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Sub-Topic: Using Web Quest Techniques to Make Emergency Management Classes More Interesting

Description: This technique was first created by two professors at San Diego State University, Tom March and Bernie Dodge. In exploring use of this technique, a Web quest called “Freedom Fighter or Terrorist,” by Tom March was discovered. This is an excellent teaching tool and has potential for both individual and group work in emergency management, terrorism, and disaster response education. Worksheets can be included in the Web quest along with video clips, pictures, podcasts, and traditional written articles. Students can engage in critical thinking by comparing different people and or incidents to find common themes. Or they can contrast these people and incidents to highlight the differences. Group worksheets are also available so that groups can divide up different incidents and develop theories in order to create a consensus view as to causes, preparation, prevention, response, recovery, and mitigation. 
A WebQuest is an inquiry-oriented lesson format in which most or all the information that learners work with comes from the web. The model was developed by Bernie Dodge at San Diego State University in February, 1995 with early input from SDSU/Pacific Bell Fellow Tom March, the Educational Technology staff at San Diego Unified School District, and waves of participants each summer at the Teach the Teachers Consortium.
Since those beginning days, tens of thousands of teachers have embraced WebQuests as a way to make good use of the internet while engaging their students in the kinds of thinking that the 21st century requires. The model has spread around the world, with special enthusiasm in Brazil, Spain, China, Australia and Holland.

 (Webquest, 2007)

In this presentation, Phillip “Rob” Dawalt, Jr. talked about WebQuest technology and how he has used it in the past. This presentation relied heavily on PowerPoint usage, of which this presentation can be found in the provided FEMA Higher Ed handbook. Rob Started college in 1967 and is now working on his Ph.D. Throughout his education he noted how he had wonderful teachers that were really old, and now how he’s about their age, but discovered that education was all about memorization and that was considered “learning”. 

Rob found it to be frustrating and prefers critical thinking, thus trying to incorporate it into the classroom as much as possible. Critical thinking in education is about making education applicable to the real world and therefore allowing folks to make critical decisions. This is where WebQuests is introduced. Rob took a class to help finish his Ph.D. coursework and Web Quests were utilized. After participating in them and seeing their value he decided to implement them into his classroom.

Slide 2 of the presentation, as noted in the provided handbook, was the first site he introduced his students to in his class. He used this in his classroom as a treasure hunt, where he gave the students a small amount of information and they went out and found bigger pieces of the puzzle. Instead of giving the students a small amount of information, students could be given information that would allow them to create an entire project out of what they find.

Slide 3 gives an instructor a feel on how to make a WebQuest. It guides an individual through a process, such as selecting a topic, looking for a particular design, describing the grade scheme to the students, finishing touches, and then cleaning and polishing it all up. Slide 4 provides another handy site for WebQuests; Slide 5 illustrates how one simply goes to a search engine to get started with the WebQuest process; Slide 6 is a rubric designed to help with the execution of WebQuests; and Slide 7 is another rubric to help the instructor grade the WebQuest.

Slide 8 is of particular interest to Rob because he worked for years in the legal system and started as a correctional officer, therefore having a heavy interest in criminal justice. He was able to find testimony of a patrol officer out in the open, available for all to use, and he finds these types of sources extremely relevant and very interesting to the WebQuest process. Slide 9 is another example of a result of a WebQuest which shows a site, created by Tom March, relating different aspect of terrorism. Slide 10 is a famous picture included in the results of one WebQuest; Slide 11 shows a worksheet for individual students to fill-out while completing their WebQuests; Slide 12 shows a worksheet for groups of students to fill-out while completing their WebQuests; Slides 13-15 are Venn diagrams illustrating how responses can be given to answer the questions in a WebQuest; Slide 16 shows a decision tree format versus the Venn diagram when comparing two incidents; and Slide 17 is the conclusion.

