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1. Teachers’ notes 

Game overview flow chart 

The following flow chart provides you with an overview of the main stages of the game and the minimum time needed. 
For further details, please refer to the Step-by-step guide section on page 6. 



 
 

 
 

 
  
  
 

 
  
  
 

         
 

 

 

          
        

       

 

 
  
 

 
        
  
 

 

 

   

 
 

  
  
  

  

  
           
  

  
  

  
  

    
   

  
  

  
  

 

  
 

2. Teachers’ notes 

Introduction
 

The Enterprise Trading Game is a work-related 
game that offers students the opportunity to put 
enterprise, maths and business skills into action 
through an exciting simulation of real-life trading. 

Students work together in teams: 

•	 competing against other teams to trade oil 
and make a profit 

•	 demonstrating skills that contribute towards 
success in business. 

The Enterprise Trading Game is available in the following 
two versions: 

•	 Entry-level game: A useful starting point for 
introducing students to general trading concepts. 
Further information can be found within these 
Teachers’ notes 

•	 Standard game: This version takes students a step 
further into the real world of trading by enabling them 
to trade in ‘futures’. Additional materials for the 
Standard game are included with the resources. 

Both versions of the game follow the same process 
and principles. 

We recommend playing the Entry-level game with 
your students first before progressing to play the 
Standard game. 

Background 
The original trading game model was developed by BP as 
a graduate recruitment exercise to enable BP employees 
to observe players’ behaviour. It has since been adapted 
as a successful and engaging enterprise resource for 
secondary schools. 

As the official oil and gas partner for the London 2012 
Olympic and Paralympic Games, BP has teamed up 
with the London 2012 Organising Committee to create 
this exciting new resource that gives students a taste of the 
competitive world of business, while also allowing them to 
explore some of the Olympic and Paralympic Values. 

Curriculum fit 
The Enterprise Trading Game can be delivered through 
Enterprise, Maths or Business Studies sessions, or as 
part of a cross-curricular project. 

It enables students to work with the concept of risk 
management, and to show that they have a ‘can-do’ 
attitude – the essence of enterprise and of the Olympic 
and Paralympic movement. 

There are seven Olympic and Paralympic Values in total: respect, excellence, 
friendship, courage, determination, inspiration and equality. For the purpose of 
this game, we will be focusing on the three Values identified above. 

The game supports the development of: 

•	 enterprise capability, which includes the ability to 
handle uncertainty, respond positively to change and 
to make reasonable risk and reward assessments 

•	 economic understanding, through helping students 
understand concepts such as market functions, price, 
and developing their ability to make decisions and 
judgements on issues with an economic dimension. 

See the Curriculum links section for further information. 

Skills and Values 
The real-life simulation approach of the game 
encourages active learning, problem solving, thinking 
skills and teamwork. An integral part of the game is the 
development and practice of a company ethos based 
on determination, respect and excellence – three of 
the Olympic and Paralympic Values1. Students will see 
how these Values are also applicable in contexts outside 
of sport, and how they are important qualities that can 
contribute towards success in a business context. 

For further information about the Values and how 
you can apply them in educational contexts, visit the 
London 2012 ‘Get Set’ Education website at: 
www.london2012.com/getset 

Objectives 

The Enterprise Trading Game provides students 
with the opportunity to: 

• develop an understanding of the types 
of enterprising qualities that can help them 
in their working lives 

• apply functional maths skills in a real-life context 

• gain an insight into how companies make 
business decisions and how the wider business 
environment can affect success or failure 

• make informed decisions based on careful 
analysis of information 

• understand how a commodity such as crude 
oil is traded and what factors affect market price 

• develop problem-solving, decision-making 
and teamwork skills 

• recognise the importance of timing and 
appropriate risk taking 

• develop evaluative skills – by reflecting on their 
own performance and the performance of others. 
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www.london2012.com/getset


        

         
       
         
   

  

        

           
      

        

     

       
   

     

 
 

  

     
        
  

        
         
     

          
        

           
   

          
    

 

       

    

    

    

   

   

   

 

         
      

      
 

     

     

      

         
          
 

3. Teachers’ notes 

Resources
 

u Personnel 
•	 One teacher to act as Controller (game facilitator) 

•	 An additional adult or responsible student to act as 
Assistant Controller. This person will be responsible 
for entering data into the Master results spreadsheet 
during the game 

u Equipment 
•	 Two laptops/computers: 

– one to run the Master results spreadsheet 

– one to project the films, News bulletins and 
results onto the projector screen. 

