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Request Form: Mind the Gap board game event 


Please complete this form if you would like to host an event with the Mind the Gap game and email to Fay Benskin at the Centre for Care: f.e.benskin@sheffield.ac.uk

Mind the Gap board game options: 

	Tackling Digital Exclusion 
	Tacking Inequalities for Unpaid Carers
	Digital Pathways and Possibilities for Young People

	This game is an opportunity to learn more about digital barriers people experience. 

Players will adopt a ‘persona’ and navigate their way around the board. During the game they will encounter ‘barrier’ and ‘chance’ cards. These demonstrate the day to day challenges people face when digitally excluded. 

Research by the Centre for Care has produced recommendations for improving the day-to-day lives of people affected by the digital divide and these are demonstrated with the ‘chance’ cards in the game, providing inspiration for change. 
	This game is an opportunity to learn about the inequalities encountered by unpaid carers.
 
Players will adopt a ‘persona’ of an unpaid carer and navigate their way around the board. During the game they will encounter ‘barrier’ and ‘chance’ cards. These demonstrate the challenges unpaid carers experience.

Research by Carers UK and the Centre for Care has produced recommendations for improving the day-to-day lives of people providing unpaid care which link to the ‘chance’ cards in the game. 

	42% of young people in the UK do not have access to home broadband or a computer. 75% feel they lack the digital skills to thrive. 
This game shows how these inequalities affect young people’s everyday lives, including care experienced students. 

Choose your character, roll the dice and navigate your way through real life challenges that affect young people's online confidence, motivation and wellbeing. 

You will explore how opportunities such as funding, free training and access to local resources can help young people live digitally enriched lives. 








Details
The game: Floor version of the game is 4 metres by 4 metres, alternatively table top versions can be played on a smaller scale. 
Format: Face to face 
Time: Minimum 60 minutes 

The Centre for Care will:
· Transport the game to and from your event venue 
· Set up the game prior to the event (please ensure room can be accessed at least 1 hour before your event is due to start) 
· Facilitate the game play and host the session
· Pack the game away after the session (please allow 30 mins for this to be completed)

You will: 
· Book a venue for the event
· Ensure the space is suitable for the game to be accommodated
· Manage the event including invitations to attendees
· Facilitate feedback being gathered during the event 
· Undertake responsibility for any catering requirements 
· Ensure that appropriate AV requirements are in place for the event
· Coordinate with the Centre for Care following the event to pursue additional feedback and gain insights of actions taken as a result of the event 
	Name and email address 
	


	Organisation
	


	Which version of the game would you like to host?

(please delete non-chosen options).
	· Tackling Digital Exclusion

· Tacking Inequalities for Unpaid Carers 

· Digital Pathways and Possibilities for Young People 


	Date of event
	

	Description of the event 
Including:
How many attendees?
Type of audience?
How long is the event?
Preferred timing?
	

	What are the aims of the event?
	





	How will the game support you to achieve the aims of the event?
	






	Do you require any additional support from the Centre for Care? 

(please delete non-chosen options).
	· Yes

· No
Additional information: 




	We do not require payment for staff to host the session, however depending on location and other circumstances you may be asked to fund staff travel and accommodation for the event.

If you foresee any difficulties with this agreement please provide information
	



For enquiries please contact: Fay Benskin at the Centre for Care: f.e.benskin@sheffield.ac.uk 
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