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when one considerseachitem individually, girls were a little more positive regardng their learring about
the advarntagesand disadvartagesof differen jobs and occupations and alittle less positive regard ng their
learring about @Vhat might job satisfaction meanfor you?{both at p<0.05). But astwenty comparisons
were mace and about one-in-twerty canbe expecied to be significart (at p<0.05) Olg chanceQor spuriously,
little confi dence canbe placedin such findings. The strong impression remains that boys and girls believed
that they hadlearnedthe samethings from The Real Game.

14



m
[

1 2
Q L
fl Yy 8
Q
m
Q
@
Q #
e
) 0 o)
) c
®
)
b d e a
Q
& 3
Q
n @
®
a
B
&
)]
®
gn
@
L] 8 3
W
H
B a 8
)
d 3 B
Q 4
B 2 8
)
B 8 3 3
)
m 8
@&
1)

ag £
n §h k
@

Attainment (SAT scoresin English, maths and science) and opinion data (atleag 15 of 20 itemg are
availabe for 187 to 190 membersof the Real Game sample, according to the comparison being made.
None of the SAT scoresis significartly correlatedwith either of the opinion factor scores and only one of
the ninety coefficierts in the corregponding SAT by opinion itemcorrelation matrix reached Omynifi carceO
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(p<0.05). Thatisto say, within the range of ahility considered and assuming linearity, pupils of all ahilities
tendedto seethemselvesasberefiting equally.

It isless eay to be confidert that opinions areunrelated to age (in the range 12 to 14 years. Age ard
opinion data (atlead 15 of 20 itemg are availabe for 205 Real Game samfde memkers Age washot
significartly relatedto either of the opinion factor scores, but the coefficiert for OcavertionalGcareer
educaton objectivessuggegedthat there may be relationships atthe itemlevel. However,the wayin which
the<e relationships areexamined determinesthe outcome. Whenthe strict assumption is made that opinion
itemscoresshould be treaed asrark-order data, age in monthsis not signifi cartly related (at p<0.05) to any
of them. But whensubjects are classifiedto agein years (ages12, 13 and 14), alternative techniques’ show
very moded positive asociations with learring about Ohe most importart things that employersare looking
forOQvhy peaple might needadditional educaion ard training throughout their working livesCand Obw
qualifi caions will affect what occupations you candoO.However, thereis also a negative relationship with
learring about Ohe advartagesard disadvantagesof differert jobs and occupationsO. Moreover, this
amalysis furtherindicaiedthreenon-linearrelationships. Thatis, in some casspercevedlearring did not
go up, or down, with age, from yearto year, but stood in a more complicatedrelationship to it.

In all of these comparisons, the amount by which perceivedlearring diff eredwith age wasmoded. Thus,
whilst it istemging to think that the older Real Game samgde members were a /ittle more attunedto the
OcavertionalCCareers Education agpects of The Real Game, the conclusion of pracical significarceto be
drawn here, egecially in view of the possibility of confounding, for examge, the influence of age group
with that of school, is that opinions about what wasleamed are substantially independent of age, within the
range considered

Soage, sexand ahility do not have animportart influence over how The RealGameis perceived But what
of differencesbetweenschools? In a small sample of schoolsit is easerto cometo conclusions about the
existenceof differences thanto account for them. The two summary measures(factor scores) and mean
regponsesto most individual itemsdiffer significartly across schools®. This doesnot meanthat every
school differs significartly from every other: merel that Oshool O's relatedto opinions. For example, most
schools differ very little on the factor underlying perceivedlearring about working collaboratively,
communicaion skills, the future of work, etc. But schools canbe rarked so that, for instance, the GopOtwo
schools on this factor areSchools 3 and 8 and the ObttomGwo are Schools 14 and 6. On the dimersion
underlying percepions of more convertional formsof careerlearning, the higher-scoring schools are
Schools 8 and 5 ard the lower-scoring ones Schools 6 and 16.