•	 IWB or projector screen/white wall and data projector 

•	 Calculators (one for each team) 

•	 Scissors (to cut separate copies of the 
Trading request forms) 

•	 Flip chart paper and pens 

•	 A timing device, and a bell to signal the end of each 
trading round 

u Entry-level game: components 
Films 

•	 Introducing the Enterprise Trading Game 
(Flash video): a brief introduction to enthuse and 
excite students 

•	 How to play (Flash video): a chaptered summary 
of how to play the game. Alternatively, the Introductory 
presentation (PPT) could be used 

News bulletins 

•	 Set 1 (PPT): includes news flashes and price updates for 
three practice rounds and the six trading rounds 

•	 Sets 2 and 3 (PPT): two extra sets of slightly more 
challenging News bulletins 

Traders’ pack (PDF) 

One copy for each team. The pack includes: 

• checklist of key information 

• outline of company roles 

• examples of completed forms 

• practice round forms 

• trading round forms 

• company meeting briefs. 

Master results spreadsheet (Excel) 

A spreadsheet that calculates trading data for all teams. 
To be used by the Assistant Controller. 

Teachers’ notes (PDF) 

Standard game: components 
Additional materials for extending and challenging 
students further: 

•	 Standard game: Teachers’ notes (PDF) 

•	 Standard game: Traders’ pack (PDF) 

•	 Standard game: Master results spreadsheet (Excel) 

All of the above game components are supplied 
on CD-ROM and are also available online at 
www.bp.com/bpes/tradinggame 

Look out for future releases of additional News bulletin 
sets online at www.bp.com/bpes/tradinggame 



          
         

        
        

       

        

 
  

 
  
 

 

 

         
          

          

 

 

 

       
           

             
          

         
     

 

          
           

           
         

      

        
           

 
 

               

 
 

 

4. Teachers’ notes 

Game summary
 

At the start of the game students are set the challenge 
of trading crude oil and making a profit. The game 
moves at a fast pace, with students making decisions 
under pressure against the clock. The winning team 
is the one that makes the most profit. 

Preparing to trade 
The game is introduced and explained to students via: 

•	 the dynamic and inspiring Introducing the 
Enterprise Trading Game film 

•	 the How to play film, which demonstrates how 
to play the game. Alternatively, the Introductory 
presentation (PPT) could be used. 

Students form companies (four to six members each). 

The game can be run with up to ten teams.
2 

Teams brainstorm what their company ethos of 
determination, respect and excellence, might look 
like during the game. 

Practice rounds 
Teams start by participating in three practice rounds to get 
familiar with how the game works. Each team begins with 
a fund of $5,000 and 100 barrels of oil in stock. 

Trading rounds 
Following the practice rounds, each team goes on to play 
the six ‘real’ trading rounds. Each team begins with 
a new fund of $50,000 and 1,000 barrels of oil in stock. 

Trading 
News bulletins: During each round, teams are asked 
to make a decision to buy or sell – or not trade at all 
in response to a news bulletin which is displayed 
on a projector screen or interactive whiteboard. 

Each news bulletin contains a news flash, and the 
market price that oil can be bought or sold at. 

To support differentiation, guidance points have been 
included under each news flash. Additional discussion 
pointers are included in the notes section of each slide. 

Commission: $1 commission will be charged for every 
barrel sold. These payments are paid on sales only, 
to cover the administrative costs of the market. 

Trading limits: Due to market regulations, teams cannot 
trade outside of their limits. This means they can only buy or 
sell oil if they have enough funds or stock at the time of sale 
or purchase. If teams do exceed their trading limits during a 
round, a fine will automatically be deducted from their funds 
at the end of the game. 

Teams can only sell or buy a maximum of 4,000 
barrels at a time. 
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Record keeping 
Trading request form (see the Traders’ pack): Players 
record their trading decisions during each trading round 
on this form. A team member needs to take this to the 
Assistant Controller before the end of the trading round. 
The Assistant Controller then enters the trade into the 
Master results spreadsheet. 

Financial report (see the Traders’ pack): It is vital for teams 
to keep track of the amount of trading funds and stock they 
have throughout the game. To help them with this, a table of 
accounts is included within the Financial report for the team 
Accountant to fill in during the game. 

Sample forms and explanations of the calculations 
required, can be found in the Traders’ pack on pp 4–5. 

The Controller may choose to project the results for 
all teams to match their progress against other teams, 
at any point in the game. 

2 When playing the game for the first time, four or five teams would be ideal. 



 

        
       

         
       

         
   

        

 
 

 

        
          

        
        

         
        

          
        

        
          

        
        

                    
    

             
  

 
 

 

5. Teachers’ notes 

Game summary cont. 

