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The Play Real Game Trainer’s Kit

The Play Real Game

Trainer's Kit
June 2000
TRAINER’S KIT

The Real Game Trainer’s Kit, which has been prepared to provide support to individuals presenting training to Real Game Facilitators, consists of five parts: 

Introductory Materials  

Workshop Logistics

Trainer’s Guide 

The Masters File

Supplementary Materials.  

Each has a specific purpose. All are optional. 

1. INTRODUCTORY MATERIALS

The materials contained in this portion of the Kit may be used by trainers to set The Real Game Series and training in a real world context.  It contains sample national information about economic and occupational trends, some assumptions about what is happening in the world of work, and some observations about how schools and education are changing.  The economic and occupational information comes from the Bureau of Labor Statistics. The assumptions and observation are general and drawn from a variety of sources, including those referenced in your Facilitator’s Guide. 

You do not have to agree with the assumptions or use the information. You are encouraged to consult with the labor market research unit of your state employment security agency to determine what is happening in your own state and local labor markets.  You are also encouraged to discuss the educational assumptions contained in this section with your own state and local educational leaders.  Using state and local information and reflecting the views of state and local officials can only make your training more interesting and effective. 

The introductory materials also contain information about The Real Game Series: its purpose, the benefits, the kinds of accountability built into the Series, and the kinds of learning practiced.  A comparison of the several programs now available in the Series is also provided to assist you in describing how the particular program in which you are training relates to other programs in the Series.  The kinds of information provided on the Series is supported by the brochures contained in the Supplementary Materials section of the Kit. 

2. WORKSHOP LOGISTICS

The Workshop Logistics section of the Kit, as the name implies, identifies and summarize all those various details you need to effectively deliver training.  A sample training agenda and time allocation is provided.  All the photocopies, transparencies, other handouts, and general materials, such as easels, flip charts, and markers are provided on a unit by unit basis.  Presentation tips are offered, along with an evaluation form. 

You may wish to create your own agenda, choose a different allocation of time, and supply an evaluation form which you find more meaningful. However, if you do not choose to use these materials, you are encouraged to create your own lists of materials, list the documents you need to photocopy, and identify the transparencies you need to make for each presentational unit.  You are also reminded that should you wish to be listed on the Trainer Registry, you will need to submit to NOICC’s Training Support Center copies of participant evaluations.




3. TRAINER’S GUIDE

The Trainer’s Guide has been designed for insertion directly into your Facilitator’s Guide, should that be your wish. To do so, you will need to remove the spiral binding from the Facilitator’s Guide, insert the appropriate pages from the Trainer’s Guide at the appropriate spot, and place the reconstituted Guide into a three ring notebook.

The Trainer’s Guide, as the name suggests, walks you through the Facilitator’s Guide on a unit by unit, session by session basis.  Each section provides a training overview,  gives estimated training time, identifies materials and preparation required, and lists activity steps.  The pages in the Facilitator’s Guide to which the action step relates are noted. 

4. THE MASTERS FILE 

The Masters File contains all the masters you will need to make photocopies and transparencies.  Protect this file. Do not hand out the masters. Do not use the masters in your presentation. Do not write on the masters. Do not loan the masters out.  Use copies. 

5. SUPPLEMENTARY MATERIALS 

Contained in the Supplementary Materials section are The Real Game Series brochures, a brochure for the National Career Development Guidelines, applicable Portfolios, and announcements of training.  You may add any other materials to which you wish to make reference in the course of training. 

Facilitator Sample Training Agenda



8:00 a.m. 
Introductions





Information about changes in the world of work





Information about The Real Game series





Intro on content of Facilitator’s Kit and Student Kit





Intro material from Get Real Facilitator’s Guide





Program summary 



9:30 a.m.
Break



9:45 a.m.
Session One: Playing a Role





Session Two: Playing Real





Session Three: Real Skills





Session Four: Real Town Services and Businesses



12:00 p.m.
Lunch



1:00 p.m.
Session Five: Real Hiring 





Session Six: Putting a Town Together

Session Seven: Working World

2:35

Break

2:50

Session Eight: Real Needs, Real Solutions





Session Nine: Real Rehearsal




.
Session Ten: Real Play





Appendices, conclusion, evaluation, certificates



4:00 p.m.
Adjourn
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THE PLAY REAL GAME