Overall, WebQuests give students an opportunity to be more aggressive in their learning and to play a direct role in what they learn. Like everything, there are some disadvantages to WebQuests. The primary concern is the validity of information obtained from internet. When setting one up a WebQuest, depending on the topic, it can also be quite easy to run into conspiracy theory or other negative, irrelevant information. Therefore, it may be best to keep students to approved websites to help guide them.     
Sub-Topic: A Functional Disaster Exercise: Pedagogy, Faculty Preparation, and Technology Issues in a Simulated Environment

Description: One of the most difficult aspects of education in an online environment is the engagement of students in authentic learning. Western Carolina University has a unique opportunity to provide students with simulated environments using Second Life, a software program that creates virtual people, buildings, and events. Within Second Life, educators can engage students in real-time or asynchronous scenarios with real-world relevance.

The presentation will use Emergency and Disaster Management (EDM) Exercise Design & Evaluation class examples of synchronous and asynchronous learning to address three aspects of the Second Life functional exercise project: pedagogy related to student needs and engagement, process issues related to the development of an online functional disaster exercise, and technology interface issues. Participants will view the virtual Emergency Operation Center and associated Emergency Data WIKI. They will also receive process flow charts that depict development of the exercise and instructional step sheets used by students to establish an account in Second Life. Implications for collaborative learning and use of space for multiple objectives will also be addressed.
In this presentation, Robert T. Berry and Charlene Merritt presented an exercise designed in a simulated environment which may turn out to be the first viable use of this particular environment for simulated learning in the emergency management realm. Berry and Merritt used a non-asynchronous web based program called Second Life in which they created an Emergency Operations Center (EOC) for students, who were in an online course, to participate in a 2.5 hour exercise on a Sunday afternoon. Leading up to this exercise they developed the EOC framework, scripting, general coordination, and more. The slides referenced in this report can be found in the provided FEMA Higher Ed handbook.
The first slide which was displayed, a slide not in the FEMA Higher Ed handbook, identified student learning outcomes and identified tasks required for specific roles during a disaster event. These outcomes and tasks included applying principles of emergency management to determine response priorities, critically analyze emergency management data to determine appropriate information to support the decision making process, and to assess experience and make constructive suggestions for future exercises. The ultimate goal was having the students sit down, be able to apply learned concepts, work as a team, for those that were military to understand the civilian side of things, all in an effective working and comfortable environment. If individuals are afraid to show up to an EOC because they’re afraid of what to do, or they do not know what is expected of them, then they will not show up. It is important to train these people to know what they are doing and this is one instance of just that.
When putting together an event such as this, one important thing to remember is the amount of preparation and homework that needs to go into it before the exercise was conducted. It took a rough total of two months to develop the online EOC, in which a tremendous amount of help was acquired from the college’s Information Technology (IT) department, as well as additional programmers. It then took an additional month to develop a WIKI, or a website that brings together multiple sources of information for quick location, which the students used to look up information during the exercise. 
When developing this WIKI, Berry and Merritt reached out to the Emergency Management Institute (EMI) to ask if they would load some of their own course information into the course. They said sure and were very eager to help out. Merritt notes that they are there to help educational institutions out so be sure to take advantage! When using the WIKI during the exercise, students were surprised they were able to accomplish so much in so little time.

Slide 9 the shows the results of all the hard work. The first picture is the EOC, where they showed status boards, etc. the second picture is looking at the EOC from outside, the third picture is the press/briefing room, and the fourth picture is some students looking at the status boards, on which there was actual information and information that could be updated by the students throughout the exercise. In the EOC, there was also a hotlink on each computer that sent a user to a WIKI for the particular Emergency Support Function (ESF) station that they were sitting at that, which gave them checklists and information for that particular position.

