The Real Game

(2001 Revision)

Trainer's Kit
March 2002
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

Colored markers

Scissors




Name tags

Overhead projector and screen

Calculators

Blank transparencies

THE REAL GAME INTRODUCTION
Photocopies





Transparencies

Agenda (Trainer’s Kit)




Introductory Materials (Trainer’s Kit)

Introductory Materials (Trainer’s kit)


The High Five

Program Summary (Trainer’s Kit)



Sample session to explain









structure, pp. 81-82

Other

Brochures of The Real Game series



and ordering information



 


(request from NTSC)








UNIT ONE: MAKING A LIVING
Session One: The Spin Game

Photocopies





Transparencies

None







The High Five









The Spin Game Error! Bookmark not defined.





Other

The High Five Poster

Question & Answer Cards 

Session Two: The Dream

Photocopies





Transparencies

Wish List, one set per participant



None

Session Three: What’s My Line?

Photocopies





Transparencies

Job Profiles
 





Sample Job Profile










(choose any one)

Session Four: Our Town

Photocopies





Transparencies

None







None

Other

Activity Poster

Session Five: Who Am I? Who Are You?

Photocopies
Transparencies

Who Am I? Who Are You?
Sample Business Card p. 83


Who Am I? Who Are You?

UNIT TWO: QUALITY OF LIFE
Session One: After Work

Photocopies





Transparencies

Where does all the time go?



Where does all the time go?

So Much to Do





So Much to Do

Time for me!






Time for me!

Session Two: Reality Check

Photocopies





Transparencies

Expenses WorksheetError! Bookmark not defined.




Expenses Worksheet

Monthly Budget





Monthly Budget

Other

Chance Cards

Session Three: The Financial Picture

Photocopies





Transparencies

None







None
Session Four: Getting Away

Photocopies





Transparencies

Vacation, three pages, one per group


Vacation portfolio

Vacation portfolio, one per group

Session Five: Spin It Again

Photocopies





Transparencies

Error! Bookmark not defined.None







None

UNIT THREE: CHANGES & CHOICES
Session One: Fair Play

Photocopies





Transparencies

None







Man’s work or Woman’s work


Reflecting on...Gender Facts

Session Two: Think Again

Photocopies





Transparencies

Think Again






Think Again

Session Three: The Pink Slip

Photocopies





Transparencies

Pink Slips, four slips or one slip



Oh No!

per group, hand made



What Do I Do Now?

What Do I Do Now?

Session Four: Disaster Strikes

Photocopies





Transparencies

None







None

Session Five: Transitions

Photocopies





Transparencies

Work Project  (four pages)




Work Project (choose any one)

UNIT FIVE: THE PERSONAL JOURNEY
Session One: The Big Picture

Photocopies





Transparencies

Circle of Life






Circle of Life









Time Line

Session Two: Follow Your Heart

Photocopies





Transparencies

My Ideal Job Profile





My Ideal Job Profile

Session Three: Career Day

Photocopies





Transparencies

None







None

Session Four: The Final Spin

Photocopies





Transparencies 

None







None

Session Five: Wrap-up

Photocopies





Transparencies

None







None

APPENDICES:

Photocopies





Transparencies

None







None

CONCLUSION:

Photocopies





Transparencies

Signed certificates of completion of 


None

training for each participant

(Trainer’s Kit)

Evaluation form (Trainer’s Kit)

THE REAL GAME INTRODUCTION

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 = Photocopy, T = Transparency, TK = Trainer’s Kit

P  Agenda (TK) (one per participant)

P/T Introductory Materials (TK) (one per participant)

Brochures of The Real Game series and ordering information

(request from NTSC)

The High Five Poster

T Sample session to explain structure, pp. 81-82

P The Real Game Program summary (TK)

Brochures of the National Career Development Guidelines

(request from NTSC)



The Real Game Kits


Post The High Five Poster on the training room walls.

Training Activities:

1. Distribute the agenda to each participant.

2. Introduce trainer and participants. Include housekeeping details: breaks, bathrooms, lunch, etc.

3. Distribute and discuss the Introductory Materials covering the changes in the world of work and The Real Game Series. Use transparencies as each item is discussed.