Program Summary








HOURS

SUBJECT AREA



10-11 hours

Session One: Playing a Role



60 minutes

Personal Planning











Social Studies 











Math

Session Two:  Playing Real



60 minutes

Language Arts











Social Studies

Session Three: Real Skills



60 minutes

Personal Planning

Session Four:  Real Town Services and

60 minutes

Social Studies


Businesses

Session Five: Real Hiring



60 minutes

Personal Planning











Language Arts











Social Studies 

Session Six: Putting a Town Together

60 minutes

Social Studies











Fine Arts

Session Seven: Working World


60 minutes

Personal Planning

Social Studies

Session Eight: Real Needs, Real Solutions 

60 minutes

Social Studies











Language Arts

Session Nine: Real Rehearsal



60 minutes

Social Studies











Language Arts 

Session Ten: Real Play



60 minutes

Social Studies

Language Arts 
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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


Name tags

Overhead projector and screen


Blank transparencies

Scissors





Colored Markers

THE PLAY REAL GAME INTRODUCTION

Photocopies





Transparencies

Agenda, (Trainer’s Kit), one per participant

sample session to explain

Introductory Materials, (Trainer’s Kit),

structure pp.61-62

  one per participant 
 



Introductory Materials, (Trainer’s Kit)

Program Summary, (Trainer’s Kit),






  one per participant






Other




The High Five Poster (located in Facilitator’s Kit)

Session One: Playing a Role

Photocopies





Transparencies

Role Profiles, one copy of each


Sample Role Profile Transparency








  (located in Facilitator’s Kit)

Other

Neighborhood Maps, (located in Facilitator’s Kit)

The High Five Poster, (located in Facilitator’s Kit)

Session Two: Playing Real

Photocopies





Transparencies

Lifestyle Choices Handouts, three pages,

None

  one per participant 


Neighborhoods Name Template, one copy
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     Training Materials Checklist—1
Session Three: Real Skills

Photocopies





Transparencies

Skills Match Handout, one per participant

Skills Transparency, 

Skills Search Handout, one per participant

  (located in Facilitator’s Kit)







Skills Match Handout 








Session Four: Real Town Services and Businesses

Photocopies





Transparencies

Town Service Jumbles, five pages, one set only
None 

Town Service Cut-outs, 

  two pages, one set per group

Business Signs, five pages, one set only

Business Cut-outs, one per group

Session Five: Real Hiring 

Photocopies





Transparencies

Occupations Handout, one per participant  

Occupations Handout

Hiring Process Transparency, 

  (located in Facilitator’s Kit)

Session Six: Putting a Town Together

Photocopies





Transparencies

None






None

Session Seven: Working World

Photocopies





Transparencies

None
None

Other

Map (world, country, or state), (purchased)

Employment opportunities signs (see preparation p. 87)

Pushpins or adhesive

Colored string
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Session Eight: Real Needs, Real Solutions 

Photocopies





Transparencies

Neighborhood Response Worksheet,


Neighborhood Response Worksheet

  five copies





Kids’ World, Inc. Proposal Transparency,








  (located in Facilitator’s Kit)

Session Nine: Real Rehearsal

Photocopies





Transparencies

Real Rehearsal Questions, five pages,

None

  one set only

Company Representative Questions, three

  pages, one set only

Session Ten: Real Play

Photocopies





Transparencies

None






Town Skills Questionnaire

APPENDIX:

Photocopies





Transparencies

None






None

CONCLUSION:

Photocopies





Transparencies

Certificates of completion of training 

None

  to facilitators, signed, one per participant




Evaluation form, one per participant

CRN 8/00







Training Materials Checklist—3

TRAINING TIPS

Logistics:

•
Recommended maximum number of trainees per session = 25; minimum = 15

•
Room set-up: must have five groupings, 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, 

name tags, tape: masking and transparent, scissors, blank transparencies, transparency 

pens

•
Arrive early to ensure that the room arrangements are correct and to set up 

materials.

•
Preparation: Attach The High Five Poster and the Neighborhood Maps to the walls.

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 they can 

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.
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•
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.

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 schedule in order to keep the 

training moving on schedule.  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 participants with your name, address, and e-mail address, so that they 

can contact you if they have questions.
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TRAINING TIME - THE PLAY REAL GAME

INTRODUCTION:

90 minutes

Introduction of participants




Information about changes in world of work




Information about The Real Game series




Introductory material from The Play Real Facilitator’s Kit and from 



  the Facilitator’s Guide

UNIT ONE:

15 minutes

Session One: Playing a Role
overview, Student Kits, glossary, Role Profiles, The High Five 

60 minutes

Session Two: Playing Real




housing, transportation and lifestyle choices, neighborhood names

20 minutes

Session Three: Real Skills
define skills, identify skills in Role Profiles, Skills Search

