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1. [bookmark: _Toc41309888]Introduction:
Communication is an important function for individuals to develop as it is associated closely with numerous managerial functions that can be found within the workplace and can provide individuals with the opportunity to receive and retain information from socializing with others. There are various forms of communicating such as, both nonverbal and verbal communication, visual communication and written communication and these forms of communicating are important for individuals and leaders in effective communication. In regard to organisations, communication is an important skill in the current business environment, as effective communication is required to complete corporate goals and tasks effectively and it can develop professional relationships between an employee and its colleagues in the workplace  (Management Study Guide, 2020).  There are a variety of definitions for the concept of networking with numerous sources providing a definition with an industrial example such as, computer networking and business networking. The type of networking that was deemed suitable for this session is business networking and its importance for personal and professional development. Business and professional networking can occur when organisational professionals meet to develop and improve personal and professional contacts along with seeking out new potential ventures for the respected organisations.
Networking is an important skill for an individual to develop as it can assist with personal and professional development as networking can provide numerous avenues for new developments and opportunities, provide insight and information that can generate new ideas and networking can provide a growth in personal confidence for individuals, but the concept of networking is much more broader than connecting with individuals on a one time basis, it is about building and developing an individual's relationship with their connection and to create alliances with them which can benefit both the individual and their respected organisations goals (Cole, 2019: Grayson & Baldwin, 2007). 
Communication and networking are crucial elements in ensuring effective leadership, especially as communication is a core element within the leadership function (Centre For Creative Leadership, 2020). In the current organisational environment networking is considered as a necessity for both individual and professional development as improving networking skills can provide learners with greater development and business opportunities, the individuals capacity for being innovative will improve, knowledge will be broader and it provides a greater sense of authority (Casciaro, et al., 2016). 
There is a distinct link between communication and leadership, as communicating effectively between employees and organisational personnel will improve various relationships within the organisation along with the completion of tasks, however, networking can also be linked between communication and leadership as improving the relationship between an employer and an employee can provide numerous networking opportunities with new contacts from the employee and the employers network.
 It is important for learners to be aware of the importance that communication and networking can have both on personal and professional development and how these elements will serve individuals both at present times and in the future. According to a survey that was published by LinkedIn Global (2017), 80% of organisational professionals agree that networking is important for career success along with 70% of organisations having previously employed an individual due to a connection with another employee in the organisation. 

The aim of this session is for learners to understand the importance of communicating and networking for personal use and how it is used within the business environment.  This session includes three activities such as the Networking and Communication games with the Kahoot Quiz to summarize the lesson content, these activities were chosen to be included within the session as the group activities will encourage and motivate the learners to engage within the session.


















2. [bookmark: _Toc41309889]Learning Plan 

	Topic of the session:  Communication and Networking 
	Learners: All
 

	Date: 26.05.2020
	Session Length: 40 minutes 
	Learner Amount: 20-30

	Aim
The aim of this learning session is to show the importance of effective networking and communication can have on an individual’s personal and professional development.

	Objectives
At the end of our communication and networking session learners should be able to:
Complete the sessions activities which will demonstrate the importance of networking and communication along with demonstrating an understanding of the topics through a Kahoot quiz.


	Layout:  Cabaret Style Seating Layout[image: How to Optimize Room Setup for Training and Presentations]
The cabaret style of seating is the preferred layout for this session as the activities that will be presented as part of the learning session will require a large room, with lots of empty space for the communication and networking games. This style of seating is commonly used for conferences, presentations and team building exercises and therefore is appropriate for this learning session (Spare Workspace LTD, 2018).  The layout of the chairs and tables will provide an arc shape where learners will be able to view the presentation session with minimal restriction. [bookmark: _Toc41308908]Figure 1: Cabaret Style Seating (Dlugan, 2018)

In light of the current situation surrounding the presentation of our learning session due to the Covid 19 pandemic, had the opportunity to present the session to learners in a suitable environment had been possible, the ideal space for the activities would have been on the fifth floor of The Swansea Business School. This is due to the size of the rooms available and items such as chairs and tables are portable due to them being on wheels which will decrease the amount of time needed to move them a safe distance, also with the rooms being a fair size the risk of injury will reduce. The image above of the cabaret style of seating is also an example of the seating structure that is set within the location that was deemed suitable for the session.

	Previous Experience for the topic:
The session assumes some aspect of knowledge for the networking and communication topic which was covered during the module sessions for Leadership and Management Theory and Practice.
 

