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[bookmark: _Toc41408127]1. Introduction
In an ever more global world, people have become increasingly connected. The rise of the internet has allowed companies greater access to consumers than ever before. The ability to communicate with mass numbers by the click of a button has revolutionized business, even the smallest organisations can be international (Aspray et al, 2010). It has reinvented how we network with one another as now, new connections can be made remotely on a global scale (O’murchu, 2007). Networking & communication skills are essential within a professional environment. The ability to develop rapports and build strong business ties are the very foundation of our global economy. Griffin (2006) states that networking is essential to increasing assets and resources and that new connections provide the opportunity to gain new knowledge and information.
Organisations such as LinkedIn allow likeminded professionals to network with one another, creating potential job opportunities for workers while being used as recruitment tool for organisations (LinkedIn, 2020). The phrase “it’s not what you know, it’s who you know”, while cynical, remains true and its importance cannot be overstated. Typically these networks had to be made through conducting business or conferences but technology has now made the process significantly easier (Snehoda & Hakansson, 1995).
Developing networks creates opportunities which never before existed, individuals may connect with international firms almost immediately. This allows not only for greater opportunities in terms of expansion but also the possibility of learning from various businesses operating within differing socio-economic environments, expanding our knowledge on what methods of communication work best for different groups in our own society.
The internet has become a cornerstone for modern businesses to thrive, through utilising new tools available. Applications such as “Zoom” allow businesses and their employees to remain connected in situations where this would not normally be possible (Zoom, 2020). For example, in today’s climate with the Covid-19 pandemic, employees and business are able to stay connected and continue working collaboratively, ensuring that the consumer experience and business schedules are not negatively impacted. If it were not for these improvements in communication brought about by technological innovation, many business would struggle to operate and, in some cases, would struggle to survive altogether. Therefore, it is clear the positive impact of technological advances on networking and communication cannot be overstated. Communication can now transcend difficulties which, before the dawn of the internet and the technological advancements that come with it, would have had a massive detrimental impact on an organisation.
The purpose of this session is to provide the audience with a deeper understanding of communication & networking, educating them to its importance as a skill within the current business climate.





































[bookmark: _Toc41408128]2. Learning Plan

	TOPIC:  Communication & Networking
	Intended learners: Leaders at all levels


	DATE: TBC
	LENGTH OF LESSON: 30 minutes
	NO IN CLASS: TBC

	AIM OF LESSON

The aim of this lesson is to educate the audience on the importance of Communication & Networking, using relevant theory to underpin information.  



	LEARNING OBJECTIVES

At the end of this session learners should be able to:

· Differentiate between forms of communication (WOVEN)
· Have the ability to define Networking
· Explain the benefits of clear communication

	ROOM LAYOUT:

[image: How to Optimize Room Setup for Training and Presentations]U style seating pattern  













We have chosen the U style seating pattern as it is best suited to the lesson, this format allows the presenter to effectively interact with the audience (Norsafiah et al, 2019).  This layout is ideal for the activities conducted, no movement will be required by the audience to complete the tasks.  Finally the layout hinders distraction from the audience, as the presenters are continually the centre of attention.   

	PREVIOUS KNOWLEDGE:

Previous knowledge is not required from the lecture participants, questions within the session will provide insight as to the audiences understanding of the topic.  


	HEALTH & SAFETY:

Current COVID-19 guidelines prohibit the recommended seating pattern, and will also hinder activities within this lesson plan.  The presenter should ensure safety regulations are met before conducting the session.  

There are no expected fire alarms, if one is sounded during the lecture the member of staff with relevant training will provide instructions on how to proceed.  











































Session Outline

	Timing
	Intentionality
	Content & Activity
	Resources

	1 minutes
	Introduction  
	Lecture - Introduction to the lecturers and topic.  


