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The Real Game (TRG) Series is a set of six world-class innovative career programs designed to
bring interactive, experiential learning to the classroom. The Series and the partnership
framework that was used to create and implement these programs have made an exciting
contribution to career development in Canada and the United States, and internationally.

How The Real Game Series Was Born

"What if we could give young people a practice run at being an adult while they're still in school
- something that feels like the real world they'll soon be part of?"

That's what Bill Barry, from Newfoundland, Canada, asked when his 12 year-old daughter, Mara,
complained that some of things she was learning about in school just didn't seem really useful or
relevant to her in terms of her personal career dreams.

Bill set out to develop an engaging tool that would make learning about careers and work fun and
interesting. The result was The Real Game designed for 12- to 14-year olds that was piloted int,St.
John's, Newfoundland, in 1994. It caused such interest that the program was presented to career
specialists from across Canada later that year at a Canada Career Information Partnership (CCIP)
meeting. From these humble beginnings, in the space of six years, the Real Game has evolved
into a series of six internationally-recognized career development programs serving youth and
adults.

The Partnership: Funding for the initial development of The Real Game Series came from the
Real Game Inc. (RGI), National Life/Work Centre (NLWC) and Human Resources Development
Canada (HRDC). NLWC coordinates the project through an International Advisory Group that
includes as member partners RGI, HRDC, CCIP with its provincial networks across Canada, the
U.S. National Occupational Information Coordinating Committee (NOICC), and other
international partners as they come on board.

This partnership has succeeded in delivering the TRG Series programs to over 30,000 classrooms
in North America, and numbers of programs shipped continue to increase. This has attracted the
attention of career specialists, professional associations and governments in other countries, and
now the international TRG Series partnership includes the United Kingdom, France, Australia,
and New Zealand.

How the Real Game Works

This game is really fun. I learned how to co-operate and work with other people (5th Grade
Student). . . . I thought my parents didn't like me because they kept saying no to the Reeboks. Now
I'm playing The Real Game, I can't understand how they have been able to say yes so often (7'
Grade Student). ... I found out that a person's career is not decided completely on their skills.
Their attitude is really important. And most people, me included, have hidden talents that will be
useful for a future job (9th Grade Student). . . . I couldn't have felt worse about myself and my life.
Then, in a few hours I was having fun, and feeling maybe I could have a real future. It was a
turning point for me (Former Welfare Recipient).

The Framework: The Real Game Series consists of six separate programs, each of which is
tailored to a specific range of age and grade levels. The basic aim of the Series is to introduce
realities of the adult world of work in a meaningful way and to help participants master the career
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development competencies outlined in the Blueprint for Life/Work Designs (Canada) and the
National Career Development Guidelines (USA).

These broad career development competencies provide the framework within which the Real
Game Series has been created. All the exercises and activities of the TRG Series have been keyed
to the competencies outlined in the Blueprint in the three areas of 1) Personal Management Self-
Knowledge, 2) Learning and Work Exploration - Educational and Occupational Exploration, and
3) Career Building - Career Planning. (See Chapter XX for more detailed information about the
Blueprint and its application in career development programs.)

Programs and Target Groups: The following table lists each game, the age and grade level it
covers, and the pilot and launch dates for Canada and the U.S.

Game
Grade
Year

Age
Range Pilot Launch

The Play Real
Game

3 to 4 8 to 10 Fall 1999 Fall 2000

The Make It Real
Game

5 to 6 10 to
12

Fall 1998 Spring 1999

The Real Game 7 and 8 12 to
14

Spring
1995

Winter 1996

The Be Real Game 9 and 10 14 to
16

Spring
1998

Winter 1999

The Get Real Game 11 and 12 16 to
18

Spring
1999

Fall 2000

Real Times, Real
Life

Post-
Secondary

Adults Spring
1996

Winter 1997

The programs are packaged in three-ring binders that include all teacher and student materials
(including overhead transparencies, posters, and reproducible masters) needed to implement the
programs for as many participants as desired, over several years. Each game takes anywhere from
14 to 30 hours to play, although the duration is flexible, depending on the setting.

The Real Game Series is used in K-12 schools, colleges, universities, one-stop career resource
and employment service sites, vocational rehabilitation and workers' compensation settings,
outplacement and corporate human resource offices, correctional institutions, military settings,
community volunteer agencies across Canada and the United States and internationally.

