GENERAL SIMULATION OVERVIEW 
· The intent of the simulation is to give students the chance to practice decision making and multi-tasking in a realistic environment.  The simulations are designed to be flexible and get the students to work through multiple problems and communicate their actions.
· It is more important to work through the process than to get the “correct” answer.
· Instructors should encourage creativity and let the script flow as long as students are getting productive experience.  Students will be evaluated on the fundamentals of the IADP job (position tasks) and working as a team member.
Coeur d’ Alene Simulation #1 
· Each student will be a role player giving inputs and in the hot seat receiving inputs. 
· The simulation has 2 parts. Each part is 45 minutes with a 15-minute break/briefing. Durning the break/briefing the students will switch roles. 
· Cadre should control the pace, direct traffic and handle questions as they come up. Remember that flexibility is key and tactical pauses are encouraged when needed. 
· At the end of the simulation an after-action review (AAR) should be done with the students. Use the AAR template found in the Incident Response Pocket Guide (IRPG). The goal is to generate discussion about what went well, what could have gone better and any questions or concerns. 
· After Action Review (AAR) 
· The climate surrounding an AAR must be one in which the participants openly and honestly discuss what transpired, in sufficient detail and clarity, so everyone understands what did and did not occur and why.
· Most importantly, participants should leave with a strong desire to improve their proficiency. 
· An AAR is performed as immediately after the event as possible by the personnel involved. 
· The leader’s role is to ensure skilled facilitation of the AAR. 
· Reinforce that respectful disagreement is okay. Keep focused on the what, not the who. 
· Make sure everyone participates. 
· End the AAR on a positive note. What was planned? What actually happened? Why did it happen? What can we do next 
time? (Correct weaknesses/sustain strengths)

Specific Simulation Instructions
· Dividing the students into hot seaters and role players
· Each Simulation will have 3 Initial Attack Desks and 1 Floor Coordinator. Each group will have 8 students. 4 students as role players and 4 students in the hot seat. 
· The simulation will work best with a class of 8, 16, 24, or 32 students. 
· Class of 8 
· 1 group of 8 (4 hot seaters and 4 inputters) 
· Minimum 1 classroom for hot seaters and another location for inputters. 
· 6 radios (3 for IA desks/hot seaters and 3 for inputters)
· 3 different frequencies 
· Class of 16 
· 2 groups of 8 (4 hot seaters and 4 inputters) 
· Minimum 2 classrooms for hot seaters and another location for inputters. 
· 12 radios (6 for IA desks/hot seaters and 6 for inputters)
· Class of 24
· 3 groups of 8 (4 hot seaters and 4 inputters) 
· Minimum 3 classrooms for hot seaters and another location for inputters 
· 18 radios (9 for IA desks/hot seaters and 9 for inputters)
· Class of 32
· 4 groups of 8 (4 hot seaters and 4 inputters) 
· Minimum 4 classrooms for hot seaters and another location for inputters. 
· 24 radios (12 for IA desks/hot seaters and 12 for inputters)
· Each hot seat group should have their own room to work out of. This will help with noise, radio bleed over, and confusion of hearing other simulation inputs. 
· Role players should be in a separate room. *Radios will have feedback and bleed over so be aware of space. 
· The sim is set up to allow you to take away the IA 3 (Blue) desk out of the inputs if needed. This will allow you to run groups of 6 (3 hot seaters and 3 inputters). 
Roles and responsibilities
· [bookmark: _Hlk192148244]Hot seaters
· Hot seat team members will be assigned a specific roll. 
· Rolls
· IA 1 (North Zone / Green Frequency)
· IA 2 (East Zone / Red Frequency) 
· IA3 (South Zone / Blue Frequency)
· Floor Coordinator 
· Role players
· Assign role players a specific roll (IA 1, IA 2, IA 3 or Floor Coordinator) 
· Some role players may have multiple characters to play within the role assigned. 
Cadre members
· One cadre member will be designated as the facilitator for each hot seat team to help manage the simulation. 
· The cadre member for the role players must be in communication with the facilitator for the hot seaters via radio, phone, or messenger.  This helps manage the pace of the simulation and troubleshooting issues that come up.
· Each simulation is divided into 2 parts.  Packages of the 2 parts should be kept separate to prevent role players from reading ahead in the script.  This would give them an advantage when they move to the hot seat.
· It is essential to have someone (communication tech or cadre member) in charge of the radios and phones to make sure each group can talk to each other without walking on the other groups.  They can also troubleshoot communication problems during the simulation (see communications plan on the next page).
Setting up the rooms
· Hot seat rooms
· 4 desk set ups with power cords 
· Wifi or Network internet connections 
· Forms and supplies
· Handouts/Forms: 
· Briefing Packet
· Initial Smoke Report
· Tone out sheet
· Size – Up Sheet 
· Spot Weather Forecast (Print out to read)
· Spot Weather fill sheet 
· Medical Plan (ICS 206)
· Daily Weather (Morning Weather Print Out)
· Recon Map
· Pens, pencils, markers, tape, sticky notes, etc.
· Flip charts or white board and markers
· Role player rooms
· Role players need a place to sit and read the inputs on the script. (Inside/Outside/Hallway)  
· Inputs are transmitted over handheld radios and phones. Cell phones will need to be assigned. 
COMMUNICATIONS PLAN AND RADIO SETUP FOR SIMULATIONS
Introduction
The simulations for the D-311 Initial Attack Dispatcher course are intended to make use of radio frequencies for the students.  
This plan makes use of national NIRSC tactical ground radio frequencies already programmed into NIRSC kit radios.  Do not use these radios if you have ongoing large incidents in the area that are using these frequencies, as this may cause conflict and bleed-over with the actual incident.
During training time, this should normally not be a problem, but if you monitor the channels during the day and morning before the simulation, you can best determine any conflict.  Consider checking with your local fire dispatch if there are currently any large incidents in the area.
Bleed-over and static interference may also be generated by local computers, public walkie-talkies, and other handheld radios.  Separate radios and computers by two feet or more to reduce interaction.
Changing frequencies to the indicated “spare” frequency should provide enough alternatives to allow the minimum needs of the simulation.
Acquiring radios
A minimum of six radios set on three separate channels are required to conduct the simulation exercises.  Concurrent exercises will require more radios and channels.
You will need to order through your dispatch system:
1 NFES #4381 Kit for 8 or 16 students or 2 NFES #4381 Kits for 24 or 32 students. 
1 ea NFES #4381 Kit, command-tactical radios. Request King 210 channel radios.
This #4381 kit will provide you with 16 handheld King VHF radios, the common radios used for fire.
When transmitting on these radios, you will see a solid red light on the top of the radio.  Should the red light begin to blink while transmitting, it is an indication of a weakening battery.
The radios will not come with batteries inside the clamshells. They should have a battery pack underneath them in the kit. You will be required to put batteries in each radio, ensuring that the batteries are aligned and seated correctly.
Note: If you choose to use other radios such as local cache radios, consult with your local communications technician to determine if the following frequencies are already in the radio, if they can be cloned in, or if you can arrange for a communications plan to be written by them using local available frequencies.