ORelxedCtesgs’ indicate that on gererous asumptions the highes rarking and lowes-rarking schools are
significartly differert, not only to one another but to most other schools. More stringent tegs simply
indicate (asshould be obvious) that when sub-samge sizesand the variahility of regponsesunderlying mean
scoresare takeninto account, only the schools with the higheg and lowed levels of reportedlearring terd

to differ from one anotherto a statistically significart degree The most stringert teds of all draw our
attertion to the most pronounceddifferences These are between School 3 and two others Sclool 3 hasa
significartly higher meanscore on the dimersion underying perceved|earnng about working
collaboratively, communication skills, the future of work, etc., than Schools 6 (p<0.05) and 14 (p< 0.01).
However, no mears have beenfound within the quartitative datato explain why these differencesexist.

2 Note that school sample size variesfrom n = 79. Note also that whilst population variances may be treated asif equal for the first
factor, thisisnot so for the second factor or for most items taken independently.

% In the case of factor 1, tests were performed which assumed equal variances (Duncan; Scheffe) and which assumed unequal
variances (Tamahane; Games-Howell). In the case of factor 2, only the latter were applied.

4 Analysisof variance couple with tests of linearity. Pearson correlation using age in months also gives the linear results noted in
the text.
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6. Results: Work of World Questionnaire knowledge gains and opinion shifts

As reported earier, thirty items were retained from The Real GameOsWVorld of Work Quedtionnaire on the
bass of their akility to discriminate betweenindividuals and, in particular, to avoid OceingQeffects (false
nulls due to the fact that they leave little room for improvemert). These quegions are in the form of
statemerts with which reponderts were akedto agree to disagee, or to say that they did not know the
amswer. Some statemerts are factual and, herce, true or false. Some are statemerts of opinion which are
either approved and endorsedin The RealGame, or disapproved  The answersgivento all of these
quedions were re-coded to give OrghtGand Ot right(i.e. GvrongQtogether with OdnOknowOYyegonses

The hypothessto be tegedis that those participating in The Real Game macke bigger gains than comparison
sampde members We shall begn by considering global reallts; thenlook at the results within schools; ard
finally conduct a more stringert ted within the sub-sample for which arcillary information is availabe. In
eachcas, it will be necesary to considerthose for whom we have complete informaton and the somewhat
larger sample obtained by the imputation of values

Considering all of those for whom information is available atany time (t1 and t2) it is evidert that, with or
without the imputation of values a positive shift occursin the RealGame sample (Tale 8). Without
imputation, thisis equivalert to increasng the number of Omght arswersOfrom 14.2 (47%) to 17.6 (59%).
Whenscoresare imputedfor missing answers, both of these valuesarereducedalittle, but the gap between
themremains almost the same. The correonding increa®sin the comparison sample aretrivial.
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Tabe 9 is confinedto those who gave answersatboth t1 and t2. It shows how armswers changedfor each
guedion. Theimpression conveyedby thistabe doesnot differ in any importart regect from that
conveyedby teds of the magnitude of charge within each sample®; thus, for the sake of brevity, itisto
differencesin @maunts of change(erween samplesthat we will direct attertion. For virtually every item,
the gain in the Real Game samge is greater thanthatin the comparison sample. In 13 of the 30
comparisons at this level (without further adustmert or control) the size of the gain in the RealGame
samgde wassignificartly greaer. Tabe 9 also shows thatrelatively large gains weremade in relation to
specific itemsof knowledge and underganding relating to incometax thresholds, transferalde skills, gross
monthly income, job descriptions, the notion of a balancedbudget and gender steredyping. Other gains are

® For example, paired sampl e t-tests are more commonly significant and significant to a greater degree in the Real Game sample.