40 minutes

Session Four: Real Town Services and Businesses




Town Service Jumbles, Business Signs, service and business 

cut-outs 

40 minutes

Session Five: Real Hiring
employment opportunities for services and businesses, hiring process

15 minutes

Session Six: Putting a Town Together




naming the town, assembling the town map, welcome signs

40 minutes

Session Seven: Working World





classified ads, Internet, employment agencies, friends and family 

as employment sources, finding new workers, linking geographic 

areas

20 minutes

Session Eight: Real Needs, Real Solutions  




Kids’ World, Inc. Proposal, Neighborhood Response Worksheet 

15 minutes

Session Nine: Real Rehearsal




rehearse questions and answers for Kids’ World, Inc. proposal

15 minutes

Session Ten: Real Play

presentation to the Kids’ World, Inc. representative(s)

APPENDICES:

15 minutes

Glossary

National Career Development Guidelines




National Standards for School Counseling Programs

Secretary’s Commission on Achieving Necessary Skills

CONCLUSION:

5 minutes

Wrap-up, certificates, evaluation
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The Real Game Series

Facilitator Training Evaluation Form

Game

Trainer


Location

Date

Please circle the appropriate numbers below.

How well did this workshop—


Not at all
Very well

1. Prepare you to be a facilitator for this game?
1        2        3        4        5        

2. Provide an engaging, motivating learning experience? 
1        2        3        4        5        

3. Provide ideas for improving student/customer
1        2        3        4        5        


learning and achievement?

4. Provide ideas for improving career development 
1        2        3        4        5        


in your organization?

Additional comments?

How would you rate the trainer's—


Low
High

1. Knowledge and expertise? 
1        2        3        4        5        

2. Organization? 
1        2        3        4        5        

3. Presentation skills? 
1        2        3        4        5        

Additional comments?


Poor
Excellent

Overall, how would you rate this workshop? 
1        2        3        4        5        
Additional comments?
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The Play Real Game

Trainer's Guide

October 1999
Assumptions About the Adult Learner

In the field of Adult Education, it is generally agreed that learners possess the following characteristics: 

Adult learners are diverse, bringing a wealth of life experiences to the learning situation. Active forms of learning help connect the content to the learners own meaning structures. They: 

a) vary widely among ages, abilities, job experiences, cultural backgrounds, and personal goals; 

b) range in educational backgrounds from no formal schooling through many years of schooling; 

c) carry well-developed personal identities; 

d) carry reservoirs of personal experiences, which are learning resources. 

Adult learners want to be able to relate content to specific contexts in their lives. These contexts are often in the form of a problem issue or concern in their worksite - i.e. the Adult Basic Education (ABE) classroom. 

 They:

a) tend to be pragmatic learners; 

b) study to improve their performance in other social roles; 

c) let their schoolwork take a back seat to other responsibilities, such as jobs and families; 

d) expect their class time to be well spent; 

e) hope their courses will help them solve problems in their daily lives. 

 Adult learners prefer to have some degree of control over their learning. They may evidence a greater or lesser degree of self-directedness depending upon their maturity level and familiarity with the content. 

 They:

a) tend to be voluntary learners; 

b) believe the decision to return to school is an important one; 

c) believe that education will be helpful; 

The adults sense of self has a significant influence on the meaning of the learning situation for that person. Learners have differing degrees of self-efficacy and awareness of their own learning styles. 

They may:

a) feel embarrassed about returning to school; 

b) feel embarrassed to join classes with younger students; 

c) hold negative impressions of their own abilities; 

d)  hold negative impressions of schools and teachers.

Dirkx and Lavin (1995) and Pelavin (The Adult Learner)

THE PLAY 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 Play Real 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, TK = Trainer’s Kit


Agenda (located in TK) (one per participant) 


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


The High Five poster (located in Facilitator’s Kit)


T sample session to explain structure, pp.61-62


P Program Summary (located in TK) (one per participant) 

Training Activities:
1.
Distribute the agenda to each participant.

2. 
Introduction of participants.

3.
Distribute the stapled packet of Introductory Materials, and discuss 

information about changes in the world of work. Use transparencies as each item is discussed.


4. 
Discuss the information about the Real Game series from the Introductory 

Materials.  Use transparencies as each item is discussed.