	Health and Safety for Learners: 
There is a risk of falling with the activities in the learning session as tables will be disbursed in order to make room for the communication game, however, the plan is to place all tables and surrounding objects in one corner of the room which will minimize the learners contact with the objects during the session and therefore the risk of injury will diminish to a certain extent.
For health and safety reasons the dice that will be used for the networking game will be a plush foam dice instead of a regular solid dice, the reason being to prevent any risks of any injuries that may be caused from a firm dice whilst it is in motion in the activities, and a plush dice is easier to see when its being passed out during the activity.











[bookmark: _Toc41309890]2.1 Learning Plan 2: Session Overview
	Time Scale
	Purpose/Intentions
	Activity and Lesson Content
	Resources Used

	1 minutes 
	Introduction
	Introduction to the session 
	Computer/Laptop, Projector

	2 minutes
	Agenda/ Aims and Objectives
	Slide 2 &3, explain the aims and objectives for this session and its content
	Computer/ Projector
Presentation Slides

	10 minutes
	The importance of communication
	Group Activity the Communication Game - the group must count from 1 to 10 without communicating to any other learners
	Powerpoint slide 4 for activity instruction, Projector

	1 Minutes
	Discussion of the completed activity
	Discuss the previous activity and provide feedback on the activity
	Powerpoint slide 5, projector

	2 minutes 
	Why is communication important?
	Define communication, why it is important and who benefits from effective communication
	Powerpoint Slide 6, Projector Screen

	10 minutes 
	The Networking Game
	Learners will be asked to split into two groups and sit in circles, the number on the dice is the person you have to ask the specific questions that have been given to, the inner circle move to the number that is shown on the dice, one circle has to be inside the other
	Powerpoint Slide 7, Plush Dice

	2 Minutes
	Networking Slide
The importance of networking 
	Define networking, why is it important and information on the different types of networking
	Powerpoint Slide 8, Projector

	2 Minutes
	Benefits and Challenges of Networking
	Reasonings for the benefits and challenges of networking, the importance of networking sites such as Linkedin and the importance of Linkedin
	Powerpoint Slide 9,10,11

	10 Minutes
	Conclusion of session: Kahoot Quiz
	Various questions based on the information gathered from the session to reflect on the importance of communication and networking
	Powerpoint Slide 12 , Kahoot Quiz Page and Link
