17



A

m g o Bl N N

1 g 2 8 ) ) 3 6
L ' 8 5 9 ) ) 3 5
L § 1 8 8 0 3 9
& y ) 8 9 0 a 8
i B 5 3 5 ] 3 3
b ) 8 5 Q 1 )
2 2 3 ) 4 3 9
L] a ) 3 5 0 3 )
B 1 3 0 3 8
w y n 0 3 6 ) ) 9
fi R 2 8 3 ) ) 6
& ) 0 5 0 f 8
i 6 3 ) 9 8 8
o 9 3 6 0 8 9
P 0 8 ) 5
v ) 3 9 ) 5
W ) 3 3 0 5
o 2 3 6 8 0 6
P 4 3 6 ) 0 6
8 e 6 0 6 g 8
8 & R 2 8 6 8 3 8
B i B 8 1 3 6 3 8 5
& n ) 8 6 8 5
& & ALY ) 3 9 8 8
& b g d 7 8 9 ) B
fa 4 3 5 0 ) 5
y B 6 8 3 0 3
& e 1 3 3 ] 0 )
B 2 3 6 9 0 8
é a 8 g a0 a 5

ag # 8 i
[

asshown inthetable. Itemsnot showing changesmay, in mary cases be characterised asmatersof well-
entrerchedopinion. Of course, if gains wereconfi ned to a small number of itemsof knowledge, one
would be tempedto say that the overall reault is, in effectif not in realty, aproduct of O¢acling to the
tegO.Thusit is the pervasve tendercy of Real Game participarts to make gains, rather thanthe existence
of asmal number of highly significart gains, which is mast persuasve.

Figures1 and 2 show the distributions of change in RG scores first, only for those who answeredall
relevant quedions atboth t1 and t2; and second, for those who missed no more thanfive of the thirty RG
itemson one or both occasons. Thes distributions areshown for each samplein eachschool. The certral
box indicakesthe range of gains in the Oriddle halfOof eachsamde, while the bar bisecing it shows the
gain mace by the medancas (middle-rarking subjecf. It isevidert that, in all schools but one (School 7),
thereis atleas a margnal shift, and sometimesa substartial one, favouring the Real Game sample. When
valuesareimputed, boosting samge sizes the picture changesvery little.
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Figure 1: World of Work Questionnaire -

t1 to t2 change by school

(complete replies)
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Figure 2: World of Work Questionnaire -
t1 to t2 change by school
(with imputed values)
20
10 *
e ﬁ
S
g0 i ** ?ﬁ ﬁ ﬁ
>
Q.
E
%’10 Sample
)
£-20 B Real Game
e
@)
-30 “ Comparison

N= 4235 2927 7773 2425 2112 2119 19 9 4657 3036
1 3 4 5 6 7 9 11 13

School

Tabes10-13 and their associated analysesof varianceindicate that when school is controlled, The Real
Game exerts a positive effect on the amount of changein World of Work Quedionnaire scores Thisistrue
both without imputation (Real Game = 249; Comparison = 226) and with it (Real Game = 309; Comparison
=292). Thisconclusion wasalso tegedby altermative mears. It will be notedthat both school ard the
interacton of school and sample were significart. Thatisto say, gains weregreaterin some schools than
others but there were significart differencesin the relative gains of RealGame and comparison subject, by
school.
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Finally, we turn to the small sub-sample for which we have arcillary information on sex, age and ahility
(SAT scoreg. First, we must egallish thatthe pattern of change in this group is similar to that of the
sampe asawhole. Tale 14 shows thatthisis approximatly so.

Whenimputed valuesare emgdoyed, we are alle to raise sub-sample sizesalittle,to 109 (Real Game) ard
77 (comparison) in five schools. Tabe 15 shows the reaults of controlling for the arcillary datain this sub-
samge. The model is obviously somewhat redundant, asage and someof the interactons are of no
importance, but it doessufficeto indicate that the effect of The Real Game withstands close scrutiny.

Thereis, therdore, arobust reault for the impactof The Real Game asmeaauredby its associated
guedionnaire. The RealGame sample shows a significart gain, relative to the comparison sample. Thisis
not fully consistert acrass all schools, but sufficiertly consistert to be peraiasve ard, despite some
variahility, the result remains whenthe interacton with school is controlled Thatisto say, the result for
the samge asawholeis not a product of differencesin samgde sizesand proportions of Real Game to
comparison subjects from school to school. In addition, whensex, age and ahility (SAT scoreg are
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controlled (in the smaller sub-sample for which thisinformaion is availalbe) the Real Game effect remains
significart. The quegions of whether particular Osft O®pinionCitems or alterratively Ogaching to the
tegCof a few specific knowledge items, are reponsible, seam to be answeredin afavourale way. The
bigged gains aremack, in the main, on knowledge items; and although not all itemsshow gainsin the Real
Game sample, ahigh proportion of them do, and these areof both kinds. Thus ateg of relevart
knowledge and opinion seamsto have beeninfl uenced positively by participation in The Real Game.