4. Refer facilitators to The Real Game Kits or distribute the kits at this time. 

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, Background, The Game, The Goal,  Role of the Facilitator, How it Works, The Sessions (use a transparency of pages 81-82 to demonstrate the components in each session), The High Five, Learning Premises, Overview of Interdisciplinary Learning Opportunities, Adapting the Game,  Linking the Get a Life Portfolio and The Real Game, Program Summary,  Accountability, the crosswalks to the National Career Development Guidelines and the ASCA Career Development Standards, the Performance Review and Pre-Preparation Notes.

7. Distribute a copy of the Program Summary of The Real Game, and discuss, giving an overview of the content and activities of the game. 

UNIT ONE: MAKING A LIVING

Session One: The Spin Game

Training Overview:

--introduce The Real Game

--review the Letter to Parents and Guardians

--review What I Know About...the World of Work

--discuss The High Five

--learn terminology relating to the world of work by playing The Spin Game

Training Time: 35 minutes

Training Materials and Preparation:

T The Spin Game (transparency located in Facilitator’s Kit)

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

Activity Steps (pp. 43-48):

1. Explain the survey, 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.

2. 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 vacations

--participate in community life

--learn about job loss

3. Introduce and explain The High Five which are defined on p. 46.

4. 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.

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.

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

UNIT ONE: MAKING A LIVING

Session Two: 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. 57-59):

1-4. 
Discuss how all workers need housing and transportation in order to work regularly. 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.

5-7.
Explain that, within the classroom setting, the Student Kits are distributed at this time.

UNIT ONE: MAKING A LIVING
Session Three: What’s My Line?

Training Overview:

--peruse the glossary

--define the terms: job, occupation, career

--receive Occupation Profile

--complete A Day in the Life

Training Time: 30 minutes

Training Materials and Preparation:

P  Job Profiles (one per participant)

T Sample Job Profile (choose any one)

Activity Steps (pp. 67-71):

1. Refer to the Glossary (pp. 185-191) in the Appendix A. The Glossary is also included in the Reproducible Masters. Discuss the foundation terms: job, occupation, and career.

2. Explain that the occupations will be assigned randomly.  (Note explanation on p. 69, Activity 4-5). 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 activity. The answers to the Day in the Life activity are on pp.74-75.

Note: Refer participants to pp. 181 and discuss the collation order of the Occupation Profiles.  

UNIT ONE: MAKING A LIVING
Session Four: Our Town

Training Overview:


--complete the top portion of the Activity Poster


--chart the gross monthly income

--name streets and towns

Training Time: 20 minutes
Training Materials and Preparation:


Activity Posters

Activity Steps: (pp. 77-79):

1. Explain that, in the classroom, the Activity Posters would be distributed and students would to transfer the information from the top of their Job Profiles to the appropriate spaces on the posters. Students would chart the gross monthly income on the budget portion of the poster.

2. Explain that, in the classroom, the posters would be attached to the classroom walls, arranged in the same group configuration as the participants.

3. Ask each group to name its street, and create a street sign.

4. Conduct a vote for the best town name, and, if time permits, create a town name-sign.

UNIT ONE: MAKING A LIVING

Session Five: Who Am I? Who Are You?

Training Overview:


--discuss business cards

--complete Who am I? Who are you?

Training Time: 20 minutes
Training Materials and Preparation:

P Who am I? Who are you? (one per participant)

Activity Posters (included in Student Kit)

Activity Steps: (pp. 81-82):

1. Explain that the students would have the opportunity to design business cards for themselves.

2. Distribute the Who am I? Who are you? worksheets, and ask the participants to complete this activity by interviewing other members of the group.

UNIT TWO: 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:

Where does all the time go? worksheet

Time for me! worksheet

Activity Steps (pp. 87-90):

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. The Job Profile gives the number of work hours.

3. Ask participants to refer to the Activities section of their Wish Lists. Total the number of hours for activities. 

4. Distribute the So much to do worksheet (page 92). Ask participants to enter the number of hours they wish to spend on their chosen activities on the bottom of the worksheet. Compare the total with the number of available leisure hours on the Where Does All the Time Go? Worksheet.

5. Distribute the Time for Me! Worksheet. Ask participants to complete the worksheet showing how much money they spend or earn each week on their chosen activities.