From a student perspective, there wasn’t much preparation as far as the utilization of Second Life until the day of the exercise. The day of, Slide 3 shows how students were to prepare for the exercise. For instance, they needed to create their character and then select a first name from a list of available names given to them my Second Life. Then they had to create a last name that other students would recognize as their position; such as “Jane PIO” or “Jack Ops”. After students were logged in the instructors did a pre-check checklist to make sure everybody’s computers were up and running properly in the simulated environment. For instance, they asked students if they had x done and then the students would write Y or N in a chat box. After the checks were complete, the exercise commenced.
The exercise coordination went fairly smoothly. Slide 12 shows the instructors operating the exercise, watching and listening what was going on. They had a technician working with them, watching over their shoulder, so if something were to error it could be fixed right away. When it was done some students were really stressed out and did not like it, but they valued it. Many of them have worked in the field but had never worked in an EOC and still felt that it was very true to life.

At the end, the big thing, according to Berry, was the “bitch” session where the biggest things were positive comments about how much they learned, how much value they received out of it, etc., as well as some technical and general comments/concerns. What was discovered was that students felt they had difficulty in the environment because they hadn’t practiced it or participated in it. Berry’s response to this was that in our field, the field of emergency management, “You have to do what you have to do with whatever you have when you have to do it”. 

Slide 14 shows the exercise an overall success, however there were issues that were identified and fixed – primarily in the curriculum. Now, the students use the WIKI and Second Life sporadically throughout the course to help them get acquainted with the platforms and information. That way when the exercise is conducted, everybody is better prepared. 

Taking time for students to learn to navigate the environment before the exercise is important because it is very dynamic and there is information everywhere, just like the real world. Some students, providing feedback after the exercise, said “we didn’t know what we were doing or where we were going” to which Bob responded “That was the point! Get into your EOC, learn where things are at, learn how to operate items…even the simplest things prevent a lot of complex problems”. In doing so, they also discovered other issues in which they had to work around. 
For instance, if one has never worked in Second Life they are going to stumble, crash, fall of cliffs, and more but this is a part of the learning process. Furthermore, Second Life has a proximity issue. If the teacher was standing on one side of the room and was giving prompts, the folks on the other side couldn’t see them so she had to stand in the middle; which wasn’t a problem; it was just something they had to find out and cope with. This all boiled down to the fact that the better one trains, the better they are prepared, the lower their stress, and ultimately the lower chance one will have at making a mistake.

Another big issue that was identified was the need for archiving what was occurring. Second Life is a platform that allows individuals to use voice or text chat as the method of interaction. Since voice is so much easier, most individuals choose to go that route but it did not allow for archiving so the instructors had to insist that large parts of the session be conducted via text chat. Hopefully in future sessions they will be able to archive using voice as the method of choice. 

Finally, one last main issue identified was that adult learners are often very reticent to learn technology unless they are forced. In conjunction with paying money for a college course some resort to “I didn’t pay good money to play video games”. However, when they see the potential and start messing around with it they get excited and involved.
Conclusion 
Ultimately, what was finally realized was a virtual environment that offers a lot of possibilities and potential to learning in the emergency management realm that otherwise would be impossible; as getting people together to train can often be a daunting task. Furthermore, one of the benefits to this field is its interdisciplinary nature. Berry and Merritt have already talked to other organizations about doing other things in conjunction with these exercises, such as damage assessment. But the possibilities include general education, communication, political science, nursing programs, emergency medical program, and more.

This interdisciplinary nature could also extend to outside agencies as well. Most jurisdictions do not have an orientation program for newly elected officials and how to deal with emergency management. Operating this program in this type of environment allows them to bring in those people and to teach them and let them learn and how to apply what they know with what is going on and ultimately how to make better emergency management decisions. 

The costs involved for the software are around $2500 a year, which includes an $800 setup fee and a monthly contract for one island. One island can hold up to 50 people. Some questions asked and answered included one about renting their facility out for individuals who want to use it but may not have the time to create one and Berry and Merritt said while it has not happened they would be open to it. Merritt also noted that she would be happy to send anybody the checklists and information that they used for the exercise

Reference

Webquest. (2007). What is a webquest? WebQuest.org. Retrieved from http://webquest.org/index.php 