[bookmark: _Toc41309891]3. Learning Session Justification 

Whilst in the process of developing this learning session, as a group it was important that we did so with the consideration of any academic learning styles and learning theories that could be applied. Despite the wide range of techniques available, a few were settled on which we believed would have the most desirable affect on the group we were aiming the session to. It is important to justify why these methods were used and why we felt it would add something to our learning session. 
One of the theories of learning we have chosen to justify our methods is Adult Learning Theory. This theory, developed in 1968 by Malcolm Knowles, is the study of how adults learn and how it differs to children (O’Neill, 2020). Using this theory shows how adults learn differently and what learning styles suit most. The theory refers to a few key assumptions we should make when considering how adults learn and how they prefer to train. With this information, our group were able to design the learning session with this in mind, as the session is aimed to young adults. The first assumption we make is that as people get older, learners shift from dependence to independence and self-direction, which is shown throughout a student’s time in University as you are expected to be more independent with learning sessions and coursework. This assumption is known as Self-Concept (Ferriman, 2014). 
The second assumption is surrounding the Adult Learning Experience. This theory assumes that as a learner grows older and more mature, with it they bring a wider knowledge based on past experiences which we can use for future learning. This means that by the time we are adults, we should have a vast amount of experience to draw from to help us pick up new skills and activities. This experience acts as an increased resource for learning (Ferriman, 2014; Pappas, 2013). Because of this, when developing the learning session we were able to make it slightly less basic as we would need to with kids, as even if the learner has no prior knowledge on the subject, the assumption is that they will be able to grasp the concept more quickly based on past experiences. 
The third assumption is that adults have a readiness to learn, meaning they are more willing to learn information they feel will more greatly benefit them in real-life situations such as in the workplace (Knowles et al., 2005). With this in mind, it is important to realise that adults are more focused on learning that can benefit them in the present, meaning teaching focused on the future is much less effective (Ota et al., 2006). 
The fourth assumption is orientation to learning. Made simple, this assumption refers to how adult learners’ orientation towards learning will shift from subject centredness to problem centredness, and that adults have a greater need for immediacy of application (Smith, 1996; 1999, 2010). Due to this, it is also important that learning sessions should be based around experiences in order to make them effective, as people are performance centred in their learning (Smith, 1996; 1999, 2010). 
The fifth assumption is based upon what motivates adults to learn. As a person matures academically, the motivation to learn becomes internal (Knowles, 1984). As was touched upon through other assumptions, adults prefer independence through learning and it is down to personal reasons that an adult will want to learn, for example to help in work or for self-esteem (O’Neill, 2020). After considering these 5 assumptions, there are 4 key principles that must be taken in to account, which helped us to justify our learning session. Firstly, as adults are self-directed, during the session it would be useful to allow the learners to have a say in the content and process of learning (Cordiner, 2020). 
Secondly, adult learners learn by doing and through direct experience, so the session must include practical participation and techniques which we have implemented throughout our learning session. Also, the content in our learning session has been tailored to issues that can relate to a learner’s practical life, for example through work (Smith, 2017). Finally, we have ensured that our learning session enables problem solving instead of just memorizing content, due to adult learning being problem centred as opposed to content-orientated (Kearsley, 2010). Overall, it makes sense for learning sessions to be made with how adults learn in mind. This is because memory works in an efficient way, meaning it will only store the information that matters (Shackleton-Jones, 2000). Creating a session that relates to the personal lives of students will help them to retain the information as it matters to them. 
A second theory of learning that justify our methods is inductive learning. Inductive learning is also known commonly as discovery learning and is a method where the learner discovers a base rule by looking at examples (NetLanguages, 2017). This method differs to what is known as deductive learning, where students are first given rules which they must apply to a situation. An example of a diagram is shown below;
[image: ]
[bookmark: _Toc41298618][bookmark: _Toc41308909]Figure 2: NetLanguages (2017) Inductive and Deductive Teaching Diagram

