General Introduction

About simulations

A simulation establishes an environment in which communication is essential. Participants in any of the Nine Graded Simulations find themselves being provoked into using language and communication skills - perhaps because they are in danger of dying of thirst, or are involved in a controversy over extending the runway of an airport. With the possible exception of Survival the simulations are open-ended, with no right answers. They provide interesting situations with plenty of opportunities for imagination, humour, and decision making skills in an atmosphere of adult responsibility.

Simulations cannot be taught, for there is no teacher in the desert or newsroom. The teacher becomes Organiser, responsible only for the mechanics of the simulation, including introducing it and being in charge of any de-briefing. The participants have full power, and that includes the power to make mistakes. The Organiser must not warn or guide. In Survival, if the participants die, then they are dead. That proves they had complete authority, and they can learn from their mistakes. Freed from the task of teaching, the Organiser is in an excellent position to observe and assess.

Reality of function is a key concept. In Radio Covingham, for example, the participants do not pretend to be journalists; they are journalists because they interview and edit. The roles and profiles concern functions, not personalities. A simulation is not an informal drama, or a game, or a guided exercise. It can be defined as reality of function in a simulated and structured environment.

To the Organiser

· Before introducing a simulation try to participate in it with a few colleagues or students so as to get the feel of the action. Do not try to evaluate a simulation by counting the "difficult" words. Participants tend to take little notice of individual words, but read for gist and discover meaning in context and in discussion with other participants. The documents are not for learning; they are for action and reference.

· Make sure you enter the classroom with all the documents, and in the right order for handing out.

· If the students are new to simulations it is very important to explain what a simulation is, and what it is not.

· The teacher may want to allocate functions at random by placing the profiles (ro!e cares) race down for the participants to pick their own. This emphasises your impartiality, and it helps to break up any cliques.

· It is better to have too little debriefing than too much, particularly when students want to unwind after a tense and exciting simulation. Foreign language learners should not be interrupted for correction during the simulation. A short part of the debriefing may de devoted to mistakes that hindered communication.

· When students become familiar with simulations, consider asking them to do some of the organising.

· Look for unexpected benefits, especially personal benefits, including your own opportunities to get to know the participants as people, not just as students.

Survival
Contents
· Organiser's Notes
· Notes for participants
· Red Desert:
· 5 personal profiles
· Andover
· Bolton
· Chester
· Dewsbury
· Exeter
· Exeter's 31-day diary
· 81 map squares in 7 sheets

· Shipwrecked:
· 5 personal profiles
· Avon
· Blyth
· Clyde
· Don
· Esk
· Esk's 31-day diary
· 26 map squares, plus cards for sea squares, spears, ropes, raft in 4 sheets
Time needed
Red Desert up to 1 hour

Shipwrecked up to 1 hour
Number of participants
In both Red Desert and Shipwrecked the ideal number in a group is 5, which is one profile for each person. If there are 6 participants, then 2 can share a profile. If there are 4 participants, then one person can have 2 profiles. Several groups can operate simultaneously. With, say 27 participants, there could be 3 groups of 5, and 2 groups of 6.

A brief summary
In both Red Desert and Shipwrecked the participants are a group of people in a hostile environment. They have no help from outside and must rely on their own ability to use common sense, to share information, and discuss ideas about which way to go. Superficially, Survival looks like a game. This makes it a useful starting point in the series. But it is not a game. The motivation is not to win, score points, or beat someone else. The motivation is that of real life

which is to talk, and tackle a difficult problem together. Emphasis is on responsibility for group survival.

Survival is easy to use and is an enjoyable introduction to simulations for teachers without previous experience of the technique. Once introduced, the simulation virtually runs itself. In both Red Desert and Shipwrecked the procedure is the same. The participants decide which way to go (north, south, east, or west) and request from the Organiser a specific map square, representing one day's journey. The participants must stick together, not split up. They need water at least once every 4 days. In Shipwrecked they also need food, and have to build a raft in order to survive. In both Red Desert and Shipwrecked the survivors must reach safety within 31 days. All the essential information is in the profiles and Notes for participants.