6. Ask the participants to discuss their choices. 

Note: Refer participants to the A slice of life worksheet (page 69). Discuss the use of this activity as a way of graphically depicting the use of time.  In the classroom, the worksheets are posted near the Activity Poster.

UNIT TWO: QUALITY OF LIFE

Session Two: Reality Check
Training Overview:
--complete the Budget Sheets

--balance the budget

--select a Chance Card

--note final selections made on the Wish List

Training Time: 30 minutes

Training Materials and Preparation:

P/T Expenses worksheet (one per participant)

P/T Monthly budget (one per participant)

Chance Cards

Activity Steps (pp. 95-99):

1-2. 
Distribute the Expenses Worksheets. Ask participants to complete the expense sheets using the items selected on the Wish Lists.  Once the expenses Worksheet is completed, then fill in the Monthly Budget worksheet.  If the balance is not zero or above, then the items selected on the Wish Lists will need to be revised along with the expenses worksheet until the budget balances.

Note:  This is an excellent exercise for parental involvement.  Complete at least the housing, transportation, and other costs on the Expenses Worksheet prior to assigning this as homework. 

3.  
Once the budgets are balanced, ask each participant to draw a Chance Card.  If the Chance Card causes the budget to no longer be balanced, adjustments must be made.  However, for training purposes, this activity does not need to be done. Ask each participant to read aloud his/her card so all participants are aware of the different scenarios.

Note: Point out Optional Activity A where “Real Money” can be created and spent.

UNIT TWO: QUALITY OF LIFE

Session Three: The Financial Picture

Training Overview:

--discuss use of Activity Posters in the classroom

Training Time: 8 minutes

Training Materials and Preparation:

None

Activity Steps (pp. 104-106):

1. 
Explain that, in the classroom, the net monthly income, the expenses and savings would be charted on the Activity Posters.

2. 
Cut out those items from the Wish List that actually fit the budgets, and attach them to their Activity Posters.

3-4. 
Explain that the items that were “dream” items but did not, in reality, fit into the budgets can be cut and colored and attached to a dream cloud located above the Activity Poster.  Discussion follows regarding how the posters reflect “real-life” communities with different occupations and different lifestyle choices of possessions.

5. 
Explain that the students can now visit the others’ streets to view the different information on the posters and discuss the choices they’ve made.

UNIT TWO: QUALITY OF LIFE

Session Four: Getting Away

Training Overview:

--decide upon a group vacation plan

--determine expenses for the vacation plan

--adjust budgets as needed

Training Time: 20 minutes

Training Materials and Preparation:

P Vacation (three pages, one per participant)

P/T Vacation portfolio (one per group)

Activity Steps (pp. 107-110):

1-5. 
Distribute a copy of the Vacation handout to each participant, and ask each group to create a vacation that is within the vacation 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 their Savings Account by 12---savings for 12 months. 

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.

6-8. 
Ask each group to complete at least the top portion of the Vacation 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 Vacation portfolio.  Students will also give oral reports on their vacations and create posters, postcards, brochures, travel maps, vacation diaries, videos, or other materials to illustrate their vacations.

UNIT TWO: QUALITY OF LIFE

Session Five: Spin It Again

Training Overview: 

--discuss the process of The Spin Game

Training Time: 2 minutes

Training Materials and Preparation:

None

Activity Steps (p. 115-117):

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 THREE: CHANGES & CHOICES

Session One: Fair Play

Training Overview:

•  discuss gender equity issues

•  discuss the changing work roles of men and women

•  complete the “Reflecting on...Gender Facts”

Training Time: 10 minutes

Training Materials and Preparation:

T Man’s Work or Woman’s Work

T Reflecting on...Gender Facts

Activity Steps (pp. 121-123):

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.

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 in the classroom.

UNIT THREE: CHANGES & CHOICES

Session Two: Think Again

Training Overview:

--identify the characteristics of the job being role-played

--identify work aspects in an ideal 

--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 Steps (pp. 128-130):

1-2. 
Distribute the Think Again worksheet and discuss the characteristics of work listed. Complete Step One of the activity, determining which of the factors describe the work of the assigned jobs.

3. 
Complete Step Two by indicating work aspects desired in an ideal job.  In Step Three, students would mark those occupations they have heard about in the classroom that they think would suit them best.  