Company meetings 
To emphasise the importance of teamwork – and the 
types of personal qualities applicable to achieving success 
in business contexts such as this – each company is 
encouraged to adopt and demonstrate a company ethos 
based on some of the Olympic and Paralympic Values: 
determination, respect and excellence.

3 

A company meeting will be held after the three 
practice rounds, and at the end of the game. Teams 
will be prompted to reflect on their performance so far 
and the types of skills and qualities they’ve been using. 
Company meeting briefs are included in the Traders’ pack. 

3 
See page 6 for examples of how these Values might be demonstrated in the
 
context of this game.
 

4 
Future releases of additional News bulletin sets, will also be available to download
 
from: www.bp.com/bpes/tradinggame
 

Ending the game 
The game ends after the six trading rounds. Any stock 
left after the last round will automatically be sold at the 
final market price (revealed after the last news bulletin). 
However, teams need to ensure they don’t exceed 
the 4,000 barrel limit, otherwise they will be fined. 
The Accountant in each team completes the Financial 
report. The Final company meeting is then held, 
followed by the final results. 

Time needed 
The game could be played over: 

•	 two shorter sessions, taking a break after 
the First company meeting, for example 

•	 a double session of around 1 hr 45 mins. 

Approximate timings for each stage of the game can 
be found on page 1. Ensure you allow enough time for 
checking that all results are entered accurately, and for 
discussion of the various issues arising from the game. 

We recommend a time limit of four minutes per trading 
round. However, you may choose to increase or decrease 
this time if you feel teams need a longer or shorter 
amount of time to make their trading decisions. 

Extending the game 
After playing the Entry-level version of the game, your 
students might be ready to step further into the real world 
of trading by playing the Standard game. This version 
of the game involves ‘futures’ trading. See the Standard 
game: Teachers’ notes PDF for further information. 

Alternatively, you can replay the Entry-level game using 
one of the additional sets of News bulletins.

4 

©
 2

00
9 

Ju
pi

te
rIm

ag
es

 C
or

po
ra

tio
n 

www.bp.com/bpes/tradinggame


         
          

          
        

 

 
 

 

  
 

 

 

          
    

 
  
 

 

 
 

 

 

         
      
  

 
 

 
  
  
 

 

6. Teachers’ notes 

Step-by-step guide 

to playing the game
 

1. Preparation 
The How to play film (or Introductory presentation, PPT) will 
provide you with useful advice on how to play the game. 

Photocopy the Traders’ pack. Ensure you have enough 
copies for one per team (of four to six players). 

Set up the room and equipment. 

Select which News bulletin set you would like to use 
(1, 2 or 3). If you are playing the game for the first time, 
we recommend starting with Set 1. 

An illustration of how to set up the equipment 
and materials, can be found on page 3. 

2. Getting started 
i) Introducing the Enterprise Trading Game film: 
Start the session by showing students this 
introductory film. 

The film will help enthuse students about playing 
the game and give it a real-life context. Creating 
a lively, fast-paced atmosphere is key to maintaining 
the momentum and excitement of the game. 

ii) How to play film: This film provides students with 
guidance on how to play the game as well as background 
information about the commodity they will be trading. 

Alternatively, you could work through the 
Introductory presentation (PPT). 

3. Forming a company 
Ask the students to form companies. A team size 
of four players is recommended, although teams of six 
are also suitable. 

i) Give each team a Traders’ pack and ask them to refer 
to the Company roles section. 

Each team will need to: 

•	 decide on a company name. You might like to 
encourage them to select a name that embodies 
their company ethos 

•	 allocate team roles. 
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There are four different roles within a company 

(Chair; Market Analyst/s; Trader/s; and Accountant). 

A list of the skills and qualities required for each role, 

and information about their responsibilities, can be found 

in the Company roles section of the Traders’ pack. 


ii) Each company will make a commitment to conduct 

their trading activities and teamwork according to the 

Olympic and Paralympic Values of determination,
 
respect and excellence.
 

Give each team a sheet of paper and ask them to 

brainstorm what these Values might look like when 

they’re playing the game. Invite teams to share their 

ideas with the class. Record the ideas on large sheets 

of paper and then display them so teams can refer to 

them during the game.
 

For example:
 

•	 Respect: Allowing all members to take part in trading 
discussions; respecting different viewpoints; supporting 
joint decisions. 

•	 Determination: Showing focus, concentration 
and drive towards winning. 