Before class
· Copy the Notes for participants - one for each person
· Copy the five profiles, diary and map squares -one copy for each group.

· Cut out the profiles and map cards.
· Arrange the Red Desert cards in numerical order, and the Shipwrecked cards in alphabetical order.
· You can, if you wish, write the letters and numbers on the back of the cards so that the pack of cards can be used face down. This allows you or the participants to take a specific card without seeing what is on the other cards.

· Now try out the simulation with a few friends or colleagues.
· Decide what you will do in class if one group dies quickly. Officially, they are dead. But if, for example, you have 3 groups operating simultaneously, and one group dies in 10 minutes while the other two groups journey on for up to an hour, then you have a problem of organisation. There are several options for re-involving the dead group. You can ask them to start again. You can take back the last map square (or two) and move them back one (or two) days. You can hand out all the cards so that they can construct the complete map and see how they could have survived. If they die in Red Desert, then you can start them immediately on Shipwrecked.

Briefing
If the students are new to simulations then you should explain that it is vital that they accept their responsibilities. They are not to think of themselves as students with a teacher, they are explorers with a problem of life or death. Be on your guard against giving any hints. Don't mention the concept of a point of no return, or mention any of the other explanations given later in these notes in the section on De-briefing. Death helps demonstrate the nature of simulation - that participants can expect no help from the teacher; that they enjoy full decision making powers; and that they must accept the consequences of their actions.
During the briefing, try to avoid words associated with gaming or the theatre. In fact, you can point out to the students that you are not using such words as "play", "player", "play-act", "stage", "game" because they are inappropriate. These words can lead to inappropriate behaviour. Begin the briefing of the mechanics of Survival by handing out the Notes for participants. Depending on the level of ability of the students you may want to go through the Notes with them in order to clear up any misunderstandings. Give the students ample time to read the Notes and ask questions. Try to answer only procedural questions. If someone says "Are there any cannibals?" then this is not a question about the mechanics of the simulation; it is a request for guidance on how to survive. Refuse to answer it, or say "I don't know. You are the explorers, not me. I am only the Organiser, and I am not on the plane which crashed in the desert or on the boat which was shipwrecked." After dealing with Notes for participants, divide the class into groups of five, and hand out the appropriate profiles.
In Red Desert, Exeter is given the diary, and Dewsbury is given map square Number 1. In Shipwrecked, Esk is given the diary, and Don is given map square 'S'. Also show the participants the cards marked Spears, Ropes, Raft and Sea. Although the Notes for participants and the profiles explain when these cards may be requested, you can, if you wish, write a reminder on the board:
· Spears - any square containing trees
· Ropes - any square containing ropes
· Raft - any trees on the coast, but only if the team has ropes. It takes two non-travel days to build a raft.

· Sea - for journey by raft, each sea square represents one day's journey.
Before the groups start their discussion you can point out that the profiles are not marked 'confidential'. It is up to the group to decide how they share their information - whether they read out the profiles, or just summarise the key points. If they fail to pass on vital pieces of information, then that is their fault, not yours, and they must take the consequences.
Action
When the action begins, walk around the groups to make sure that the diaries are being filled in correctly.
An important point when you have several groups is to make sure that you do not mix up the different packs of map cards. One way to avoid muddle is to place the packs on your table in relation to the location of the groups. So if there are 4 groups, one in each corner of the room, then place one pack on each corner of your table.
De-briefing
As the aim of the simulation is communication, it is useful to begin the de-briefing by asking the students to take it in turns to say briefly what their problem was, and how they tackled it. This establishes the facts, and is especially valuable when there is more than one group. It puts them all in the picture. After that, the discussion can pro-cede in whatever direction is desired. For example:
· Language - was it appropriate?

· Co-operation - did they work together?