Program Features


Collaborative development


Purpose of The Real Game series
Benefits of The Real Game series


Accountability



Outcomes


Links to Present and Future

The Real Game series Alignment


The High Five



Web Sites


The Real Game series


The Real Game Series Comparison



5. 
Explain contents of Facilitator’s Kit and Student Kit.  Explain that 

Student Kits can be purchased or facilitators can design their own 
folders.  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.
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6. 
Discuss introductory material from Get Real Facilitator’s Guide:

site license, About the Real Game series, Training, Resources, Additional Information, The Game, The Goal, Role of the Facilitator, How it Works, The Sessions--use sample session (transparency) to show structure and objectives and indicators, The Real Game “High Five,” Learning Premises, Overview of Interdisciplinary Learning Objectives, Understanding the Terms, Adapting the Game, Linking with Other Exemplary Resources, Linking the Get a Life portfolio and The Play Real Game, Program Summary, Accountability, the National Career Development Competencies Crosswalk, the ASCA National Standards Crosswalk, the Performance Review, and Pre-Preparation Notes.

7.
Distribute a copy of the Program Summary of The Play Real Game, and 

discuss. 




Note: Brochures of The Real Game series and of each of the games can be obtained free of charge from the NTSC.
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Session One: Playing a Role

Training overview:


•  introduced to The Play Real Game


•  receive Role Profile


•  discuss The High Five

Training Time: 15 minutes

Training Materials and Preparation:


Neighborhood
Maps (located in Facilitator’s Kit)


The High Five Poster (located in Facilitator’s Kit)

P Role Profiles (one copy of each)


Sample Role Profile Transparency (located in Facilitator’s Kit)

Activity Steps (pp. 41-44):

Note: Remind the participants to laminate the Neighborhood Maps and The High Five Poster, so that they will last longer.  The Neighborhood Maps and The High Five Poster can be mounted on the walls at this time or prior to the beginning of the training session.

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


Students will:



--embark on a career exploration journey



--will choose places to live and vehicles 



--will create a town and neighborhoods

2-3. Explain that the Student Kits are used to contain handouts and working 

materials.

4.
Explain that the Glossary is available to provide expansion of student 

vocabulary.

5.
Distribute the Role Profiles by placing the appropriate number (one per 

participant) face down on a table.  Ask the participants to pick up one Role Profile per person.

6-7. Place the Sample Role Profile Transparency on the overhead, and review 

the contents.  Ask participants to fill in the completion sections on their own Role Profiles.

8.
Explain that discussion takes place to compare the similarities and 

differences in the students’ Role Profiles.

9.
Explain that The High Five principles are explained to the students.
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10-11. Explain that the students will find The High Five symbols on their Role Profiles and gives examples to the class of how The High Five pertain to their Role Profiles.

12.
Explain that the students will glue their Role Profiles onto the back of 

their Student Kits.

13-14. Explain that students will be told that in the next sessions they will begin 

to create neighborhoods.


Note: If Student Kits are not purchased, a folder should be used to hold 

the handouts and materials from the game.  Since the Student Kits are 

copyrighted, the map inside of the Student Kit can not be copied.


Note: Point out the Letter to Parents/Guardians (p.46) that can be sent out 

prior to the beginning of The Play Real Game or can be given to students to take home.

Note: Point out the Neighborhood Matrix and the copy of the Town Map on pp. 49-52.
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Session Two: Playing Real

Training overview:


•  choose housing, transportation and lifestyle items


•  locate housing address on the map


•  create names and signs for the neighborhoods

Training Time: 60 minutes

Training Materials and Preparation:


P Lifestyle Choices Handouts (three pages, one per participant)


P Neighborhood Name Template (one copy)

Activity Steps (pp. 54-56):

1-3. Explain to the participants that the students will be selecting housing, 

transportation and lifestyle choices. 

4-6. Ask participants to check their individual map coordinates on their Role 

Profiles and to locate on their Neighborhoods Map where they will live.

7-10. Distribute a Lifestyle Choices Handout-Housing to the participants, and 

ask them to choose a house and to color and cut out the house.  Ask them to tape their housing choice to Neighborhood Map in the correct coordinate space.

11. Distribute the Lifestyle Choices Handout-Transportation to the 

participants, and ask them to follow the same process as they did with the housing choice.

12.
Distribute the Lifestyle Choices Handout-Other to the participants.  

Explain that the students will choose other items to cut out and color, and then they will attach them to a blank sheet of paper which will be kept in the Student Kits.

13.
Rearrange the groups into neighborhoods, depending upon the area of 

town in which they live.

14-16. Ask each group to brainstorm neighborhoods names and select one.  

Distribute a Neighborhood Name Template to each group, ask each group to write the name of the neighborhood, and attach it to the appropriate space on the map.