	Overhead projector,
PowerPoint
Slide 1

	3
minutes
	Address the topic

Discover previous audience knowledge
	Lecture – Discussion of the aims & objectives of the presentation  

Open question – Ask the audience if they can name any of the types of communication
	Overhead projector,
PowerPoint
Slide 2

	3 minutes
	Lecture
	Lecture – Define and discuss communication including its different forms (WOVEN)
	Overhead projector,
PowerPoint
Slide 3 , 4

	8 minutes
	Define the topic

Group activity
	Lecture – Define Networking for the audience

Discuss important techniques which will improve networking skills

Activity – Conduct a game of Chinese whispers with the audience in order to emphasise the importance of clear communication.  

2 minutes for the explanation of the game
3 minutes to play the game 
3 minutes to discuss the outcome and its relation to the lecture
	Overhead projector,
PowerPoint
Slide 5, 6, 7

Audience participation

	4 minutes
	Lecture
	Lecture – Introduction of the Shannon & Weaver model of communication

Discuss the concept using an example, also defining its advantages and disadvantages
	Overhead projector,
PowerPoint
Slide 8, 9 


	7 minutes 
	Group Activity
	Activity – Human Bingo will be played by the audience, in order to practice communication skills.

2 minutes to explain the activity and its purpose, including the distribution of the bingo cards.

5 minutes for the audience to conduct the activity

A copy of the bingo card can be found in the appendices 
	Overhead projector,
PowerPoint
Slide 10

Bingo cards

Audience participation

	3 minutes
	Recap learning
	Recap on the learning objectives through a Kahoot quiz, containing questions to ensure the audience understand the lecture.


Available at – 

https://create.kahoot.it/share/communication-networking/8246f7de-9048-4751-bffb-9d0cf39fad16 

Screenshots of the quiz can be found in the appendices 
	Overhead projector,
PowerPoint
Slide 11

Kahoot login

Students require access to the internet, via smartphones, laptop, or tablet.

	1 minute
	Conclusion
	Conclude the session with a brief summary of the information given


Answer audience questions
	Overhead projector,
PowerPoint
Slide 12, 13






[bookmark: _Toc41408129]3. Justification of Methods:
[bookmark: _Toc41408130]3.1 Learning Theories:
[bookmark: _Toc41408131]3.1.1 Adult Learning Theory

	Adult learning theory, also known as Andragogy, will be incorporated in the session as the target audience are final year university students. This theory is applicable to the target audience as it relates to engaging adult learners with the session content and providing valuable and useful information (Caruth, 2014). Communication and networking are skills that adults need for life and work, therefore a useful skill to learn (De Klerk, 2010). Andragogy refers to the understanding of how adults learn, which differs from children. Children learn through taking in surrounding knowledge, however adults need more reasoning behind their learning process (Knowles, 1984; Noor et al., 2012). Adult learners require an understanding as to why this information and learning process is helpful to them and how they can apply it in their lives with immediate effect (Ferreira & Maclean, 2017; Knowles, 1984). This theory was developed by Knowles (1984). This learning theory is useful for application to business training, particularly soft skills such as communication (Kaufman et al., 2015). Knowles (1984) discusses five assumptions of characteristics for adult learners, which are shown in Figure 3.1. The main characteristics involve experience, real-life implications and motivation.
[image: ]
Figure 3.1 The Five Assumptions of Adult Learners (Pappas, 2013)

There are four principles applied to adult learning, shown in Figure 3.2. Experiences and relevancy are key principles. 
[image: ]
Figure 3.2 The Four Principles of Andragogy (Pappas, 2013)

These listed characteristics and principles fit well with the planned session on communication and networking, as this skill can be applied to work environments and involves experience to learn. Conlan et al. (2003) state benefits of andragogy are self-direction and a broad applicability. However, a disadvantage is burdening the learner with responsibility for their own learning.