4.
Explain that Step Four requires the students to investigate the Activity Posters in the classroom to research jobs that would match their ideal preferences.

5. Explain that in Step Five, students list the results of their research, cut out, and attach it to their Dream Clouds.

UNIT THREE: 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. 95-96)

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

Activity Steps (pp. 132-136):

Note: Discuss in detail the selection process for determining which students will receive the Pink Slip.  Refer to Preparation notes on pp. 133.

1. 
Distribute a Pink Slip 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 taken from the Job Profile.

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.

Note: Optional Activity A, using pp.140-141, is an excellent way to get adult involvement in the program.


UNIT THREE: CHANGES & CHOICES

Session Four: Disaster Strikes

Training Overview:

--discuss potential disasters that can occur to communities

--brainstorm community responses

Training Time: 10 minutes

Training Materials and Preparation:

None

Activity Steps (pp. 142-146):

1-2. 
Explain that the students are given information that a (predetermined) disaster has struck their community and that all of them are now unemployed.

Note: See paragraph one of the Preparation notes on p. 143.  Discussion needs to focus on the fact that while all people would not lose their jobs, the impact of a disaster has residual effects on other occupations.

5-6. 
Explain that students will discuss ideas for responding to the disaster situation and will receive notice that the facilitator, as an agent for the community, may be able to secure work projects.

UNIT THREE: CHANGES & CHOICES

Session Five: Transitions

Training Overview:

--discuss the concept of transition

--identify transferable skills

--secure new employment

Training Time: 25 minutes

Training Materials and Preparation:

P Work Projects

T Work Project (choose any one)


Post copies of the Work Projects on the training room walls, covering them with blank paper until ready to use them.

Activity Steps (pp. 147-151):

1. Introduce the concept of transition according to the definition on page 148.

2. Explain that the students would review their resumes and identify transferable skills and discuss the kinds of jobs they would like to find.

3. Announce that four work projects have been obtained to respond to the community disaster and uncover the projects while giving a brief explanation of each one.

4. Ask the participants to circulate around the room and look for positions for which they (as their occupational role) feel they are qualified.  They may sign up for more than one position.

5. When everyone has had an opportunity to review the positions, ask them to return to their seats. Ask them at random to explain why they chose the position and why they think they are qualified.


6. Point out opportunities that the participants may have missed, helping them to see why they would be qualified. By the end of the session, everyone will have been hired for at least one job. If there are positions that haven’t been filled, due to the number of participants in the class, explain that these workers will have to be recruited from outside of the town. Ask for suggestions on how these workers could be recruited.

7. Congratulate the participants on their reemployment and point out that the role playing portion of the program ends with this session.

UNIT FOUR: 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)

Activity Steps (pp. 159-162):

1-7. 
Distribute copies of The Circle of Life, and explain that students will complete this, 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 FOUR: THE PERSONAL JOURNEY

Session Two: Follow Your Heart

Training Overview:


--discuss the concepts of personal choice and job satisfaction


--research occupations


--complete an ideal Job Profile and A Day in the Life of…

Training Time:  10 minutes
Training Materials and Preparation:

Activity Steps (pp.165-167):

1. Ask participants to refer to their Think Again worksheets. Compare Steps 1 and 2 to see the differences between the two columns. Ask all to reflect on their experiences in the role playing portion of the game.

2. Discuss the concepts of Personal Choice and Job Satisfaction as factors in choosing a job or occupation.

3. Discuss the reasons for the Job Choices made in Step 3.

4. Ask students to choose an occupation that they feel would really suit them and research their choice in class, the library, career resource center or internet.

5. Explain that students will complete the Ideal Job Profile and A Day in the Life for their chosen occupation. They will introduce themselves to the group by reading aloud their Ideal Job Profile.

UNIT FOUR: THE PERSONAL JOURNEY

Session Three: Career Day

Training Overview:

--discuss the selection and process for inviting guest speakers

Training Time: 5 minutes

Training Materials and Preparation:

None

Activity Steps (pp. 169-172):

1-3. 
Explain that guest speakers are invited prior to this session, and they will present information about their occupations.  (See content ideas on p. 170.)  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 Optional Activities A and B which describe alternate versions of Career Days.