•	 Excellence: Using their analytical skills in order to win 
the game; showing a responsible attitude towards 
risk management; keeping within time limits; 
exercising care with calculations. 

iii) Before playing the practice rounds, you might like to 
explain how to complete the Trading request form and 
Financial report. Completed examples of these forms 
are included in the Traders’ pack (pp 4–5). 



 

  

             
        

  

  
  

  
   
  

  
   

  

          
           
              
   

  
   

  
   
  
   
  

  
  

 

 
 

 

 
 

 

 
 

  
   

          

                 
      

7. Teachers’ notes 

Step-by-step guide to 
playing the game cont. 

4. The practice rounds 
You are ready to start the practice rounds. Remind the 
teams of the following rules and regulations: 

• Oil will be traded in US dollars.
5 

• Each team will start with a trading fund of $5,000 
and 100 barrels of oil in stock. 

• Each trading round lasts for four minutes. 

• You must hand a Trading request form to the 
Assistant Controller by the end of each round. 

• To track your funds and stock, you must fill in 
the table of accounts on the Financial report 
during each round. 

• $1 commission must be paid for every barrel 
sold (not bought). 

• Prices may range between $40–$140. 

• Keep within trading limits or your company will be 
fined. This means you cannot sell more oil than you 
have in stock, nor can you buy oil if you don’t have 
sufficient funds.

6 

• A maximum of 4,000 barrels can be traded 
at a time. 

• If you have any stock left at the end of the third 
practice round, this will automatically be valued 
at the final market price and added to your final 
total. However, make sure you don’t have more 
than 4,000 barrels left, or you will be fined. 

• Refer to the Checklist in your Traders’ pack 
if you are unsure about any details. 

Practice rounds 1–3
 

Announce the opening of trading 

i) Project the first news bulletin from the set you have 
chosen to use, onto the whiteboard or screen. 

Guidance points are included beneath each news flash. 
These points include questions or statements to help 
guide students thinking about their trading decision. 
Further information and explanations can be found in the 
notes section of each slide. You may choose to share 
these with teams. 

ii) The teams will need to read the news flash and 
consider the impact that this may have on supply 
or demand, and how this might affect the price. 
They have four minutes to decide whether to buy, 
sell or not trade. 

iii) Signal 30 seconds before the end of the round. 
Each team should report to the Assistant Controller 
with their Trading request form within the four minute 
time limit. The combination of quick decision-making and 
active teamwork will help contribute to the energetic 
atmosphere of the game. 

iv) The Assistant Controller will need to check the 
forms and enter the data into the Master results 
spreadsheet. 

Repeat the above steps for the remaining 
practice rounds. 

At the beginning of practice round three, remind teams 
that any remaining stock left at the end of this round will 
automatically be sold at the final market price (revealed 
after round three). They need to ensure that they don’t 
have over 4,000 barrels left, otherwise they will be fined 
$5 for every barrel over this limit. 

5 Crude oil and its products are traded in US dollars. 
6 Teams will be fined 10% of their profits at the end of the game, for every round 

that they exceed their trading limits. 



 

   

  
  
  
 
  
  
 

 

 

 

   

  

  
  

  
  

  
  

 

  
   

8. Teachers’ notes 

Step-by-step guide to 
playing the game cont. 

End of practice rounds 
i) The final market price can be shared with teams. 

ii) Ask the Accountants to complete their Financial 
report and then call the First company meeting. 

Whilst the company meeting is underway, 
the Assistant Controller calculates each team’s final 
figures in the Master results spreadsheet. 

5. First company meeting 

Controller’s script 

“Now you have completed three practice rounds 
of trading, you can review the performance of your 
company so far. In your teams, select two questions 
from the First company meeting brief (in your 
Traders’ pack) to briefly discuss. You might like to 
make a note of your responses as I will be asking 
teams to report back to the class.” 

The brief asks teams to reflect on their performance and 
identify the skills they have used so far and the areas 
they have found challenging. They are also asked to 
consider how they have demonstrated determination, 
respect and excellence. 

Allow teams around three minutes to discuss the 
questions, and then invite them to share some of 
their responses with the rest of the class. 
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Final results 
The final results of the practice rounds can now 
be announced! 

Project the results onto the screen or whiteboard for 
all teams to see. 

Talk about 

• Which teams have made a profit or loss? 

• Ask the teams to explain the reasoning 
behind their decisions to buy, sell or not trade. 

• Has the market risen or fallen between opening 
and closing of trading? 

• Check that everyone has understood how 
to play the game. 

Share some ‘good practice’ examples with 
the whole group. 



