Anyone for a game of networking?

Birmingham City University was fortunate enough to be awarded a National Teaching Fellowship Scheme (NTFS) project in 2007 - ‘Creating Future Proof Graduates: Transformative Learning Through Critical Incidents'. The aim of the project is to create resources which will help students identify and prepare for critical incidents which, according to employers, epitomise the major problems that newly qualified graduates encounter when they start work in the ‘real world'.
We began with research and conversations with students, graduates and employers:
"... theoretical models do not always work in practice and in University they never tell you about the different reactions you might get" (Business Graduate)


".. it is about providing practical solutions and relevant answers rather than textbook descriptions" (HR Recruiter, Eversheds)

"... you have to learn to say NO if you are given too much to do or you are asked to do things that are beyond your actual role" (Music Graduate)


We have designed, piloted and are now disseminating across the HE sector 8 resources:
	Skill
	Resource

	Cultural awareness
	No Offence Meant

	Providing relevant answers
	Too Much Information

	Professional Ethics
	Ethical Dilemmas

	Networking and social confidence
	The Networking Game

	Unexpected and extreme emotions and reactions
	Expecting the Unexpected

	Social responsibility
	Stone Soup

	Research skills
	Who, What, Where

	Bullying and the misuse of power
	Getting On With It


My pet resource is the Networking Game.   Networking and social confidence was an issue raised by students, graduates and employers, for example one employer explained that she avoided putting new graduates in a situation where they would need to engage in social conversation with a client.  The board game includes interactive questions. As participants in the game students do not have to answer all the questions themselves to learn the answers, and by including tasks like ‘shake hands with everyone around the table' all participants experience and / or discuss various aspects of social confidence. I recently overheard someone say ‘you will never get students to shake hands in the classroom’ well, I was delighted to be able to tell them they are wrong. My favourite quote from the evaluation proves it. The pink cards are the interactive cards(
‘learnt a lot. Not something that I would usually think about until the day before the event'
‘the questions were very relevant and often made me have to think quickly'
‘the game was very fun, incorporating discussion between the players and the entertainment of a board game'
‘the pink cards give the most fun'
 ‘the board game added in the element of randomness that might be experienced in a networking situation - having to think on the spot'
To find out more about and download our resources as they become available over the next couple of months go to www.bcu.ac.uk/futureproof
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