· Communication - did they share the information effectively?
It is probably better to hold the de-briefing after completing both Red Desert and Shipwrecked, rather than having a de-briefing after Red Desert. A single final de-briefing allows the different groups to learn lessons from their own experiences in Red Desert and apply them to Shipwrecked.
There are two general principles of survival, both involving common sense. It is foolish to pass the point of no return, and if they do not find water within two days they should return to the water they left. Secondly, it makes sense to get the most information possible. Thus, in Shipwrecked, a journey from "S" to "F" gives information about the square in front and on either side, whereas a journey along the coast gives information about two new squares only, in front and on one side. Besides, square "F" has trees, so the group can immediately arm themselves with spears.
Here are three possible routes, depending on whether they travel north, west or east on the first day.
North:

F.J.A.V.O.V.A.V.C.V.A.J.I.T.B.T.M.T.B.R.D.R.P.P.P.R.P.Sea.Sea.

This is 29 days and they would reach the mainland and safety on day 30. If they had not been unlucky enough to go to the hill on square 0, from where there was no view of the mainland, they would have reached safety four days earlier.
West:
X.J.F. and continuing on the route given above, but two days behind. They die on day 31, on their second day at sea, unless they were lucky and did not go to the hill on square 0.
East:
Y.H.N.K.N.H.N.W.D.R.B.T.C.T.B.T.M.T.B.R.P.P.P.R.P.Sea.Sea.
They reach the mainland on day 28. This is the luckiest route in view of the poor decision on day 1; but it does require some careful decisions.
NOTES FOR PARTICIPANTS ‘SURVIVAL’

What it's about

In both Red Desert and Shipwrecked you are survivors and it is your job to stay alive.
The five profiles in Red Desert and in Shipwrecked explain the situation. Read them carefully, they are important.

You start with one map square. When you have decided which way to travel, the organiser will give you another map square. You have a diary to record your day-to-day movements from square to square.

There are no diagonal moves, and you all stick together.

The organiser will brief you on the 'rules'. But don't ask the organiser for advice on which way to go. There is no teacher with you in the hostile environment. You are alone. You are in charge. Your survival depends on you alone.

Advice

Decide on how you are going to determine which way to go - will you have a leader who decides, will you vote, or will you just hope for the best?

SURVIVAL may look like a game of chance, but it is not. If you treat it like a game then you are not likely to survive. Try to think yourself into the situation, try to see yourself in the hostile environment.
Put a small coin or marker on the square you are on, and move it when you move.  It helps you to see yourself in the situation, and it helps the person with the diary to fill it in correctly.

In Shipwrecked remember to ask for the cards marked 'spears', 'ropes' and 'raft' when you are entitled to them.  If you forget to ask for the cards at the proper time then you will not have the spears, ropes and raft when you need them.
RED DESERT
Personal profile — Exeter
We must all help with ideas. We must think and plan. This is not a picnic, it is not a game, it is real. We may die anyway, but we must try to stay alive as long as we can. If we have water at least once every four days then we can survive as long as 31 days.
So I have made a 31 day diary. Today is Saturday, the day of the plane crash. I have marked it in my diary as Day 0. Tomorrow, Sunday, will be Day 1. Monday will be Day 2, Tuesday Day 3, Wednesday Day 4, and so on.
I have a column in which I will mark the Square Number which Dewsbury will make. Today we are at Square 1. Tomorrow we shall be at another Square Number. If we go north we shall be at Square 6, if we go westwards then we shall be at Square 11, east is 38 and south is 35.
In the column 'Water' I have written 'Oasis'. Tomorrow, in the desert, there will be no oasis and no water, so tomorrow I shall leave that column blank. An empty column means no water. If the column remains empty for 4 days then we are dead.
My diary may help us to make decisions on how to survive. Each day we have four choices. Each day we can go north, or south, or east or west. Each day we can go on, or go back, or go sideways. Each day we have to look at our problem and talk about it. Before we make a decision we must think and talk.
Which way shall we go from the oasis? One way seems just as good or just as bad as another. But we must go some way. I shall suggest that we go westwards.
Personal profile — Chester
I know this type of desert, and we are really in trouble. We cannot carry water with us, we have nothing to carry it in. Walking is difficult, and in this heat we can walk for only four days without water. There would be no fifth day, we should be dead.
It is now Saturday evening. If we set off now then we must find water by this time on Wednesday, or we die. There will be no Thursday, unless we find water first.
We have water at this oasis. We shan't die of thirst here. But there is no food, so if we stayed here we would die in, say, one month — thirty-one days at the most.
We must keep together and we must go into the desert. If we find another oasis, then we will have found water which would last us for another four days. We must keep going until we find a village.
The trouble is, we could walk for weeks without finding anything. There is an awful lot of desert. Which way shall we go? I don't think one direction seems any better or worse than another. We may as well go south.
We must pool our knowledge and ideas. I will tell the others what I know, then we can decide what to do.