UNIT FOUR: THE PERSONAL JOURNEY

Session Four: The Final Spin

Training Overview:


--explain the process of completing the What I Know About the World of Work



survey


--discuss the process of The Spin Game

Training Time: 5 minutes

Training Materials and Preparation:


None

Activity Steps (pp.173-175)
1. Explain that the World of Work survey is again distributed to students for completion.

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

2. Discuss the final round of The Spin Game. If keeping score, add the scores from the previous two rounds and announce the winner.

UNIT FOUR: THE PERSONAL JOURNEY

Session Five: Wrap-Up

Training Overview:

--review the wrap-up session

Training Time: 5 minutes

Training Materials and Preparation:

None

Activity Steps (pp. 176-177):

1. Explain that it is recommended that parents/guardians, school and community members be invited to hear student presentations about their Real Game experience.

2. Explain that Certificates of Completion are given to each student.

APPENDICES:

Training Overview:

--review  the Job Profiles

--review  the Glossary

--review  resources

Training Time: 10 minutes

Training Materials and Preparation:

None

Training Activities (pp. 181-213):

1. Remind the participants of the information on the Job Profiles in Appendix A.

2. Discuss the glossary materials.

3. Review the contact list for America’s Career Resource Network (ACRN) Project Directors.

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

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.

THE REAL GAME

Sample Facilitator Training Agenda

8:00 a.m.
Introductions



Information about changes in the world of work



Information about The Real Game series



Hand out Real Game series brochures and ordering information



Intro on content of Facilitator’s Kit and Student Kit



Intro material from The Real Game Facilitator’s Guide



Program summary

9:30 a.m.
Break

9:45 a.m. 
Unit One: Session One: The Spin Game



Session Two: The Dream



Session Three: What’s My Line?



Session Four: Our Town



Session Five: Who Am I? Who Are You?

Unit Two: Session One: After Work



Session Two: Reality Check

12:00 p.m.
Lunch

1:00 p.m.
Unit Two: Session Three: The Financial Picture



Session Four: Getting Away



Session Five: Spin It Again



Unit Three: Session One: Fair Play



Session Two: Think Again

Session Three: The Pink Slip

2:15 p.m.
Break

2:30 p.m.
Session Four: Disaster Strikes



Session Five: Transitions



Unit Four: Session One: The Big Picture



Session Two: Follow Your Heart 



Session Three: Career Day



Session Four: The Final Spin



Session Five: Wrap-Up



Appendices



Conclusion

4:00 p.m.
Adjourn

TRAINING TIPS

tc \l3 "TRAINING TIPS
Logistics:

· Recommended maximum number of trainees per session = 25; minimum = 9

· 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, markers, name tags, tape: masking and transparent, scissors, blank transparencies, transparency pens, calculators 

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

· Preparation: Attach the Activity Charts and The High Five Poster to the wall.
Trainer materials:

· Trainers will need one kit to use in training.

· Trainees must have access to a kit during training.  It may be purchased as part of the registration fee, ordered separately or provided by a business or other agency.  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.

· Have the trainees use their Facilitator’s Guide 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 neither 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 state standards should be presented.

· It is helpful to laminate the back of The High Five Poster to reduce wear and tear.

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

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

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


eye contact with all participants

clear enunciation of words

conversational rate of speech

inflection to add variety to your voice

comfortable movements and gestures 

use of pauses for think (processing) time

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

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

· Keep your detailed agenda handy, and refer to the schedule in order to keep the training moving on time.  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.

· Remind participants to turn off cell phones, so that they do not disrupt the training. Calls may be made during the breaks, if necessary.

· 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 e-mail address, so that they can contact you if they have questions.

TRAINING TIME - THE REAL GAME

tc \l2 "TRAINING TIME - THE REAL GAME
INTRODUCTION:

90 minutes

Introduction of participants

Information about changes in world of work

Information about Real Game series

Introductory material from The Real Game Facilitator’s Kit

and from the Facilitator’s Guide

UNIT ONE: MAKING A LIVING

35 minutes

Session One: The Spin Game





Overview, survey, The High Five, The Spin Game

tc \l1 "UNIT TWO: MAKING A LIVING15 minutes

Session Two: The Dream

Wish Lists, Student Folders

30 minutes

Session Three: What’s My Line?