17-18. Explain that the students will write the five neighborhood names in their 

Student Kits and will then visit the other neighborhoods and introduce themselves as their role characters.
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Session Three: Real Skills

Training overview:


•  define skills 


•  identify skills contained in the Role Profiles


•  find other skills of other Role Profiles

Training Time: 20 minutes

Training Materials and Preparation:


Skills Transparency (located in Facilitator’s Kit)


P/T Skills Match Handout (one per participant)


P Skills Search Handout (one per participant)

Activity Steps (p. 62):

1-2.
Display the Skills Transparency on the overhead, and discuss the skills.

3. 
Distribute the Skills Match Handout to the participants, and ask them to match the definition to the skill.

4.
Ask each participant to identify the skills described on the individual Role 

Profile.

5-6. Distribute the Skills Search Handout to each participant.  Ask the participants to determine which of the ten skills they have in their neighborhood and to complete Step One of the Skills Search. 

Note: Explain that each neighborhood may not have all ten of the skills represented.  However, the town, as a whole, will have them.

7-8. Ask participants to complete Step Two of the Skills Search by visiting 

other neighborhoods to discover which workers have the missing skills. 
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Session Four: Real Town Services and Businesses

Training overview:


•  identify town services and businesses for each neighborhood


•  choose buildings to represent each of the services and businesses

Training Time: 40 minutes

Training Materials and Preparation:


P Town Service Jumbles (five pages, one set only)

P Town Service Cut-outs (two pages, one set per group) 


P Business Signs (five pages, one set only)


P Business Cut-outs (one per group)

Activity Steps (pp. 67-68):

1-3. Attach the five Town Service Jumbles and the Business Signs to the walls.

Note: These items can be attached to the walls during the morning break or during the previous session while the participants are engaged in the Skills Search.

4. 
Explain the definitions of a business and of a town service.

5-7.
Explain that there is a town service for each of the neighborhoods.  Ask participants to identify the coordinates of their neighborhoods, to remove the Town Service Jumble for their neighborhoods from the walls, and to write the name of the service at the bottom of the page.

8-9. Explain that there are four Business Signs for each neighborhood.  Ask 

the participants to locate the four businesses that contain the correct coordinates for their neighborhood and to remove them from the walls. 

10-13. Distribute the Town Service Cut-outs and the Business Cut-outs to each 

of the five groups. Ask each neighborhood group to choose a building for its town service and four buildings for the businesses in the neighborhood. Ask participants to color, name, customize, and cut out the buildings; to write the coordinates on each building cut-out; and to attach them to the matching coordinates on the Neighborhood Maps. 

14-15.
Explain that the students will then fill in the names of the town services and businesses for their neighborhoods on their Student Kits and in the next session will be finding work in these services and businesses. 
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Session Five: Real Hiring

Training overview:


•  identify jobs connected to the town services and businesses


•  obtain a job

Training Time: 40 minutes

Training Materials and Preparation:


P/T Occupations Handout (one per group) 


Hiring Process Transparency (located in Facilitator’s Kit)

Activity Steps (pp. 76-78):

1-2. 
Explain that each of the town services and businesses need workers, and define employment opportunity. 

3. 
Distribute an Occupations Handout to each group, and define occupation.  Explain that students will then be asked, “Who has an occupation?” so that they all understand that all of them have occupations.

4-6. Ask the participants, using the Occupations Handout, to identify the four 

employment opportunities offered by their Town Service and to write these occupational titles on their Neighborhood Maps in the spaces provided on the Town Service Cut-outs. 

Note: The Town Services and Businesses Template (p. 81) can be used as an option if more space is needed to write the occupational titles.  These are then attached near the Neighborhood Maps.

7-9. Ask the participants, using the Occupational Handout, to identify one employment opportunity offered by each of their businesses and to write the occupational titles on their Neighborhood Map in the spaces provided on the Business Cut-outs.

Note: The Town Services and Businesses Template can also be used for this step, if needed.

Note: The Occupation Matrix (p. 79) lists all of the occupations and the services and businesses to which they belong.

10. 
 Ask each group to create a list the occupational titles of the workers 

needed for its neighborhood. 

11. Display the Hiring Guidelines Transparency on the overhead.  Review the 

qualifications and the process.
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12-13. Ask participants to check if any of them can work in their own neighborhoods, and, if so, they will write their names on the appropriate Town Service or Business Cut-outs. 

14-16. Explain that the term job is defined for the students, and they are asked 

how many of them have jobs.  The term job applicant is also defined.