Personal profile — Dewsbury
We must find a village. It is not really a question of finding a village, but of discovering some method of finding the village.
We can go north, or south, or east, or west. We can turn right, or left. We can retrace our steps, or we can go forwards. Fortunately, this desert is flat. We will be able to see an oasis when it is one day's walk away.
We have not got a map, and even if we had it would not be much good because we would not know where we were on it.
But I have drawn a map with our oasis in the middle. I have numbered this square 1. Each square will be one day's walk away. I have numbered the squares to the north, south, east and west. Any numbers will do, no number is better than another. We know that there is not an oasis on any of these other four squares, but when we have walked for one day, then we may see an oasis on one of the next squares.
Which way shall we go? I think we may as well go east, although I don't suppose this is any more likely or any less likely to get us back to civilisation.
Personal Profile — Andover
Our plane has crashed on this oasis. We are the only survivors. The pilot is dead. We are lucky to be alive. None of us is hurt. The plane is burnt out.
We were blown off course in the storm. No one knows we are here. We cannot hope to be rescued, so we must try to find a village. That means going into the desert.
We have water at this oasis, but we cannot carry water into the desert as we have nothing to carry it in.
We must plan our moves. I know that survival depends on not taking silly risks. If we die in the desert it will not be because we were unlucky, it will be because we were careless.
I will tell the others what I know, and will find out what they think we should do.
Personal profile — Bolton
This desert is larger than Britain. A search party would never find us, even if they knew our plane had crashed. There probably will be no search. Our flight was unauthorised, and no one knows we made it.

We took a risk, now we have to pay for it.

We may be in the middle of the desert, or on the edge. But which edge — north, south, east or west?
We cannot stay here, so we must explore and try to find a village.
Fortunately, I have a compass, so we can be sure of going in a straight line. As we have only one compass we must stick together. It is no good splitting up and wandering off. If we did split up we should have no way of keeping in touch.
Each day we travel we should go either north or south or east or west, then it will be easier to record our movements. Which way should we go on the first day? I don't think that any one way looks more promising than another. We may as well try north.
I will tell the others what I think.
Exeter’s 31-Day Diary
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Shipwrecked
Personal profile — Esk

We have escaped death at sea, now we face death on land. We must first find water. Unfortunately even if we find water we have nothing to carry it in. We can survive only 4 days without water, there is no 5th day. We can survive only 14 days without fruit, there is no 15th day if we don't find fruit. But at least we can carry the fruit with us. Even if we find water and fruit we cannot expect to survive longer than 31 days.

I have drawn up a 31 day diary. Today we are on Map Square S — which Don has made. Each day I will write down the map square, whether we are exploring new squares or retracing our steps on old squares.
It is important to remember how many days we can survive without water and fruit, so I have made a column for water and a column for fruit in my diary. If we have no water or fruit then I will leave a blank space, an empty space, empty of water and fruit. But if we find a river then I will write 'water' and if we find fruit I will write 'fruit' for that day in my diary.