Although deductive teaching is thought of to be the most common method, it is widely considered that inductive teaching is more effective, especially in adults but is used less due to it being more time-consuming. Teaching in this way may also lead students to come to an incorrect conclusion or for the session to not have the desired end goal if it is not designed correctly (Hird, 2015). Inductive styles of learning are commonly used for learning sessions surrounding grammar; however, they can also be useful in other areas if used effectively. Using inductive learning in our session has provided many benefits, it will hopefully increase student interaction and participation, it will enable students to use critical thinking and it will allow students to gain a deeper understanding of the subject (ITTO, 2020). 
The third theory of learning that justifies the methods we have chosen in our plan is Experiential Learning. Experiential learning theory defines learning as “the process whereby knowledge is created through the transformation of experience” (Kolb, 1984, p.41). The theory is called experiential learning in order to emphasize how important experience is in the learning process, this separates this learning method from others (Kolb et al, 1999). The experiential learning theory can be displayed in a simple diagram which shows how a learner will “touch all the bases”. An example of which is shown below;
[image: ]
[bookmark: _Toc41298619][bookmark: _Toc41308910]Figure 3: McLeod (2017) The Experiential Learning Cycle.
The above diagram shows a simple format of the process of experiential learning. The four segments of this diagram need to take place in order for the learner to have a successful learning session. First, there must be a concrete experience, in which the learner experiences a new situation or a different interpretation of a previous experience (McLeod, 2017). In the case of our learning session, this would come in the form of teaching the learners the relevant information. Once the activities set in the learning session have concluded, students will then be asked to use “reflective observation” in which they will reflect back on the experience and think about what has been taught (Carleton University, 2020). 
The third step is abstract conceptualisation, in which learners will use the previous step of reflection to form abstract concepts through analysis and come up with a conclusion (Cherry, 2020; Greenaway, 1995). The final step before the cycle repeats itself is active experimentation, for the learner to use the knowledge they have gained from the session to use in their personal life, for example in work or other learning sessions (Norwich University, 2017). This is one of the main aims of our learning session, and links well into other theories that suggest adult learners will be more likely to retain information if they feel it can be practically used in their day to day life. This information therefore justifies our use of these techniques in the learning session. 
The creator of this learning theory, David Kolb, views learning as an integrated process with all steps feeding in to the next, meaning it is possible to enter this cycle at any stage and follow it all the way through (Kolb, 1976; Kolb & Fry, 1975). However, for the learning to be effective and justified, Kolb suggests that the learner needs to be able to execute all 4 stages of the model, as no individual stage is effective on its own (Kolb, 1976; Kolb & Fry, 1975).
Using this experiential learning style, participants in the session will also be able to determine what kind of learner they are. Kolb (1976) breaks learners down in to 4 separate categories, firstly people who are “diverging” who like to look at things in different perspectives, whilst also use imagination to solve problems. The second is Assimilating, in which these people prefer clear explanation for tasks as opposed to practical opportunities. The third type of learning style is converging, where these people prefer technical tasks, and are good at problem solving. These people will also use what they have learned to find solutions to issues. Finally, someone with an accommodating learning style is someone who is hands on and will act on intuition as opposed to logic. Learners like this will draw information from other people’s analysis and prefer experiential approaches to learning (McLeod, 2017). 
One method that we have used in our learning session is Game-Based Learning. Game-Based Learning was implemented in the form of a Kahoot quiz, which enabled learners to connect to an online quiz at the end of the session to test their knowledge on what they had learned. The session also involves a game in which learners will be blindfolded and will be asked to count to 10 as a group. If two or more people say the same number at the same time they will have to restart and try again. The game has been developed in order to show the importance of communication and body language which can be applied in real-life scenarios for students. 
Game-Based learning can be explained as the borrowing of gaming principles and applying them to real life settings to engage users (Trybus, 2015). This method is one of the most popular and successful ways to engage learners. It allows listeners to engage in content in a dynamic way, whilst also introducing new concepts to them and directing them towards an end goal for the session (Pho & Dinscore, 2015). It is fair to assume that it is typically the younger generation who would respond better to games being introduced through learning. This was shown in a recent study, which found that 68% of gamers are aged 18 or over, which is the typical university age (Johnson et al., 2014). 
This information justifies our use of Game-Based Learning, as this is our target demographic for the learning session and shows they would be receptive to this method. One potential issue that needs consideration for anyone when developing a learning session is how to keep the attention of the room and motivate people to participate. It has been suggested that this type of learning through games can add an extra level of motivation, whilst other studies have found that engaging learners in a fun and social way such as a quiz can generate highly positive feedback (Bohyun Kim, 2013; Walsh, 2012). 
Although gaming in work and learning environments was once frowned upon, it is now considered by many high level professors to enhance performance and is widely used in business. A report in the Harvard Business Review shows that using activities such as games can also help to make people better strategists, which can help learners for the real world of work (Reeves and Wittenburg, 2015). The report also states how using games such as a Kahoot quiz will provide learners with inexpensive, real time feedback to give learners an accurate reflection of what they have learned (Reeves and Wittenburg, 2015). Another justification for why this method is needed in the learning session is shown by Deloitte. Managers for innovation and creativity at Deloitte were tasked with finding ways of increasing productivity in their training programmes. By using elements of games such as fun, play, design and competition, Deloitte saw a 37% increase in their staff productivity (Meister, 2013).
Statistics such as this show the need for games in the learning session to grab the attention of the audience. Another benefit to the learning session because of Game-Based Learning is that a quiz would allow participants to be constructive of their own work, as you can look back at your answers and see where you went wrong, whilst also receiving the correct information you may have forgotten or missed (GameLearn, 2020). In a world which is rapidly evolving and becoming more digital, the problem for teachers becomes how to grab the attention of learners whilst also keeping up with the times. The knowledge and skills acquired through game-based learning are retained longer than information from other learning methods, showing the importance of using the method (Dadheech, 2018). Game-based learning also takes a non-authoritative approach to learning, allowing students to engage in more casual conversations about the information the learning session will be providing (McGraw-Hill, 2018). 
However, when thinking of how to implement game-based learning, we needed to consider the potential drawbacks we would have to overcome. This included the potential for the game to not be designed correctly, which could lead to a disadvantage in the learners thinking (August, 2016). Also, as stated by Dr Heather Coffey, the goals of the game do not always necessarily align with the learning goals of the classroom, whilst also having the potential to be more distracting (Coffey, 2009). However, with these potential issues in mind, we have been able to integrate effectively the use of game-based learning to help in our learning session.
This learning session was also aided by emerging technologies, which were able to make the session more streamline and interactive, whilst also allowing the group to set learners tasks that would be harder to do without technology. In the learning session, our group have used PowerPoint to present our information, as well as using Kahoot to test learners on what they have learned. These examples show how we have used new technologies to communicate ideas and interact with the audience in a way which would not be possible without technology. Over the past few years, technology has become consistent in classrooms for learners of all ages. In a world that is becoming more reliant on technology, it is crucial that students understand how it can aide them and how to use it. Although learners as young as primary school are now implementing technology in learning, it is especially important for young adults, as people are now relying on universities to prepare them for life in a digital society and for employment in digital workplaces (Spiteri, 2016). 
Technology also aides in teaching for assessment purposes, as studies have shown that technology can help to ease the difficulty of assessing student learning, with many tests and quizzes being carried out online (Keillor & Littlefield, 2012), similar to our Kahoot quiz. In addition to above, with the ongoing situation regarding COVID-19, technology has become more important than ever, with both learners and lecturers having to take classes remotely. Due to the uncertainty of the situation, and people not knowing when things are likely to return to how they were, having a good understanding of how technology can help to make learning easier is vital (Govindarajan & Srivastava, 2020). 
Technology can also help when developing a learning session for higher education, as new technology such as big data analytics and AI can create personalized learning sessions that suit students, in order to overcome big obstacles for lecturers such as high dropout rates and disengaged students (Rouhiainen, 2019). More information to justify our learning session is that studies have suggested that including technology in the workplace helps to improve knowledge retention of students, as well as helps students to enjoy their learning (Norman, 2016; Savvidis, 2016; Himmelsbach, 2019). This is due to young adults’ reliance on technology. 