[bookmark: _Toc41408132]3.1.2 Experiential Learning Theory

Experiential learning theory (ELT) applies to the target audience and the learning games and discussions involved in the session, which provided active experiences for learning communication and networking skills. This theory was applied to allow experience learning activities to deliver a successful learning session (McCarthy, 2010). Communication and networking is suited well to experiential learning as this skill is best developed from practice (Friar & Eddleston, 2007). Kolb’s (1984) ELT derived users at an understanding that learning and knowledge are gained from experiences. As seen in Figure 3.3 the learning cycle has four stages: Concrete experience, which is the initial experience from which to learn. Allowing reflective observation, which is about understanding the experience. Forming abstract concepts, which could be a new idea or a change to existing ideas, and active experimentation, which is then implemented to test what has been learned (Kolb et al., 1999).
[image: ]
Figure 3.3 Kolb’s Experiential Learning Theory (Dennison, 2010)

Experiential learning allows immediate application of knowledge to real-life situations, which links with principles and assumptions of andragogy through relevancy, solving problems inductively and engagement (Knobloch, 2003). Having instruction and feedback whilst completing the activity improves the learning process, thus encouraging engagement, motivation and retention (Dernova, 2015). ELT encourages teamwork and communication skills, which apply to the session’s aim of learning communication and networking skills, and aiding collaborative learning (Clark et al., 2010; Krbec & Currie, 2010). ELT can also accelerate the learning process by allowing multiple learning methods to be incorporated (McDonald, 2020). Disadvantages of ELT are that a decentralised approach can lead to confusion, it requires guidance throughout the process and needs more preparation and time (McDonald, 2020; Meyer, 2003).



[bookmark: _Toc41408133]3.2 Learning Techniques
[bookmark: _Toc41408134]3.2.2 Inductive Approach

This inductive approach is utilised in the session through games, discussion and activities. These encourage an inductive approach for the learner to interpret the value, importance and process of networking and communication. Inductive learning involves discovering patterns through observations (Michalski, 1983). This is a learner centred approach which allows students to observe, then generalise (Prince & Felder, 2006). This method is time consuming and not appropriate for every learner, as it requires guidance from the teacher in generalisations (Foliaki, 2012). At the end of the session an assessment will provide an insight into whether this inductive approach was successful in aiding learning. An inductive approach suits andragogy and ELT due to a learner-centred focus, giving responsibility and control of learning to the student. Birzer (2004) states, in andragogy, inductive discussion and games are used to gain knowledge. Communication and networking is better understood through an inductive experiential setting, rather than being dictated (Prince & Felder, 2006). 

[bookmark: _Toc41408135]3.2.3 Learning Games

Learning games in the session will include Chinese whispers and human bingo, to improve communication and networking skills and their understanding. Learning games can suit andragogy and ELT through providing an in class experience to learn from and the ability to immediately apply knowledge. Communication and networking are valuable and necessary skills in the workplace (De Klerk, 2010). Both Chinese whispers and human bingo were used to enable learners to develop the skills being taught in the session. Both games require communication and networking between learners through talking and establishing relationships, in order to succeed in the game (Kutz et al., 2010). The initial game of Chinese whispers allows a concrete experience upon which the learner can reflect in the discussion and lecture. This can then allow conceptualisation to be acted upon in the active experimentation, which is the second game, of human bingo. Game-based learning (GBL) is a developing concept in education (Dziorny, 2007). It is effective in motivating adult learners. Games can enhance collaboration, problem solving, critical thinking, and involves experiential learning (Sutton, 2020). The majority of research in this area does not account for adult learners, however its application to adults is of growing interest as vocational and online learning increases. GBL can produce high level engagement and group discussion (Pitt et al., 2015). GBL supporters suggest computer games bring increased motivation and engagement, with the ability to transform university learning (Whitton, 2007). Blunt (2006) found students using GBL scored higher in tasks, however this was limited up to the age of 41, further recommending that games increase understanding faster than traditional teaching methods. Malliarakis et al. (2018) state GBL can establish an active learning environment to engage students through providing experience and use of problem solving. Dziorny (2007) states GBL benefits are enjoyment, being learner-centred and suitable for the younger generation entering work, which fit well with Knowles theory of andragogy. Disadvantages are the cost and the need for information technology resources. At the end of the session the use of Kahoot, an online quiz, can provide an assessment of learning and reinforce the sessions learning content. This digital learning game involves andragogy through independence and self-direction (Klopfer et al., 2009). 