7. Results: effects on career beliefs and self-efficacy

Employability beliefs. Just seven@mgoyalility beliefsOtemswereretained from t1 to t2. All were
negative wordeditems in other words, disagreemert is positively evaluated A four-point scale wasused
which excluded OdnOknowCor similarrepies Alternative metods of coding wereexamined These
were without implication for reaults. Whatfollows is, therefae, based upon the binary (agreetlisagree
coding metod. Tabe 16 shows those arswering all items(7) attl or att2. However, the final column
(O®arge towards disagreamertO)s based only on those giving complete regieson both occagons.

There wasa small difference betweensamplesattl. Both samdesmade avery small improvemert att2
and therewasslightly more OgodGcharge in the comparison samde. However, the differencein this
charge in beliefsbetweensamplesis not significart (p = 0.61). It isnecessaryto inspectthis further, of
course, asschool and other biasesmay be at work. Whenschool is takeninto accaint, samgde (RealGame
or comparison) hasno effect on these charges®

®Inan analysis of variance, school (p=0.09), sample (i.e. Real Game or comparison sample, p=0.91) and their interaction (p=0.85)
were al non-significant.
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It wasvirtually a foregone conclusion that The Real Game would have no effect when arcillary informaion
wastakeninto accaunt, and indeedtherewere no significart effects in the models fitted using this
information. Thatisto say, neitherthe samge, nor arny of the other variables hasa significart effect on
change in these beliefs (original four-point scale) .’

Career beliefs. Thea priori scalesconsideredbeliefs about the utility or importance of job exploration, of
self-awarenessin relation to jobs, and of careerplaming acivities Although the preferred method for the
examination of these scaleswould, in principle, be multivariate amalysis of variance, this stepwasnot taken,
due both to doubts about construct validity at the sub-scale level ard to the violation of tes assumptions.?

In thetime-scale allowed for the analysis, it wasnecessary to avoid the temptation to invedigate ways of
selecting and transforming data to meettes assumptions. This would have beenatime-consuming ard
highly specuative step. The decision wastherefore takento focus on the beliefstotal score ard, thereafter,
to invedigate the itemscontributing most to change.

Tabe 17 isbasedon complete rediesto all relevart items either attl or att2, or on both occasons.
Viewedin this way, a very small gain is macde by the Real Game sample ard thereis asmall declinein the
comparison sample. However, thisincludessubjects excludedfrom the effective sample, asindicated by
the reduction in the numbersof subjects att2.

" The effect of SAT English score was greatest among the avail able measures, but non-significant (p=0.29). Age (in months) did
not have a significant effect (p=0.68), athough the possibility of non-linear association is not excluded. Sex was plainly non-
significant (p=0.59) and the interaction of sex with school was also weak (p=0.12). Other interactions, including those with the
sample, were plainly without effect. In this context, the lack of adirect effect of the sample (p=0.58) was taken as conclusive and
analysis proceeded no further.