Playing the Real Game: Every program provides a personal career-building context that
participants and facilitators at all levels find enjoyable and stimulating. Within the context of the
Blueprint framework, each game in the series incorporates increasingly challenging ideas and
vocabulary and provides participants with different occupational roles. The games focus on
teamwork and community interactions, involving parents throughout the process. The programs
employ challenging, engaging, and entertaining learning techniques that have been proven to be
effective in thousands of classrooms.
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Through playing the games in the series, participants will:

learn career development concepts and vocabulary
take on and play life/work roles
create and act within a simulated community and society
learn to locate and use career and labour market information
explore occupations and lifestyles
examine the relationship between school courses and future goals
survey the changing world of work
"experience" job loss and work search
learn how to prepare for life and work transitions
practise essential life/work skills

Through playing the games, students (and teachers) get dramatic new insights into the relevance
of the curriculum to future life and work opportunities. They see relevance and connections not
obvious to them before. They begin clearly to see why the Math, Science and English lessons
they are involved in right now are important to their lives, not just to get over the next educational
hurdle.

In addition, other career development and learning resources enjoy increased impact when used
with The Real Game Series. For example, when students have just received "pink slips" and lost
their jobs in the game, they are more likely to take the issues of job search, resume preparation
and research of alternatives to heart. Computer and Internet-based career information systems,
tests, print career information resources, personal networking and community links and resources
all enjoy increased demand from and utility with the TRG Series participants.

How the Real Game Works for Teachers: The Real Game Series provides a vehicle to infuse
career development into any curriculum in a way that makes sense to students, teachers,
administrators and parents, without adding to educators' workloads. In fact, they enjoy this new
approach, which quickly delivers impressive gains in learning and performance outcomes.

In the over 30,000 North American classrooms now using The Real Game Series, a team-teaching
approach is most common. English, Math, Science, Home Economics, Shop, Geography, Social
Studies, Physical Education, Business and other subject teachers and of course career counsellors,
librarians, administrators, parent volunteers, peer facilitators (students from older grades) can all
facilitate key activities in the program.

Support: Although complete and easy-to-follow lesson plans are provided for teachers and
facilitators, training is highly recommended. Both students and teachers benefit more from the
program if the teacher participates in a one-day training session. Regional training sessions are
organized regularly by the partner countries; information about training is available on the Real
Game website (see below). In addition, in Canada and the U.S., teachers can obtain help with
implementing the TRG Series by calling toll-free to Real Game experts who are available to give
direction and advice.

The Real Game Website: The Real Game Website at http://realgame.com offers comprehensive
information about each program in the series, training workshops, the free online Community
Newsletter, and up-to-the minute news on Real Game developments. On the website, individuals
can also play the "Spin Game" and other actual activities from each program in the series. This
entertaining introduction to key aspects of the series helps visitors to the website understand why
teachers and students enjoy these programs so much.

National Life/Work Centre 29/04/00
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Implementation of the Real Game Series

"Young people have a very different world they are now moving into, and we have got to start the
process of preparing them for that world much earlier if they are going to learn the skills to be
effective in that world. It's not something that can be left until after school; it not something
that can be left to the last couple of years. This game provides a mechanism to make that
happen." Tony Watts, National Institute of Careers Education & Counselling, United Kingdom

The Partnership Formula: An innovative approach to developing effective partnerships has
been the "winning formula" for implementing The Real Game Series. This partnering strategy
requires involvement from respected organizations and individuals with solid reputations in
career development and effective networks across the countries that wish to implement the
program.

A "Partnership Framework" which outlines the roles and responsibilities of all partners involved
in the program has guided collaboration activities for developing and implementing the TRG
Series. This Framework remains the basis for any new implementation of programs and has been
instrumental in bringing international partners on board. The Framework itself involves fifteen
distinct phases all partners adhere to. The phases include the general areas of program conception
and definition, prototype development, piloting, evaluation/revisions, and implementation. A
complete copy of The Partnership Framework for The Real Game Series can be found on the
Web at http: / /www.realgame.com (Click on the Canadian flag on the splash page).

A Comprehensive Piloting Process: A unique approach to program piloting has also been a key
factor to the success of the TRG Series. Once a prototype program is developed and ready for
piloting, hundreds of students, teachers and parents are "deputized" as co-developers and
contribute to the development, evaluation and revision processes. Pilot sites must apply to
participate in the program and show commitment to be involved.