[bookmark: _Toc41408136]3.2.4 Group Discussion

	After the initial game of Chinese whispers, a group discussion will evaluate the purpose and provide an understanding for the need of clear communication skills. Discussions can aid memory, bring multiple experiences and provide the learner with control. This technique is appropriate for the topic skills of communication and networking. It involves communication through the game of Chinese whispers, which uses multiple individuals to convey the same message from the first person to the last, with the aim of the message not being lost in translation, leading to the discussion of the game’s purpose, which improves communication skills (Kutz et al., 2010; Nugraheni, 2015). Ingalls (1979) states andragogy partners well with group discussion. This allows students to utilise experiences in learning (Roberts, 2007). Learning indicators arise from group discussions (Bruun et al., 2018). Group discussions involve an active learner centred approach (Arani et al., 2019). Deslauriers et al. (2019) state students can benefit more from active learning, which also allows collaborative learning (Sudarmika et al., 2020). Pollock et al. (2011) state students view discussions as positive for learning and that it is useful to supplement lectures in this way, and further state that smaller discussion groups are more beneficial. These smaller groups will be utilised within this session. Group discussions can strengthen learning through experience and engagement (Muduli et al., 2018). Pollock et al. (2011) found that discussions increase learning, compared to lecturing, and promote critical thinking and higher-order learning. However, a limitation is the possibility that peer to peer discussions will not arrive at the correct answer as well as not suiting every learner (Chang, 2016; Pollock et al., 2011).

[bookmark: _Toc41408137]3.2.5 Lecture

In this session lecturing is used to introduce the session and convey the theory behind communication and networking. Lecturing was chosen to present this information in the most time efficient and convenient way for a 30 minute session. It can also highlight the importance of good communication. Lecturing can be a controversial form of learning (Deslauriers et al., 2019; Schwerdt & Wuppermann, 2011). Knight and Wood (2005) state the benefit of interactive teaching methods, alongside lecturing, to increase learning effectiveness. Westler and French (2019) state lecturing has been criticised as an educational tool. However, Irving-Bell (2019) states lecturing is beneficial for novices. There are many forms of lecturing which can prove beneficial for learning and engagement (Zheng et al., 2018). In this session lecturing was used to provide information on the Shannon and Weaver theory of communication (1949). This theory is delivered, by lecturing, as a follow on from the initial learning game and discussion of Chinese whispers. Shoulders et al. (2014) state the use of a demonstration before lecturing enhances learning. This learning technique links to andragogy and experiential learning as it involves relevancy and is delivered after an experiential learning game.

[bookmark: _Toc41408138]3.2.6 Group Activity

Group activities involved the learning games previously discussed. These activities use communication and networking skills. This links to andragogy and ELT through engagement, motivation and experience in the learning process. Group activities can utilise teamwork and communication, aiding the session’s aims of teaching networking and communication skills. Garfield (1993) states group activities allow greater learning and achievement. Muduli et al. (2018) state group activities allow learners to share experiences, which andragogy should utilise for group learning practices. Collaborative learning improves learner satisfaction and group activity can also improve communication, which is the aim of this session (Burke, 2011). Teamwork and communication skills are valuable and important for life, which provide an understanding of the benefit to the learner (Bhavnani & Aldridge, 2013; Burke, 2011; Overton & Frazer, 2012). The advantages of group activities are greater experiences, increased creativity and retention of knowledge (Burke, 2011; Muduli et al., 2018). Disadvantages are pressure to conform to a group consensus, overpowering personalities, unequal workloads for team members and time consumption (Burke, 2011).