8 Exploratory factor analysis indicated that the first factor was an artefact Bbeing dominated by reverse-scored items. The second
and third factors were dominated by job exploration and self-awareness items, and by planning items, respectively. The alpha
values of thethree a priori scaleswere acceptable, asfollows: job exploration , 0.61 (t1) and 0.67(t2); self-awareness, 0.54 and
0.58; planning, 0.63 and 0.63. However, negative skew and positive kurtosiswere moderate to large for all a priori scales at both t1
and t2. Diagnostic investigation was more favourable for the planning scal e than others and similar to that of the combined scale
(@l items). Thelatter had alphareliability 0.80, skew £0.79 and kurtosis 1.76 at t1. At t2, with reduced sample size, the
corresponding values were apha 0.84, skew £0.74 and kurtosis 0.76. Conversion of scaleitemsto binary formin al cases
worsened the distribution of apriori scales. As samples are composed of intact groups, the application of standard inferential
procedures is heuristic, but the test assumptions of equality of variance and of covariance were serioudy violated, making the
results of analyses of variance doubtful. Multivariate analysis of variance was not attempted.
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But asTakle 18 shows, the gereral pattern remains when only those in the effective sample, and of these
only those giving complete regieson both occasons, are considered a smal gain in the RealGamesamde
and asmall declinein the comparison sample. At t1, sample variancesand means are not signifi cartly
differert. Att2, sample variancesare significartly diff eren, asare meanscores(equal variance not
asumed p = 0.04); arark order teg (Mann-Whitney) doesnot, however, reachsignifi carce.
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As Figures3 ard 4 show, there wasmoderate variahility in the relative positions of eachsample between
schools attl, which perdstedin someregecisto t2, someimeswith exaggeration. For example,in one
school (School 14), the initial gapfavouring the Real Gamesample widened considerablly dueto
comparison sample decline. It should, therdfore, be emphadsedthat sub-samgde sizesareoftenlow (School
14 haslow sample sizeg. Whenthe changesin thes scoresare considered(Figure 5), the visually most
striking differencesaredue largely to comparison samge decline (in Sctools 13 and 14).
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Figure 3: Career beliefs total score at t1-

those giving complete replies at t1 and t2
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Figure 4: Career beliefs total score at t2 -

those giving complete replies at t1 and t2
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Figure 5: Change in career beliefs total scores -

those giving complete replies at t1 and t2
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Talle 19 shows that when mears areconsidered, change favours the RealGamesamge in all schools
except School 1. Thatisto say, declinesaresmaller or gains largerthenthose in the corregponding
comparison sample. In smal samples outlying scorescanhave large effects. Accardingly, this paternwas
checked by trimming 5% of casesfrom thetotal available cases This approximatly equalised change
scoresin School 6, but in the remaining schools the general patern wasasbefore. However, whenteded
indeperdertly, only the large differencesbetween sub-samgdesin Sclools 13 ard 14, notedearlier, are
significart (t teg p = 0.01 and 0.002, repectvely, equal variance not assumed, arark-orderteg (Mann-
Whitney) confirmsonly the latter).

When consideredtogether, school, the interaction of school with sample (i.e. the somewhat differert
apparern effect of The Real Game from school to school) and sample itself (thatis, Real Game
participation) all hadsignificart effects. These remained whenthe arcillary datafor a smaller sub-sample
were takeninto account®. The patternof change wasconsideredatthe itemlevel (seeTable 20). Most
itemsshow either greater gain or less declinein The Real Game samge, but thereis no obvious rea®n why
the minority of itemswhich behave differertly do so.

As pointedout earier, thisis a quad-experimert in which consistert gains acoss schools arethe most
persadve eviderce. In aggregate, the reaults for career beliefsaremoderatly consistert acrass schools,
but point asmuch, if not more, to less decline in the Real Game samfe, ratherthanto gain relative to its
own starting position. On balarnce, it appearsthat The RealGamehadan effect, but one in which we place
less confidence thanelsewhere

Self-efficacy. Threea priori self-efficacy (or OcofidenceO¥caleswere employed self-efficacy for job
exploration, for self-awareressin relation to careerdecision-making, and for careerplaming. Considered
individually, using t1 data, each of these scalesproved to be unidimersional and reliadle’®. However, every

® Note the warning in the foregoing footnote. Cases available for analysis were 111 Real Game and 121 comparison subjects. The
pF values were asfollows: school 0.005, sample (Real Game) 0.000, and the interaction 0.002. When further analysiswas
undertaken using ancillary data, of the ability measures only the mathematics SAT score was significant. There was a significant
interaction effect of school with gender. The sample remained significant (p=0.002).

