’ page comprises:

· a job description

· gross monthly income and deductions for income tax, EI and CPP

· education and experience 

· transferable skills

· annual holidays and hours of work


The ‘back’ page contains the Day in the Life story with the fill-in-the-blanks exercise. 

All of the profiles are updated and edited for clarity and ease of reading. In response to feedback from classroom participants the following profiles were replaced:


· Farm worker is now Animal Care Worker

· Landscaper is now Nursery Worker

· Paleontologist is now Computer Animator

· Hairstylist is now Hotel Desk Clerk

· Film Processor is now Taxi Driver

· Spin Game Question and Answer Cards: updated, edited and easier to read

· Chance Cards: updated, edited and easier to read

· Activity Posters: new design, now using bar graphs to graph income and expenditures

· Wish List: updated with cleaner, more consistent graphics

· Budget Sheets: The Monthly Expenses sheet gives more direction and explanation for calculating expenses and is more clearly laid out. The Monthly Budget sheet now includes deductions for CCP payments and E.I. premiums.

· Gender Equity Proclamation: has been re-worded for clarity.

· Thumbs Up! Thumbs Down! handout and worksheets (3 pages) have been replaced with a streamlined 1-page version which is much clearer and easier to use (now titled Think Again!).

· Circle of Life: this session now includes a Time Line as an easier-to-understand option

· Student Kits: re-designed to include The High Five Poster and checklist, as well as a blank template for students to use to create their own Ideal Job Profiles.

· Glossary: updated, edited and easier to read 

NEW CONTENT & CONCEPTS

· Leisure Activities
Leisure as an essential lifestyle component and time as a budgetable resource are introduced in the Wish List and After Work sessions.

· Transitions
The Disaster Strikes scenario has been replaced with the Transitions Session. This approach includes the possibility of personal initiative as a motivating factor as it examines job transition in the context of The High Five. A full scale disaster is still included as an option!

· Follow Your Heart
A new session included in the final unit encourages students to use all they have learned about themselves and about career planning to envision an ideal job and describe it without any limits on their dreaming.
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