In Canada and the U.S., for each program in the TRG Series, at least 100 pilot sites (50 in each
country) from coast-to-coast have participated, involving over 5,000 individuals. The pilot
program participants' role is to play the game, then tell the developers how it can be improved.
The feedback from all pilot sites is then reviewed and incorporated into the final product which is
invariably much richer than the pilot prototype. Given this kind of in-depth pilot testing, users of
the TRG Series can be confident that the programs meet the real needs of their students and
clients.

International Implementation: The TRG Series international partnership network now includes
the national and local departments of education, employment or training in the UK, France,
Australia and New Zealand.

When a country expresses interest in TRG Series, the National Life/Work Centre works with
national governments at the outset rather than with individual states/provinces, private companies
or professional associations. Once a partnership agreement is in place, the co-development
partners authorize appropriate national agencies to adapt one or more programs in the TRG Series
to their own cultural and economic realities. Program conception, development, piloting and
launching usually involve at least a 10- to 12-month process before a final edition of a Real Game
program is distributed. The piloting process described above is standard for any international
implementation. In addition, international partners have agreed that the series needs to be
financially self-sustaining, on a not-for-profit basis, with cost-recovery pricing well below
commercial equivalents.

The NLWC will not ship Canadian editions of these programs to anyone in countries that have
not executed international partnership agreements with the series co-development partners.
Practitioners from any country already involved in The Real Game Series should contact their
national representative. The home page of the realgame.com website includes the flags for all the

National Life/Work Centre 29/04/00
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partners; simply click on the flag of your home country to get more information. Also check out
the information on "International Collaboration."

If readers from countries that are not development partners feel that these programs may have
merit for their youth and adults, they should encourage career specialists within their national
governments to explore the merits of joining the international TRG Series partnership.

International interest in the TRG Series continues to grow, with all countries freely sharing their
experiences and innovations with these programs. No Canadian career initiative before this series
has ever enjoyed this level of international success.

Impact of The Real Game Series

"The Guidelines/Blueprint and Real Game 'one-two punch' is redefining the architecture of
career development throughout North America, and beyond . . . People don't need to be sold on
the approach. They simply need to learn about these resources. There has never been anything in
the career field that made more sense to more people."

Phil Jarvis, National Life/Work Centre, Canada

Meeting international needs: Since the introduction of the first program in the series in January,
1996, programs in the TRG Series have been used with students in over 30,000 classrooms and
community agencies in North America, and many more in Europe and the Pacific Rim. Because
of their modular structure and flexibility, these programs can be used in virtually any setting
where career development assistance is offered to youth or adults. The programs in this series
have been proven to offer important skills to youth and adults in any country that places a priority
on human and labour force development.

Building on a recognized competency framework and career building principles: Because
these programs have been created in conformity with the Blueprint/Guidelines competency and
performance indicator framework, they have immediate face-validity and measurability.
Practitioners who use The Real Game Series can be confident that the programs help students to
develop the knowledge, skills and attitudes they need for effective career development.
Moreover, the "High Five" Guiding Principles (1. Believe in yourself and follow your heart; 2.
Change is constant; 3. Learning is lifelong; 4. Focus on the journey, not the destination; and 5.
Access your allies, be an ally) are embedded in all programs in the series.

Bringing real life to learning: The success of the program also highlights the need for offering
relevant, experiential career development learning opportunities to young people and adults. All
the programs in the series use role-playing, future activities, simulations, and community
resources that relate to life/work decisions and situations. Integrating these activities and
experiences into an engaging "game" that is fun and meaningful to play is the key ingredient that
has made the TRG Series so successful. Career practitioners everywhere can use these concepts to
bring real life into their classrooms and learning environments.

The TRG Series Vision: A Career Development Culture

Healthy self-reliant citizens: It is the collective vision of the TRG Series partners that these
programs will eventually be experienced by most students at multiple points during their K-12
educational journey, and that adults in career transitions will have ready access to adult editions.
The TRG Series partners hope that these programs will be viewed as key Guidelines/Blueprint-
compliant resources to support and enhance curriculum to produce healthy, self-reliant citizens -
the ultimate goal of effective career development. The programs can also make a significant
contribution to enhancing school-home-community partnerships, and along with other exemplary
career development resources, contribute to the establishment and nurturing of a career
development culture in communities across entire nations.