10 seff-efficacy for job exploration: principal components analysis identified one factor (at eigenvalue = 1) which explained 46% of
the variance; the simple additive scale had internal consistency reliability alpha= 0.86; this scae had an approximately normal
distribution with mean = 41.9 and standard deviation = 10.8. Corresponding results for self-efficacy for self-awareness (fewer
items) were as follows: one factor and 51% of variance; alpha= 0.75; positive kurtosis with mean = 24.5 and standard deviation =
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self-efficacyitem wassignifi cartly correlatedwith all others so thatthe additive scaleswere all highly
correlated. This suggegedthata more gereral careerself-efficacydimersion existed All self-efficacy
itemswere subjectto afurtherinspecion™, whichindicatedthatit would be legtimate to employ asingle
summay scale, but that, asa precautionary measire, effects on combinations of itemsother thanthe a
priori scalesshould be explored It also indicatedthat, in the evert of effects on a priori scales these
should not be assumedindependert of one another; and in particular, thatto treateffects on self-efficacyfor
career plaming and for self-awareness asseparate effects would be to indulgein aform of Oduble

7.1. Self-efficacy for career planning: one factor and 47% of variance; alpha = 0.84; negative kurtosiswith mean = 39.2 and
standard deviation = 10.5.

" Principal components identified two factors explaining 40% and 5% of variance, respectively. The rotated solution gave a factor
dominated by both self-efficacy for planning and self-efficacy for self-awareness items and a further factor dominated by self-
efficacy for job exploration items. However, severa items of each type loaded to a substantial degree on both factors. This
solution was unlike a somewhat more complex one derived earlier from responsesin the first schools to return data.
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counting®. By the same token, null findings for these groups of itemsshould not be asumedto be
indeperdent®®,

2 That isto say, in the event of apparent effects, forms of analysis would be required which considered these groups of items as
simply alternative means of measurement of the same underlying varigble.

13 The foregoing analyses were repeated for each sample at t1 and for the reduced samples available at t2. Resultswere broadly
similar. However, at t2 the comparison sample factor structure resembled that at t1 more closely than did that of the Real Game
sample. In particular, two items worded in terms of @onvincingGand @xplaining toCothers loaded quite differently. In view of the
characteristics of The Real Game, thisis suggestive, but on thisbasisit is only possible to suggest that future studies might consider
if The Real Game has effects on sdlf-efficacy for self-expression and persuasion of othersin relation to career issues.
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Tabe 21 shows that asmall gain wasmack in self-effi cacyfor job exploration in the Real Game sample,
that self-effi cacyfor self-awareress declinedto atrivial degeein both sasmples and that asmall gap
opered betweenthe samgesin self-effi cacy for plaming Bdue, in the main, to a decline in the comparison
sampe. None of thes changesarestatisticaly significart, but if one-tailedted asumptions wereto be
mack, thenthe probahilitiesassociated with diff erertial change in self-efficacy for plaming (p=0.10) and
in the factor-based (but not the a priori) combination of job exploration items(p = 0.08) could be halved.

Aggregate change was however, the resultant of contradictory trends betweenschools. In Tabe 22, the
underlying chacs isillustrated for changesin total caree self efficacy (similarly complicated picturesare
reveaked for each of the sub-scaleg). In only one school isthe articipated patternof stahility in the
comparison group coupledwith a gain in the Real Game sample. Elsewhere, modeg improvemert in Real
Game scoresare accanpanedby larger declinesin the comparison sample, both samplesdecline, or Real
Game |ossesare matched by comparison samge gains.