Glossary, terms, Job Profiles, Day in the Life

20 minutes

Session Four: Our Town







Activity Posters, gross monthly income,





name streets and town

20 minutes

Session Five: Who Am I? Who Are You?”

Sample business cards, meet and greet

UNIT THREE: QUALITY OF LIFE

tc \l1 "UNIT THREE: QUALITY OF LIFE15 minutes

Session One: After Work




Where Does All The Time Go?,  So Much to Do,





Time for Me!, visit streets

30 minutes

Session Two: Reality Check

Expenses, Monthly Budget, Chance Cards

8 minutes

Session Three: The Financial Picture





Charting on Activity Posters, Dream Clouds

20 minutes

Session Four: Getting Away
Vacation handout, Vacation Portfolio, group consensus on 

location, time, and budget, research trip, oral reports,

visual displays

2 minutes

Session Five: Spin It Again

The Spin Game

UNIT THREE: CHANGES & CHOICES

tc \l1 "UNIT FOUR: CHANGES & CHOICES10 minutes

Session One: Fair Play




Man’s Work or Woman’s Work?, gender equity discussion,





Reflecting on Gender Facts, Gender Equity Facts and 





Figures, Gender Equity Proclamation

20 minutes

Session Two: Think Again





Think Again worksheet--work characteristics, likes and 





dislikes about work characteristics, personal choices of work 





characteristics, potential occupations, and correlation of





potential occupations to personal likes

15 minutes

Session Three: The Pink Slip
Job loss for some, discussion of reasons for job loss, Oh 

no!

handout, What do I do Now?--plan of action for 

reemployment, resumes, event poster

10 minutes

Session Four: Disaster Strikes
Disaster strikes town, everyone unemployed, ideas for 

responding to disaster



25 minutes

Session Five: Transitions
Work projects, matching skills and education/training to job

openings, comparison of choices, discussion of meeting

project requirements, end of role play

UNIT FOUR: THE PERSONAL JOURNEY

tc \l1 "UNIT FIVE: THE PERSONAL JOURNEY10 minutes

Session One: The Big Picture

Circle of Life or Timeline showing education, work, and 

family throughout life

10 minutes

Session Two: Follow Your Heart 





Discussion of personal choice and job satisfaction, 





complete My Ideal Job Profile

5 minutes
 
Session Three: Career Day




Guest speakers, student presentations

5 minutes

Session Four: The Final Spin





The Spin Game

5 minutes

Session Five: Wrap-up

Survey, certificates

APPENDICES:

10 minutes

Job Profiles

Glossary

Resources

CONCLUSION:

10 minutes

Wrap-up, certificates, evaluation

THE REAL GAME-Revised

Program Summary







HOURS


SUBJECT AREA






       22--33 ½ 

Unit One
Making a Living

4--6 ½ hours

Session One: The Spin Game 


45-90 minutes

Personal/Career 

Session Two:  The Dream


40-60 minutes

Personal/Career

Session Three:  What’s My Line?

60-90 minutes

Personal/Career

Session Four: Our Town


45 minutes


Math/Art

Session Five: Who Am I? Who Are You?
50-90 minutes

Art/Personal/Career

Unit Two
Quality of Life

6 ½--8 hours

Session One:  After Work


80-100 minutes

Math

Session Two:  Reality Check

80-100 minutes

Math

Session Three: The Financial Picture
60-80 minutes

Math/Art

Session Four: Getting Away

120-140 minutes

Social Studies

Session Five: Spin It Again


30-40 minutes

Personal/Career

Unit Three
Changes & Choices
6 ½--8 hours

Session One:  Fair Play


60 minutes


Social Studies

Session Two:  Think Again


80-100 minutes

Personal/Career

Session Three:  The Pink Slip

90-120 minutes

Social Studies

Session Four:  Disaster Strikes

60-80 minutes

Social Studies

Session Five:  Transitions


90-120 minutes

Social Studies

Unit Four
The Personal Journey
5--11 hours

Session One:  The Big Picture


60-80 minutes

Personal/Career

Session Two:   Follow Your Heart

60-80 minutes

Personal/Career

Session Three:  Career Day


60-360 minutes

Personal/Career

Session Four
:  The Final Spin


60-80 minutes

Personal/Career

Session Five:  Wrap-up


60 minutes


Personal/Career

The Real Game

Facilitator Training

Location

Date

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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