 

   

  
  
 
 

         

 

 

 
 

         

           
        
       

    

      
        

  
   
  
 

  
   

 
 

 

6. The trading rounds 
Inform all teams that they are now going to begin 
the ‘real’ trading rounds. 

Note: The game starts afresh; any profit or loss made 
as a result of the practice rounds is discounted. 

9. Teachers’ notes 

Step-by-step guide to 
playing the game cont. 

Controller’s script 

Following the successful completion of the First 
company meeting, the Board of Directors has 
allocated a new trading fund of $50,000 and 1,000 
barrels of oil in stock. 

Remind teams to refer to the Checklist in their 
Traders’ pack if they are unsure about the trading rules. 

Trading rounds 1–6 
i) Project the news bulletin for trading round one onto the 
whiteboard or screen. 

ii) Teams need to follow the same steps as used for the 
practice rounds: 

• analyse the news flash 

• make a decision on whether to buy, sell or not trade 

•	 complete their Trading request form and hand it to 
the Assistant Controller 

• update the table of accounts on their Financial report. 

Remember, the guidance points on the news slides, 
and the information in the notes section of the slides, 
can be shared with teams to help support their 
decision-making. 

iii) Follow the same steps (see ii), for the remaining 
trading rounds. 

iv) Remind teams that any oil left in stock after the final 
trading round will automatically be valued at the final 
market price (minus commission), revealed after round six. 

They will need to think carefully about whether the price 
may go higher, and if they want to take a risk and sell 
their remaining stock at the final market price. However, 
teams need to ensure that they don’t have more than 
4,000 barrels left, otherwise they will be fined $5 for 
every barrel over this limit. 

End of trading! 
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End of trading rounds 
Announce the end of trading and collect final data from 
the teams. The final market price can now be revealed. 

•	 Each Accountant must complete the Financial 
report and hand this to the Assistant Controller. 

•	 Call the Final company meeting before announcing 
the final results. While the teams are participating 
in this, the Assistant Controller enters the final data 
into the Master results spreadsheet. 



 
 

     
         

       
  

 

 
      

 

   

  
  

  
  

  
  

  

  
  

  
  

         
       
             
           
     

           
   

  
   

10. Teachers’ notes 

Step-by-step guide to 
playing the game cont. 

7. Final company 
meeting/evaluation 

i) Ask the teams to refer to the Final company meeting 
brief in their Traders’ pack. The brief asks them to reflect 
on how well they worked together, and to consider the 
enterprising attitudes and Values that they have used 
throughout the game. 

ii) Teams need to discuss the questions on the form 
and then put together their ‘recipe for success’. 
To do this, they need to identify three tips that they 
would give other players about the types of qualities 
and strategies a team needs to perform well in the 
game. Teams can then be asked to share their recipe for 
success with the class. The Final company meeting brief 
includes prompts to support teams with this. 

You may want to spend time on a more detailed 
review after the end of the game by talking through 
their responses. Ask the students to reflect on their 
responses from the First company meeting. How 
accurately did they reflect their final performance? 

iii) You might like to also ask students to complete 
a self-evaluation at the end of the game. An Evaluation 
form has been included in the Appendix of these notes. 
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8. Final results 
Now it is time to announce the final trading results! 
Ask the Chair of each company to speculate how well 
they think their team performed overall. 

The Assistant Controller can either: 

•	 project the results from the ‘Results’ sheet of the 
Master results spreadsheet onto the whiteboard 
or screen (to do this they will need to either plug their 
computer into the projector, or transfer this file onto the 
computer connected to the projector) 

•	 export the results as a PDF. See the instructions in the 
spreadsheet for information. 

This marks the end of the Entry-level game. 

Talk about 

• What difference did attitude make to your 
team’s performance? 

• Do you think your team achieved a fair result 
in terms of risk and reward? 

• What skills do you think are important for 
succeeding in a game like this? 

• What have you learned about oil and oil trading? 

• What were the consequences if you didn’t 
manage your risks responsibly? 

• What do you think would happen in the 
real world? 



 

 
  
  
  
  
 
 

 
  
  
 

 

 
  
  
  
 

 
 
  
 

 
  
  
  
  
 

  
 

 
  
  
 

 
  
 

 
  
  
  
  
  
  
 

           
  
  
 

 

   
 

11. Teachers’ notes 

Differentiation
 

•	 To help the students analyse the information in 
the News bulletins, you can draw their attention to 
the guidance point prompts. These will help guide 
their thinking. 

•	 Additional background information, discussion 
pointers and further research links are included in the 
notes section of the News bulletin slides. 