[bookmark: _Toc41408139]3.3 Assessment/ Evaluation of learning

An assessment and evaluation allow understanding of how successful theories and learning techniques are in delivering this communication and networking session. This provides insights into effectiveness and how future sessions could improve. An assessment aims to find what students have learned (Brown, 2005; Suskie, 2000). Brown (2005) states assessments are important in aiding students’ learning. Assessments are vital, for teachers and students, through showing what has been learnt (Brown et al., 2013). Popham (2006) states a quiz can be a beneficial informal classroom assessment to gage understanding, which is used in this session. An evaluation is the process of determining value by judgments, which involves communication (Oliver, 2000). The importance of evaluation in learning and teaching is to ensure the quality of education (Agrawal, 2004; European University Association, 2019). Agrawal (2004) states evaluations affect learning and teaching decisions, as well as heavily determining the teaching content and skills to be developed. The use of technology, which can aid participation and engagement, as both a learning technique and form of assessment, was involved in this session through the use of Kahoot, an online quiz (Khazanchi & Khazanchi, 2019; Wang & Tahir, 2020). This aids the learning process and shows the session’s success at meeting its aim. Kahoot brings engagement, enjoyability and interest to learning (Cameron & Bizo, 2019; Shroff et al., 2019). This can also increase collaborative learning (Sansone et al., 2019). Wang and Tahir (2020) state the majority of studies showed that Kahoot can have positive effects on performance, attitudes and anxiety. Disadvantages can include encouraging quick answers and the challenging use of technology for inexperienced users. An evaluation of learning can then be based upon the assessment, as well as student feedback. This supports both learning theories, by providing learners with control and involvement in the assessment and evaluation of their learning.



[bookmark: _Toc41408140]4. How We Achieved the Task

For this project we were assigned to create a detailed learning plan from a selection of topics. Our group consisted of James, Phil, and Cai. After conversing with one another, we decided on communication & networking as our topic due to the amount of information available. This task brought about an entirely new challenge as we had to work as a remote team when completing this assignment.
Due to the unforeseen circumstances of a global pandemic, our group was no longer able to confer in person and our traditional method of teamwork and study had been hindered. We were forced to adapt in order to overcome this obstacle and this new way of working generated its own unique challenges. As communication was a necessity within this project, we had to discover new ways to hold meetings. Digital means provided the solution with programs such as Microsoft Teams, Google Drive, and Facebook Messenger becoming essential tools to our success. The University provided students with access to Microsoft Teams and this software gave us a direct line of communication with the lecturer and provided us with the class materials. We were able to establish a new group within Teams in which we could share our work and hold remote meetings. Once the digital meeting place had been established, the first task on the agenda was assigning roles within the team. Our contribution, as members, was required to be equal and so the tasks were split in a manner reflecting that principal.
The presentation was allocated to Phil as he volunteered to complete this section and we were aware of his strength in creating PowerPoints from previous assignments. During our time at university, we were required to create many presentations and so James and Cai had firsthand knowledge of his expertise in this department.
James decided he would like to do the justification section, consisting of the learning theories that support our project. James is a skilled writer so Phil and Cai were sure he would construct an excellent justification which would clarify our methods. Cai would then complete the introduction, lesson plan, and conclusion of the project. Cai had no problem with his contribution consisting of different sections and preferred the diversity of the work. Once we had delegated these tasks as a team, we communicated through Facebook Messenger to maintain connection and share our progress with these tasks. A meeting was held on Teams with Julie, our lecturer, where she would measure our progress and understanding as a group. She answered any queries we had about the assignment, providing guidance and insight into the expectations of each section.
A meeting was held upon the completion of our sections, its purpose was to construct the report with our individual sections and to iron out any inconsistencies which were raised. Due to the nature of our remote working, 20 marks were allotted to consistency within the report and we wanted to ensure that none of these marks were squandered unnecessarily. Though we faced an unfamiliar situation with this new report, we managed to collaborate effectively in order to overcome this new challenge. Practicing our remote teamworking skills was extremely useful given the current climate and its uncertain nature. There are no current expectations for a return to normality which amplifies the need for the skills we practiced.
Working from home has become commonplace in this environment and, due to its effectiveness, some organisations are offering this on a permanent basis (BBC, 2020). As this situation unfolds, the skills we have developed will become ever more valuable and useful in our immediate future whether it is finding a job or continuing to study.
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