Phones
Some inputs are given by phone.  One role player should be designated to answer the phone. 
For simplicity, use the same phone number for all the characters in the script.  Display phone number(s) on a flip chart.  Brief students on phone operation before starting the simulation.
If neither hard lines nor cell phones are available, a third radio could be used for a phone.

5.	Briefings
a.	Cadre briefing
The cadre or lead instructor must provide a briefing at the beginning of each simulation to set the stage and discuss expectations.  It is easiest to do one briefing for the whole class so everyone gets the same information. Encourage questions and make sure everyone understands their role and responsibility.
Remind students that the goal is to provide realistic experience and not to stress them out and watch them fail.
Make sure everyone knows how to operate the radios and phones and whom to contact on each frequency. Students should document on incident logs, general logs, and resource orders as needed.

b. Student briefing
When the role players transition with the hot seaters, the incoming group should receive a quick shift briefing from the outgoing group.
Give students a little time to prepare for the transition.
The facilitator for the hot seaters may have to “correct” any bad information after this exchange to keep the simulation moving.
Handouts
A few inputs are given to students as handouts.  The handouts are included in the simulation packages following the appropriate input.
The facilitator can remove the handout from the package and pass to a hot seater at the appropriate time.

Printing Instructions: 
Available before SIM
· 9. Student Briefing Guide Coeur d’ Alene 
· One packet per student
· This should be printed out the day before the students are to do the Coeur d’ Alene simulation. This is to review and provide situational awareness of what is going on in the simulation. Maps are included in the packet and are best printed front to back (to save paper) and in color. 
Available on desks for SIM: 
· 1. Incident Call Takers Checklist 
· 8 copies.
· 2. Incident Size Up Card
· 8 copies.
· 3. Tone Out Script 
· 8 copies.
· 4. ICS Form 206 - Medical Plan 
· 3 copies. 
· 5. Spot Weather Fillable 
· 3 copies.
· 6. Coeur d’ Alene Recon Map 
· Print 1 copy for wall/information in the dispatch center. 
· Note: One is provided in the student briefing guide that each student will receive the day before the simulation. 
· 7. Coeur d’ Alene Dispatch Zone Repeater Map 
· Print 1 copy for wall/information in the dispatch center. 
· Note: one is provided in the student briefing guide that each student will receive the day before the simulation. 
Instructor Packet: 
· 2. Instructor SIM Overview_Coeur d’ Alene 
· 1 copy for each coach. Should be given out before the Coeur d’ Alene simulation. 
· 
· 3. Coeur d’ Alene Incident Map (INSTRUCTOR ONLY) 
· 1 copy for each coach. Should be given to each coach with their instructor packet.
· 4. Morning Weather – Input 24 
· 1 copy
· Handout to be delivered to the hot seaters when input 24 comes up. This handout is also printed in the Simulation Input Packet and does not need to be printed if pulled from the packet. 
· 5. Red Flag Warning – Input 49 
· 1 copy 
· Handout to be delivered to the hot seaters when input 49 comes up. This handout is also printed in the Simulation Input Packet and does not need to be printed if pulled from the packet. 
Inputs: 
· 1. Coeur d’ Alene Simulation Package. 
· 1 copy for EACH GROUP of 6 or 8 depending on class size. 
· Print SINGLE SIDED
· Separate printed packet by Simulation Part 1 and Part 2
· Then separate the inputs by Hot Seat (IA 1 / IA 2 / IA 3 / Floor Coordinator) 