National Life/Work Centre 29/04/00 6
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An international vision: We live and work in a global economy. To succeed in this world where
change is constant and where workers will have to make dozens of transitions in their careers,
individuals need new knowledge, skills and attitudes. The Real Game Series is dedicated to
helping people develop the life/work skills needed in the global labour market, skills that are now
as important as those obtained through academic study and training.

The Real Game Series offers the opportunity to develop an international vision to help young
people and adults around the world to develop the skills they need to succeed in their chosen
life/work.

National Life/Work Centre 29/04/00 7



IC.

11/16/00 15:22 FAX 613 234 7479
NOV-.16-100 L1:49 FM

NLIVC-IVORKINFONET

U.S. Department of Education
Office ofEducational Research end Improvement (OER!)

NatIOnal Library of Education (NLE)
EducationalResources Information Center (ERIC)

REPRODUCTION RELEASE
(Specific Document)

L DOC MENT IDENTIFICATION:

Title: L.=

) 003/004

Auth

Corpora

ot+i

Source;

0.41 e. J tA).Df Ccelf e.

II. REP ODUCTION RELEASE:
In

monthly
and elettr
reprodu

If pe
Of MO pig

r to disseminate as widely as possible timely and atelfleent materials of interest to the educational community, documents announced In the

tract journal of the ERIC system, Resources M &UMW (ME), are usually made available to user* in microfiche, reproduced paper rept

nle medlar and sold through the ERIC DOCUMBRI ReMductIon EtervIrre (EMS), Credit is gluon to the source of each el a cure n t , and, If

n release Is granted, one of the following notices Is affixed to the crewmen:.

len Is granted to reproduce and eltaaerninate the Identified dOCUrnOrd, please CHECK ONE of the following three options and sign at the bottom

WO Maw PAO Was Mil be TM* ants Wolter shown beforelAll ea

NIS Lwil t dPadrINAN aqIzid Is all lame! ?A Moments

ION TO REPRODUCE AND
NATE THIS MATERIAL SA9
BEEN °RANTED BY

Clad ?are
end

Sign
Item*
please

Levet 1

Loral 1 release, prittffling teprequelor
or In ONOOtifO, Of other ERIC erchline
a.. stecoorlo)and poet copy.

PERMISSION TO REPRODUCE AND
DISSEMINATE THIS MATERIAL IN

micaciFicmg, AND IN ELECTRONIC MEDIA
FOR ERIC COLLECTION SUBSCRIBERS ONLY,

HAS BEEN GRANTED BY

TO THE EDUCATIONAL RESOURCES
INFORMATION CENTER (ERIC)

2A
Lewd 2A

41111MIMI

Ogee hue fat Level lA Mean. penedlIng morose cum"
sad alsantranstert nl microncho and In aleatoric media

leer ERIC sithleal ooneoGen AliveilDert *Rix

TM MO alder shown Delete will be
since4 to 01 L.' 25 documents

PERMISSION TO REPRODUCE AND
DISSEMINATE THIS MATERIAL IN

MICROFICHE ONLY HAS SEEN GRANTEE) BY

23

TO THE EDUCATIONAL RESOURCES
INFORMATION CENTER (Epic)

Laval 211

Chad Nero Wine le isixima. penrierts
rep/scaler end commuter IA mittetans arej

Dsaarents will sea procsotios ea Indicated prat:deo reeloOoolloo Moat/ locTilIno.
If pentasion to nonalues Is (MOM, Wino boa Is ammo, Occomorto wN 0* processed al Level 1.

111.116 .1111/

hereby Wont to the Ectircationel Reaouras ireterrsation Center (ERIC) nonexclusNe permission to reproduce and disseminate this document

Indicated above. Reproductioh from the ERIC rateroNche on electronic made by pa/14m other than ERIC emplureis and ifs aratern

requires lion) the copyright holder. Exception to made for non-prefft lePoduction by libraries end other service kieina;e4

Maly **matt educates In response to diaarete logefriee.

%Wed Nominees= J17,11, p 5 _ J 4,"
Vi (.44%Si scar ccAtifefiski;P Dave..10/4 e/1

14,0 Addrpe gtai V ire Z000


