Lesson 1 - Starting Out
Students are introduced to The Real
Game and a number of key definitions;
job occupation and career as well as to
the High Five Guiding Principles. They
complete a bench-marking questionnaire
that measures their understanding of the
word of work and career development.
Teachers form students into teams that
they will remain in for the duration of the
game. Students play the Definitions
Game.

Lesson 4 - What’s My Line?
Students are introduced to their job
roles and explore these with the support
of the teacher to establish the
relationships between education and
training, income, leisure time and jobs
and occupations.

Lesson 7 - After Work
Students discover how they spend the
hours in a t ypical week and make choices
about leisure time and activi ties.

Lesson 10 - Fair Play
Students play the Fair Play game and
explore their at ti tudes and preconceptions
about gender stereotyping and equality of
opportuni t y.

Lesson 13 - Realising Your
Dreams
Students complete their ‘Realising
Your Dream’ profile, identifying action
that they might take including learning,
volunteering and work experience to
realise their dreams.

Core Activities

Lesson 2 - The Spin Game
Students play the Spin Game which
explores the relationship between the
working world and school.

Lesson 5 - Who Am I? Who
Are You?
Students familiarise themselves with
and compare the different jobs and
occupations of their team members.

Lesson 8 - Getting Away

Lesson 3 - The Dream
Students explore their dreams by
choosing lifestyle items from a wish list;
accommodation, transport, leisure items
and leisure activities.

Lesson 6 - Reality Check
Students explore the relationship
between their Wish List choices and the
incomes from their job roles. They
balance their budgets by composing
budget sheets and review their dream
clouds, making decisions about what they
can and cannot afford and what is
important to them.

Lesson 9 - Spin it Again

Working within their job role, students
work together to plan, budget and
prepare f or a hol iday.

Students play the Spin Game again
and recap on key learning points. They
explore the r elationship between the
working world and school.

Lesson 11 - Thumbs Up!
Thumbs Down!

Lesson 12 - Transferable
Skills

Students begin to make comparisons
that help them determine what they both
like and dislike about the role they have
played and think about other occupations
and work styles that might suit them
better.

Lesson 14 - Career Day
An optional activit y. A careers fair or
other opportunity to talk to a range of
adults about their jobs could be
organised. Students would have the
chance to use their new learning and
reflect on their experiences of playing the
Game.

Stand Alone Activities

Students play the Skills Match Game
and explore the concept of transferable
skills to find and secure work.

Lesson 15 - Close Down
Students play the Spin Game for a
final time and complete the questionnaire
again they completed in Lesson 1 of the
Game and are awarded a certificate.
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