•	 The company roles enable students with different 
skills and abilities to take part in a meaningful way. 
Less confident students can be given the role 
of Trader and take resposibility for completing 
the Trading request forms. Timekeeping is really 
important here. All opinions should be included in 
debate, and the outcomes can be recorded by one 
student for all the team. 

•	 As you can see from the game, there are many factors 
driving the price of oil. To explore this complex topic 
further with students, refer to ‘Information about oil 
markets’ in the Useful links section of this document. 

Extending the game 
•	 After playing the Entry-level version of the game, 

your students might be ready to step further into 
the real world of trading by playing the Standard 
game. This follows the same format as the Entry-level 
game, but challenges teams to trade in futures. 
See the Standard game: Teachers’ notes for 
further information. 

•	 Alternatively, you could replay the game using a new 
set of News bulletins. Two extra sets of News 
bulletins have been included with this resource 
(Sets 2 and 3).7 

Follow-up activities 
•	 To further investigate factors that can drive supply 

and demand of oil, students could research additional 
topical headlines and create their own trading 
scenarios (using the blank news template provided 
at the end of the News bulletin sets). 

•	 To explore the Values further, visit the London 2012 
Get Set website for a range of inspirational activities 
and to register to be part of the London 2012 
education programme: www.london2012.com/getset 

•	 The BP in Business case studies can be used to 
explore some of the business related topics in this 
resource further. Topics include marketing, supply 
and demand, the production chain, economies of 
scale, costs, revenues, profits and financial ratios. 
See: www.bp.com/bpes/bpinbusiness 

•	 See the Useful links section on page 14 for further 
resources that can be used to support this game. 

7 Regular releases of additional News bulletin sets containing 
topical news flashes, will also be available to download from: 
www.bp.com/bpes/tradinggame 

www.bp.com/bpes/tradinggame
www.bp.com/bpes/bpinbusiness
www.london2012.com/getset


 

 
 

  
 

 
  
  
 

 
   
 

   
  

  
  

  
  

 
  
 

  
 

 
  
 

 
 

 
 

 

 

 

12. Teachers’ notes 

Curriculum links
 

This section contains curriculum links for England and the home nations where applicable. 

Enterprise 
England – Key Stage 4 
PSHE Education: Economic and financial capability. The relevant key concepts and processes include: 

•	 Capability: Exploring what it means to be enterprising. 

•	 Risk: Understanding risk in both positive and negative terms; understanding the need to manage 
risk in the context of financial and career choices; taking risks and learning from mistakes. 

•	 Economic understanding: Understanding the economic and business environment; 
understanding the functions and uses of money. 

•	 Enterprise: Identifying the main qualities and skills needed to enter and thrive in the working world; 
assess, undertake and manage risk; develop approaches to working with others,  problem solving 
and action planning; understand the key attitudes for enterprise, including self-reliance, 
open-mindedness, respect for evidence, pragmatism and commitment to making a difference. 

Scotland – Third, Fourth and Senior Phases 
•	 Determined to Succeed is the Scottish Government’s strategy for enterprise in education, 

through which young people will become successful learners, confident individuals, responsible 
citizens and effective contributors. The relevant strands of this strategy include: 

-	 Enterprising teaching and learning: Taking an enterprising approach to teaching, encouraging 
all young people to learn and develop in a way that meets their needs. 

-	 Entrepreneurial learning: Giving young people the chance to experience business and work-related 
learning through entrepreneurial enterprise activities. 

-	 Career education: Enthusing young people about the world of work, helping them to make
 
connections between learning and work.
 

Wales – Key Stage 4 
•	 Personal and social education: Vocational aspect: Students should develop an insight into the 

changing demands of the world of work and explore the range of opportunities available, and the skills 
and qualities important in work. 

•	 Careers and the world of work: Students should recognise the skills and qualities that are 
important in work. 

Northern Ireland – Key Stage 4 
•	 Learning for Life and Work: Education for Employability: Ensure that all young people develop the 

personal qualities, skills, knowledge, understanding and attitudes which will give them a strong 
foundation for lifelong learning and work in a rapidly changing economic environment. 

Mathematics 
England – Key Stage 4 
•	 Key concepts: Competence (1.1a), Creativity (1.2a,b,c), Applications and implications of mathematics 

(1.3b, d), Critical understanding (1.4a, b) 

•	 Key processes: Representing (2.1d), Analysing (2.2a, b, e, g, j, l, p), Interpreting and evaluating 
(2.3a, b, e, g), Communicating and reflecting (2.4b) 

•	 Range and content: Number and algebra (3.1b) 

Scotland – Third and Fourth Phases 
•	 Number, money and measure: Number and number processes (MNU 3 & 4-03a), Money (MNU 3-09b) 

•	 Information handling: Data and analysis (MNU 4-20a) 



 

 
  
           

 

 

   
    
    
     

  

  

  

   

   

   

 
 

 

 

 
 

  

 

 

  

 

 

 
 

 

13. Teachers’ notes 

Curriculum links cont. 