17.
Ask the participants who do not yet have jobs to go to the other neighborhoods and apply for jobs.  Those participants who already have jobs in their own neighborhoods can conduct the interviewing.

Note: The facilitator can model the interviewing process prior to the students interview process.

18-19. Ask the neighborhoods groups to fill in the names of the workers hired on 

their Town Service and Business Cut-outs.  Explain that many people live in one neighborhoods and work in another neighborhood.  Ask participants to fill in their work addresses on their Job Profiles.

CRN 8/00


                         
           
PRG Session Five--2

Session Six: Putting a Town Together 

Training overview:


•  combine neighborhoods to create a town 


•  select a town name 

Training Time: 15 minutes

Training Materials and Preparation:


None

Activity Steps (p. 84):

1-5. 
Ask group as a whole to brainstorm and select a name for the town.  Explain that each of the student groups will then create a welcoming sign for the town and will write the town name in their Student Kits. 

6. Explain that each of the neighborhood groups will remove its 

Neighborhood Map from the wall and color it.

7. 
Ask each group to take the Neighborhood Maps and to arrange them in the appropriate position around the Downtown Map. 

8-9.
Explain that the welcome signs of each neighborhood group are then 

placed around the Town Map, and the completed Town Map is then reviewed, pointing out all of the various services and businesses.

10.
Explain that there are some employment opportunities remaining, and 

these will be filled in the next session.
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Session Seven: Working World

Training overview:

•  explore different job search methods


•  select remaining workers


•  locate geographic origin of new workers

Training Time: 40 minutes

Training Materials and Preparation:


Map (world, country, or state)


Employment opportunity signs (see Preparation p. 87)


Pushpins or adhesive


Colored string

Activity Steps (p. 87-89):

Note: Remind the participants to laminate the map, so that it will last longer, and mounted on the wall at this time or prior this session.
Note: The Preparation section (p.87) explains the format for postings the remaining job opportunities.  These postings need to be done prior to conducting this session.

1-3. Explain to the participants that four different types of employment 

opportunities have been posted: classified ads, Internet, employment agencies, and family and friends.  Under each of the four headings are the Role Profiles of some potential workers.  

4. 
Ask the participants to locate and to remove the Role Profiles of the workers that they need in their neighborhoods. 

5-6. Explain that the students will discuss the various methods of job 

searching that were portrayed and check the qualifications of the new workers. 

7. Ask the participants to locate the coordinates where the new workers 

work and to write those coordinates on the workers’ Role Profiles.  In addition, they will write the coordinate address where the workers live on the Role Profiles  and make up a name for these new workers. 

8-9. Explain that the students will discuss how people from different 

geographic areas move to another area to work.  These students will identify the location of their town on the map.  Place a pin at this spot.
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10-11. Ask the participants to locate the geographic area on each of the Role Profiles of the new workers and to place string on the map, joining the original location to the current town, using the pushpins or adhesive.

12.
Ask the participants to give the Role Profiles of the new workers to the 

groups who live in the same neighborhoods as the new workers.
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Session Eight: Real Needs, Real Solutions

Training overview:

•  identify key attributes of  the town services, businesses, recreation and 

   entertainment

Training Time: 20 minutes

Training Materials and Preparation:


P/T Neighborhood Response Worksheet (one per group)


Kids’ World, Inc. Proposal Transparency (located in Facilitator’s Kit)

Activity Steps (pp. 91-92):

1-2. Explain that future employees will be looking for work in their town, and 

discuss the need for building a town’s economy. 

3-5. 
Display the Kids’ World, Inc. Proposal Transparency on the overhead, and discuss.  Point out the question at the bottom of the proposal.

6-7. Distribute the Neighborhood Response Worksheet to each group, and ask the participants to complete it as a neighborhood group.    

8-9.
Explain that the students will post these responses on the walls and will discuss the advantages that the town has to offer along with a discussion of the last question on the worksheet. 
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Session Nine: Real Rehearsal

Training overview: 

•  prepare and rehearse responses to questions and the services and 

   businesses and the workers in the town

Training Time: 15 minutes

Training Materials and Preparation:


P Real Rehearsal Questions (five pages, one set only)


P Company Representative Questions (three pages, one set only)

Activity Steps (pp. 96-97):


Note: The Company Representative Questions and the Real Rehearsal 


Questions are the same questions, but the Company Representative 


Questions are ordered so that the neighborhoods are questioned in turn.

1-2. 
Explain that representatives of Kids’ World, Inc. will be visiting in the next session to find out of the town has all of the services, businesses and qualified workers that the company needs. 