Further aralysis™ indicaked signifi cart effects both directy of school and of the interacton of school with
samge (Real Game or comparison) upon some of the change scores under consideraion. But there were
no signifi cart main effects of samgde (Real Gameor comparison) whenits interacton with school was

14 Analyses of variance in which the effects of sample and school were examined in models including interaction terms.
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takeninto accaunt. Analysesof sub-samplesfor which arcillary informaion wasavailale for age, sexand
ability producedasimilarreault. In addition, samgde sizeswere maximisedin two ways: first, by examining
sub-scalesfor which complete data wereavailabe, even though the overal proportion of self-efficacyitems
armsweredwasbelow the threshold adopted for imputation; and secand, by imputing valuesfor some sub-
scales Again, no significart directeffects werefound. In short, thereis not a suffi cient bass to assertthat
participation in The Real Game had an effecton any of our self-effi cacy measires From anevaluative
perspecive, this must be the conclusion. However, from a wider pergective one must be concerned about
the possibility of type 2 eror. It isnot satisfactory that by deleting from the analysis one school (School 7)
in which the larged of all meangains occuredbin the comparison sample Band the larged of all mean
declinesalso occurred Bin the Real Game sample Ba contrary conclusion would have beenreachedin
relation to self-effi cacy for career plaming. Future invedigators areaskedto note this.
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Need for information, specific information activity needs and knowledge of sources. Preliminary analysis
indicakedthatit waslegtimate hereto emgoy the a priori scales>. Table 23 isbased upon only those who
rediedto all quedions within aparticularitemgroup both attl and t2. It shows thatthe differences
betweensamplesattl and attl werein all casestrivial, so that differencesin change scoresweresmall.
None of the differencesbetweensampleswasremotely significart.

It is unsurprising, therefare, thata further analysi s'® revealedno link between participation in The Real
Gameand thes OnformatonGCscales

Figures6-8 show that change waserratic from school to school.

1% Factor analysis (principal components) of t1 data gave three factors explaining 54% of variance. The rotated factor solution
corresponded well with the apriori scaes, in that each factor was primarily defined by one apriori item group and al itemsin a
group loaded highly on the same factor. As the scales were short, alphareliability coefficients were not as high as one would like,
but tolerable. Alphavaueswere asfollows: need for information, t1 0.54, t2 0.55; specific information activity needs, t1 0.48, t2
0.56; knowledge of sources, t1 0.77, t2 0.75.

18 Using analysis of variance, models were fitted for sample and school and, using the reduced sample for which thisinformation is
available, avariety of further models were fitted for sex, ability age and school. In none of the models, nor in multivariate anaysis
of variance, was participation in The Real Game a significant factor.
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Figure 6: Change in general need for

career information
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Figure 7: Change in need for specific
information activities
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Figure 8: Change in knowledge of sources

and how to obtain information
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8. Conclusion

Paricipation in The Real Game haseffects which arerelatedto its contert and the form of acivity it entails.
Y oung peaple adopt a gererally positive view of whatit hastaught them. It might seem disappointing that
we have beenunale to offer convincing evidence of an impactupon more convertional careerseducaion
objectives There doesseem to have beena small effect on caree beliefs, but relative only to the
comparison sample rather thanits own starting position. One would wish to see this effect invegigated
further, using improvedinstrumerts, before staking too much upon it. In other regect, we areunaldeto
point to aneffect However, amore positive interpretation of this part of our reaultsis thatthe pattern of
outcomesis consistent with construct validity. The Real Game haseffects of the sort one would expectfor
it, but doesnot have Bor doesnot clearly have beffects in the short run on career educaion objecivesit
doesnot address directy or certrally. We are, of course, unalde to commert on the later effects of
participation.
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Appendix : Survey questionnaires

The following two quedionnaireswere administeredto both experimertal and control groups atthe
begnning of the programme:

1. First ideasabout the world of work This wasthe supplementary quegionnaire
aimedat determining whether the programme
ledto specific careerrelatedlearring
outcomes

2. What | know about the world of work This World of Work Quegionnaire formsan
existing part of the Real Game programme,
and includesboth knowledge and opinion
items

For administration atthe end of the programme, both queionnaireswererevised. Itemslikely to be subject
to aOeiling effectOwveredeleted. Experimertal groups were asked additional quegions.

1. First ideasabout the world of work Administeredto experimertal and control
groups.

2. What | know about the world of work This secand quedionnaire camein differen
versons for the experimertal (RG) ard
control (non-RG) groups.
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