Northern Ireland – Key Stage 4 
•	 Learning outcomes: Demonstrating mental mathematical capability; choosing appropriate methods and 

equipment to solve problems; demonstrating financial capability; thinking critically and flexibly; solving 
problems and making informed decisions; working effectively with others; demonstrating self-management. 

Wales – Key Stage 4 
•	 Skills: Solve mathematical problems; communicate mathematically; reason mathematically 

•	 Range: Number; measures and money; handling data 

Other subject links 
•	 Citizenship (England) • Personal development (Northern Ireland) 
•	 Geography (England) • Business Studies (GCSE and AS/A2) 
•	 Social Studies (Scotland) • Economics (GCSE and AS/A level) 
•	 Environment and society (Northern Ireland) 

Skills, capabilities and capacities 
Functional skills: (England and Wales) 

Mathematics Level 2: Applying mathematics in situations relevant to everyday life. Process skills:
 

-	 Representing: Making sense of situations and representing them 

-	 Analysing: Processing and using mathematics 

-	 Interpreting: Interpreting and communicating the results of the analysis. 

Personal, learning and thinking skills: (England and Wales) 
•	 Independent enquiry • Creative thinking 

•	 Reflective learning • Team working 

•	 Self-management • Effective participation 

Curriculum for Excellence: Four capacities: (Scotland) 
•	 Effective contributors: An enterprising attitude; work in partnership in teams; apply critical 

thinking in new contexts. 

•	 Responsible citizens: Respect for others. 

•	 Confident individuals: Secure values and beliefs; ambition; assess risk and make informed decisions. 

•	 Successful learners: Determination to reach high standards of achievement; use technology 
for learning; make reasoned evaluations; link and apply different kinds of learning in new situations. 

Numeracy across learning (Scotland) 
•	 Number and number processes 

•	 Money 

•	 Data and analysis 

Thinking skills and Personal capabilities (Northern Ireland) 
•	 Problem solving 

•	 Self-management 

•	 Working with others 

Cross-curricular skills (Northern Ireland) 
•	 Using Mathematics: Applying mathematical concepts, processes and understanding 

appropriately in a variety of contexts. 

The game will also offer students the opportunity to develop communication skills 
(e.g. participating in discussions, interpreting and analysing information). 

Skills Framework for 3–19 year olds (Wales): Learning through the development of thinking skills, 
communication skills, ICT and number skills. 



                 
                    
               
 

 
 

 

 

 

 

14. Teachers’ notes 

Useful links
 

	u London 2012 Get Set 
The online home of the London 2012 domestic education programme. Once you’ve registered on the site 
you will find a whole host of interactive games and resources that familiarise students with the Olympic and 
Paralympic Values. The site also contains inspirational videos, fact files, news stories, images and competitions. 
www.london2012.com/getset 

u Global Entrepreneurship Week 
Global Entrepreneurship Week is a worldwide movement of entrepreneurial people. This website includes 
information about events and activities happening across the UK. 
www.gew.org.uk 

u The Enterprise Zone 
A website for secondary students and teachers that explores the fascinating and dynamic world 
of enterprise. Some of the top businesses in the country share what enterprise means to them 
through actual challenges they have faced. 
www.enterprise-zone.co.uk 

u TeacherNet: Enterprise education for Schools 
Guidance and resources for implementing enterprise education in schools. 
www.teachernet.gov.uk/teachingandlearning/14to19/enterpriseeducation 

u Learning and Teaching Scotland: Enterprise in Education 
Includes ideas and examples for building enterprise partnerships, reports and enterprise education materials. 
www.ltscotland.org.uk/enterpriseineducation 

u The STEM Directories 
A collection of schemes and activities to engage students with science, engineering, technology and 
mathematics (STEM). 
www.stemdirectories.org.uk 

BP Educational Service resources 
Located at: www.bp.com/bpes/secondary 

u BP in Business case studies 
A series of case studies that can be used to explore the business related topics in this resource further. 
Topics include marketing, supply and demand, the production chain, economies of scale, costs, revenues, 
profits and financial ratios. 

u Science at Work 
Real-world Science for 14–19 year olds. The resource comprises seven case studies from BP’s business, 
including ‘Fuels from crude oil’. Accompanied by student challenges, a short film and teachers’ notes. 

u A Bright Future in Energy 
Outlines several areas of energy business in which students can look to develop careers. 

u Carbon Footprint Toolkit 
A toolkit for 11–16 year olds about carbon emissions and their impacts, choices for carbon reduction and 
alternative energy supplies. Includes an interactive school carbon calculator, activities, factsheets, 
animations and teachers’ notes. 