3-4. Distribute the Real Rehearsal Questions to each of the groups.  Ask 

participants to answer the questions, using the neighborhood Role Profiles and the Town Map.


Note: Neighborhoods may have to use all eight of the Role Profiles, so 

students will have to prepare answers for some of the “new” workers.

5.
Explain that the facilitator, using the Company Representative Questions, will rehearse the students in their presentation as they answer the questions and point out the location on the map of the services and businesses.  

6-8. Display the Skills Transparency, used in Session Three, on the overhead, and explain that the students will review the skills and definitions and review the skills on their Role Profiles. 
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Session Ten: Real Play

Training overview:


•  interview of the workers from the neighborhoods

Training Time: 15 minutes

Training Materials and Preparation:


T Town Skills Questionnaire 

Activity Steps (pp. 103-104):


Note: The Kids’ World representative(s) need to be invited several days or 

a week prior to this session.  Other guests, such as parents, can also be 

invited.

1-6. Role play the part of the Kids’ World Representative and ask at least one 

question of each group.  As each person answers the questions, he/she should indicate the location of the services or businesses on the Town Map.  As each service or business is identified, the workers from that entity will introduce themselves by name and give their job title and education. 

7. 
Display the transparency of the Town Skills Questionnaire on the overhead, and ask participants who have a particular skill to raise their hands and name their occupations. 

8. 
Explain that the Kids’ World Representative(s) will then decide if the town gets the new hi-tech facility. 

9-10. Explain that students will receive a certificate of completion for the Play Real Game (p.106). 
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APPENDICES:

Training overview:


•  review glossary material


•  review of National Career Development Guidelines and Indicators for 

   Elementary School


•  review of National Standards for School Counseling Programs


•  review of Secretary’s Commission on Achieving Necessary Skills

Training Time: 15 minutes

Training Materials and Preparation:


None

Training Activity (pp. 107-127):

1. 
Discuss the glossary materials in Appendix A.

2.
Discuss with the participants the National Career Development 

Guidelines, the National Standards for School Counseling Programs, and the Secretary’s Commission on Achieving Necessary Skills information.
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CONCLUSION:

Training overview:


•  receive certificates of completion of training


•  complete evaluation form

Training Time: 5 minutes

Training Materials and Preparation:

P Certificates of completion of training to facilitators (signed), (located in     

    TK) (one per participant)


P Evaluation form (located in TK) (one per participant)

Training Activities:

1. Host a question and answer period.

2. Distribute certificates of completion of training to facilitators.

3. Distribute evaluation form for participants to complete.

4. Thank participants for their time and interest and wish them well.
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COMPARISON OF PROGRAMS IN THE REAL GAME SERIES

	Name
	Play Real
	Make It Real
	The Real Game
	Be Real
	Get Real 
	Real Times

	Target Grades


	3-4
	5-6
	7-8
	9-10
	11-12
	Adult

	Hours


	10-11
	15-16
	19-24
	17-21
	13
	22

	Approach


	Simulation
	Simulation


	Simulation
	Simulation

Actuality


	Simulation

Actuality
	Simulation

Actuality

	Focus
	Neighborhoods,

Business, and

Community Needs
	Community, Business, and Global Economy


	Exploring the World of Work
	Linking Skills and Occupations

to Job Search
	Transition Plans for High School and Post-High School
	Change and Adult Career Transition

	Number of

Occupations


	40
	5
	40
	80


	40
	16

	Units
	No units
	No units
	Learning a Living

Making a Living

Quality of Life

Changes and Choices

The Personal Journey


	Brave New World of Work

Agents of Change

Exploring the Future


	No units
	Journey through the 20th Century World of Work

Exploring Modern Times

Discovery: Real Times, Real Life

	Name
	Play Real
	Make It Real
	The Real Game
	Be Real
	Get Real 
	Real Times

	Sessions

Sessions

(cont.)


	Playing a role

Playing Real

Real Skills

Real Town Services and Businesses

Real Hiring

Putting a Town Together

Working World

Real Needs, Real Solutions

Real Rehearsal

Real Play
	Making a Role

Making Neighbors

Making a Town

Making a Town Work

Making a Company

Making a Living

Making a Business Trip

Making a Project Presentation

Making It Real
	Foundations

The Spin Game

The Dream

What’s My Line?

Reality Check

Building Blocks

After Work

Getting Away

Spin It Again

Fair Play

Thumbs Up or Down?