Tomorrow is day number 1. I have marked today as Day 0 in my diary, and under the column for the Map Square, I have written S. I have written nothing in the columns for water and fruit because there is no water and fruit on square S.

I suggest that we look for hills. We should be able to see a distant hill about two days' walk away. If we climb a hill then we could see much farther than we can see now.

Personal profile — Avon

We are shipwrecked. Our boat was blown on to the coast in the storm. There is not much hope of rescue because no one knows we put to sea. Fortunately, none of us is hurt. I don't know where we are, and we do not have a map. I have a knife, and I know that Blyth has a compass, but we have nothing else of real value — no matches, no gun, and nothing we can use to carry water.

If we stick together, if we think and plan, and not just hope for the best, then we should have a good chance of surviving.

We must organise ourselves so that we have the best chance. We must not overlook anything. We must not rush ahead unthinkingly. We must find out what we know, and we must make sure we do not take stupid risks. I want to come out of this alive.

Personal profile — Blyth

We have been adrift for many days, and this coast could be anywhere. But I know this sort of country. There may be poisonous snakes. There may be crocodiles, wild animals and mosquitoes. We must look for a village or town.

From my compass reading, this coast stretches from east to west. If we go north, we go inland. This may be the mainland, or it may be an island.

There are trees to the north — about one day's journey. It might be a good idea to get to the trees, then we can make spears which would probably be useful against wild animals or snakes. Making spears would not take long — we could easily cut off straight branches and sharpen them as we went along. But whichever way we go, we must discuss it carefully and stick together. We must not split up.

As we have only one compass we must stick together. It is no good splitting up and wandering off. Even if we did split up we have no way of keeping in touch.

I will tell the others what I think.

Personal profile - Clyde

In this sort of country our main problem is water. Fortunately we had a drink of water just before our boat capsized and we swam ashore.

Obviously, sea water is so salty that if we drank it we would die quite quickly. We must look for a stream or river, and this will probably be fresh water. If we do not find water soon we will die of thirst in this heat. In my experience we have four days to find water. We must have water on the fourth day or before. And even if we find water, we have nothing we can use to carry water with us.
We could find a river if we went inland, but my guess is that we are more likely to find it if we stick to the coast. I think it might be best if we went eastwards, but it is something we should discuss carefully before we decide.

Another point we should never forget is that we should look for food. We cannot cook anything, so we must look for fruit which will help to keep us going in this hot humid climate. We must have fruit sometime during the first 14 days, otherwise we will not have the strength to go on. When we have found fruit we can carry it with us.

The others should be told about this.

Personal profile — Don

We may be on an island, or we may be on the mainland. If we are on an island then we may have to build a raft in order to reach the mainland.

For a raft we need logs or heavy branches, ropes or vines to lash them

together, and some sort of paddle. The ropes should be easy. If we come across a tree with vines or ropes then we can cut some off and that should not take very long. If the ropes are not in a handy spot for building a raft, we can carry the ropes with us. Our problem is likely to be the logs. It will take two whole days to cut the logs and paddle and make the raft. That is two days without travel. Two non-travel days of hard work will be needed to make our raft. Another problem is that the logs cannot be carried — they will be too heavy. So the trees must be on the coast.
Our first problem is to decide which way to go. I think raft building is important, so it might be a good idea to walk along the coast looking for trees and ropes. East or west? I don't think it matters. I suggest we try going westward.

From here we can see trees to the north, about one day's walk away. But they are not fruit trees and they have no ropes. I have made a map of where we have landed. I have given it the letter 'S'. S for 'shipwrecked' and 'survival' and 'safety first'. Every day we travel to a new square I will make a new map and give each map square a letter - any letter will do. If we go north it will be to square F. If we go east it will be to square Y. If we go westwards it will be to square X. If we go out to sea on a raft I will make a sea square for each day at sea.
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