Information about oil markets 
For further information about how oil markets work, visit the following links: 

BBC: ‘Oil markets explained’: http://news.bbc.co.uk/1/hi/business/904748.stm 

MoneyInstructor: ‘Understanding oil markets’: www.moneyinstructor.com/art/oilmarkets.asp 

www.moneyinstructor.com/art/oilmarkets.asp
http://news.bbc.co.uk/1/hi/business/904748.stm
www.bp.com/bpes/secondary
www.stemdirectories.org.uk
www.ltscotland.org.uk/enterpriseineducation
www.teachernet.gov.uk/teachingandlearning/14to19/enterpriseeducation
http:www.enterprise-zone.co.uk
www.gew.org.uk


 

 

 
  

 
  

 
  

 
  

 
   
  

 
  

   

   

   
   

 

 
  

 
 

 
  

 

 

 

15. Teachers’ notes 

Glossary
 

Term Definition 

‘bearish’ An expression used when prices are expected to fall. For example, ‘a bearish market’. 

‘bullish’ An expression used when prices are expected to rise. For example, ‘a bullish market’. 

commodity A substance or product that can be traded, bought or sold, such as a raw material 
or agricultural product. 

‘credit crunch’ A term used to refer to the reduction in the general availability of loans (or credit), 
or a sudden tightening of the conditions required to obtain a loan from the banks. 

crude oil Crude oil is formed from the remains of tiny marine creatures. It is used to make petrol, 
diesel and other products such as heavy oils, plastics and waxes. 

Executive Order An order issued by the President of the United States, the head of the executive branch 
of the Federal government. 

fossil fuels Coal, oil and gas are fossil fuels. They are made from fossilised plants and animals over 
millions of years. A fuel is a substance or material that can be burned (combusted) to 
release energy. 

futures Futures are special agreements or contracts between a buyer and a seller. 
A ‘futures contract’ has three key elements: 

• an agreed price that the buyer is prepared to pay the seller 

• an agreed quantity that the seller is prepared to supply the buyer 

• a date that the exchange of goods/services (and money to support the transaction) 
will take place. 

government debt The amount of money that a government borrows to finance its spending. 

government 
intervention 

A set of actions taken by the government to influence the quantity of a good or service 
produced or the price it is sold at. 

to ‘hedge’ 
or ‘hedging’ 

Refers to managing risk (protecting against loss) by counterbalancing one transaction, 
against another. 

hydrocarbon Crude oil is processed in several stages to form desired hydrocarbons. Hydrocarbon is 
a compound containing hydrogen and carbon. 

inflation A sustained rise in the general price level. 

levy The imposition of a tax. 

long When a team has agreed to buy more stock than they have agreed to sell. 



 

 
  

            
   
  

 
  

 
  

 
  

  

  
  

 
  

 

   
  

16. Teachers’ notes 

Glossary cont. 

Term Definition 

lot Crude oil trades on the oil market in units  known as ‘lots’. One lot is equal to 1,000 
barrels of oil. 

OPEC The Organization of the Petroleum Exporting Countries (OPEC) is a large intergovernmental 
organisation representing 12 oil producing nations. OPEC’s output of oil is equal to 
around one-third of the world’s total daily oil production. 

profit The difference between income received from selling a good or service and the actual 
costs of producing it. 

recession A period of general economic decline. The standard definition is a decline in the 
Gross Domestic Product (GDP) for two or more consecutive quarters. 

renewable energy An alternative source of energy, such as waves, wind or sun, which does not use up the 
Earth’s natural resources. 

short When a team has agreed to sell more oil than they have agreed to buy. 

speculation An attempt to make a profit by buying a futures contract in the belief that prices will rise, 
or selling a futures contract in the belief that prices may fall. 

stagflation A period of time when an economy experiences rising unemployment and inflation. 
For example, the mid 1970s in the UK. 

stock The amount or volume of a good or commodity acquired but not yet sold. 

The Federal Reserve The central bank of the US, which determines how much money is printed and sets 
the level of US interest rates. Also referred to as ‘The Fed’. 



17. Teachers’ notes 

Evaluation form
 