[bookmark: _Toc41309892]4. Summary
The team has achieved to complete this task through distributing the responsibilities based on the individual's strengths. The approach of distributing work based on an individual's strengths has provided numerous benefits for the team, for example, the ability to be flexible in completing the tasks that were given had increased the teams productivity and motivation along with allowing the team to be more task orientated and focused on the task at hand with minimal distractions (Forbes , 2017;Dhawan & Premuzic, 2018). The team firstly had to determine and calculate the appropriate amount of words that would be required by the members for the individual tasks, and this was completed by distributing the tasks between the members and an additional word count was required due to the team having four members. The second step was to determine as to whether any members may have a personal preference to complete a certain task due to either experience or personal strengths, for example, Cameron had previous experience of designing various quizzes and therefore Cameron had the responsibility of developing the Kahoot quiz for the session.
The concept of working together virtually was a relatively easy process for the team, as it provided the team with flexibility to complete the tasks, increased the teams productivity and had allowed the team to work in a way that may not have been considered before (Deeb, 2020).  However, working together as a team virtually to complete the task was challenging at times, due to the current situation regarding Covid-19, it was a requirement that alternative communication methods were needed for the team to complete the project, the method that was used by the team was Microsoft Teams as lectures were conducted over this platform and the team felt comfortable to communicate via the same platform. In regard to it being challenging, the concept of online learning and communication via networks such as Microsoft Teams, was a new concept for the team and was challenging in the beginning as Teams was a new platform where many were not confident with how it worked and how it would impact the project. Microsoft Teams and Facebook Messenger were the platforms that were used for the team to collaborate with for the project, the team would place any queries or suggestions into the groups messenger group and a video call was planned once a week on Microsoft Teams to provide updates on the progress that had been made and to discuss any issues that may have risen since the last meeting, but also Teams had provided the team with the advantage of uploading various documents whilst allowing others to view and edit the documents, which had provided an insight into how much progress had been made by the team members on their respective responsibilities, which in turn, had provided the opportunity for other members to provide any suggestions and to edit the documents when required. 
The tasks that required completion for this project include, the powerpoint presentation for the session, producing the Kahoot quiz, the project justification, the learning plan, the project summary and references. The tasks were distributed amongst the four team members with Amy developing and editing the session’s presentation slides and slide pack along with editing the references, Cameron also had the responsibility of developing and editing the presentation slides and slide pack along with developing the Kahoot quiz for the conclusion of the presentation, Sam T  had the task of writing the project justification for the session, and Lucy, had the task of developing and organising the learning plan for the session along with a project summary.

[bookmark: _Toc41309893]4.1 Responsibility Table 

	Team Member
	Responsibility/ies

	Amy Collins
	Presentation slides, slide notes and references

	Cameron Borkett
	Presentation slides, editing and Kahoot quiz development

	Sam Thomas
	Project Justification document

	Lucy Crocker
	Learning plan and Summary
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