The Pink Slip

Disaster Strikes

Team Work

The Big Picture

Career Day

Wrap-up


	The Beginning

Making a Community

The Adult World of Work

Preparing for Work

The World at 

Work

The Bottom Line

Out of the Blue

Helping Hands

The Brainstorm Spin Game

Change is Constant

Focus on the Journey

Looking Back, Looking Ahead

Who Am I Really?

My Preferred Self

A New 

Beginning
	Real Transition

Real Jobs

Real Gateways

The Real Role

The High School Spin Game

The Transition Spin Game

Time and Transition

The Transition Spin Game

Time and Transition

Preparing for the Interview

The Interview

Preparing for Transition

Creating a Real Action Plan


	The Changing Work World

The Changing Work World – 1900-1930

The Changing Work World – 1930-1950

The Changing Work World – 1950-2000

Taking Stock

The Modern Work World

Quality of Life—Leisure Time

Fair Play – Fair Pay…or Is It?

Job Aspects

The Pink Slip

New Work! New Jobs!

Knowing My Skills

Knowing My Interests

Knowing My Learning Styles

Knowing My Priorities

Knowing My Goals

Knowing My Resources

Creating My Life/Work Action Plan

The End of the Beginning



	Name
	Play Real
	Make It Real
	The Real Game
	Be Real
	Get Real 
	Real Times

	Activities

Activities

(cont.)
	Create neighborhoods

Choose housing, transportation, and leisure items

Identify skills

Locate businesses and services

Correlate jobs to businesses and services

Form neighborhoods into a town

Respond to a business proposal

Rehearse for a presentation

Make a presentation to a business representative
	Assume occupational role

Create a town, choose housing

Name the communities and town

Identify  businesses and services

Interview for a job

Play Brainstorm Spin Game 

Select a company and receive a project

Research a foreign country

Respond to company situations

Write a script and rehearse

Play the Brainstorm Spin Game 

Make a dramatic presentation 
	Complete pre-survey

Play the Spin Game

Complete wish list

Explore assigned occupation

Prepare budget for assigned occupation

Graph budget onto activity posters

Budget leisure time

Share in planning a group vacation

Play the Spin Game

Discuss gender equity

Identify job characteristics

Experience receiving a pink slip

Experience a community disaster

Share in community response planning

Interview for new job 

Select lifetime of education, work, and family activities

Hear guest speakers

Play the Spin Game and complete post survey


	Complete pre- survey, receive Role History

Form a community

Conduct adult life/work interview

Complete resume worksheet

Complete job application, select want ad, interview

Prepare monthly budget

Respond to role situations

Respond to emergency alert

Play Brainstorm Spin Game

Experience job change

Complete job application, select want ad, interview

Play Brainstorm Spin Game

Identify work preferences

Identify interests, skills, learning styles

Prepare action plan 

Play Brainstorm Spin Game. 

Complete post-survey
	Choose work clusters

Narrow work clusters to jobs

Review gateways

Receive Role Profiles

Play the High School Spin Game

Play the Transition Spin Game

Complete Transition Time Line

Play the Transition Spin Game

Complete the Transition Time Line

Prepare for an interview

Conduct the interview

Identify transitions for after high school

Create an Action Plan
	View video 

Explore the world of work – 1900-1930

Explore the world of work – 1930-1950

Explore the world of work – 1950-2000

Review experiences

Receive roles, pay check, and prepare budget

Budget leisure time 

Discuss gender equity

Identify job characteristics

Receive pink slip

Experience job change, new jobs 

Identify basic work skills

Identify interests

Identify learning styles

Identify life/work priorities

Select a goal

Investigate career information resources

Create a Life/Work Action Plan

Sharing of experiences



	Name
	Play Real
	Make It Real
	The Real Game
	Be Real
	Get Real 
	Real Times

	Additional Resources
	Student Kit

Glossary

National Career Development Guidelines

National Standards for School Counseling Programs

Secretary’s Commission on Achieving Necessary Skills
	Student Kit

Glossary

National Career Development Guidelines

National Standards for School Counseling Programs

Secretary’s Commission on Achieving Necessary Skills 

Company list

International Advisory Group


	Student Kit

Glossary

Occupation profiles

Resources

Bibliography


	Student Kit

Glossary

National Career Development Guidelines

National Standards for School Counseling Programs

Resume form

Employment Kit


	Student Kit

Glossary

National Career Development Guidelines

National Standards for School Counseling Programs

Secretary’s Commission on Achieving Necessary Skills 

Game Specific Materials
	Participant kit

Glossary

National Career Development Guidelines

Secretary’s Commission on Achieving Necessary Skills 

Game Specific Information




