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Introduction

Are you a faculty member at Queen's interested in integrating simulation-based experiential
learning! into your course? This Simulation as Experiential Learning i Faculty Toolkit consists of
tools, templates, and resources that will help you design and implement simulation as an experiential
learning activity in a high-impact and time-effective manner.

Experiential Learning and Simulation-based Learning

Experiential Learning (EL) is an interdisciplinary educational philosophy and practice that promotes
academic learning outcomes, student career development, connections within/to workplace settings,
and critical thinking. With intentionally designed, authentic learning experiences and integrated
guided reflections, EL opportunities are created for students to develop a wide range of knowledge,
skills and values while inspiring them to make meaningful choices about their career path.
Simulation-based learning is a form of experiential learning that provides learners with a real-world-
like opportunity to develop and practice their knowledge and skills but in a simulated environment.

Experiential Learning Hub at Queen's
The Experiential Learning Hub (EL HUB),
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Designing Simulation-based Learning & Logistical Considerations

Topic
Before starting to design a simulation-based learning activity, it is helpful
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Context
Teaching acculturation

Objectives/Outcomes

1.

To enhance students’ understanding of the
concept of acculturation and its cultural
components;

Sample Source

Zamboanga, B. L., Ham, L. S,,
Tomaso, C. C,, Audley, S., &
Pole, N. (2016). "Try Walking in

Using role playing

research, and critical thinking skills.

2. Toincrease students' awareness of Our Shoes": Teaching
acculturation as a real-world phenomenon; | Acculturation and Related
3. To generate sensitivity and empathy Cultural Adjustment Processes
toward immigrant groups who experience | Through Role-Play, Teaching of
some of the cultural challenges associated | Psychology, 43(3), 243-249.
with acculturation.
Environmental decision 1. The objective of a facilitated discussion or | Robert, M. & Yaseen, R (2000)
making and conflict negotiation is to arrive at a conflict Using Role-Play Simulations to
resolution techniques resolution acceptable to all, or at the very Teach Environmental Decision
least, to most of the interests represented. | Making and Conflict
Resolution Techniques,
Environmental Practice, 2(2),
139-145.
Online roleplay 1. To learn to see engineering projects from Maier, H. R., Baron, J,, &
simulations used to multiple perspectives; McLaughlan, R. G. (2007).
teach engineering 2. To gain an improved understanding of the | Using online roleplay
students about role of engineering in society; simulations for teaching
sustainability principles | 3. To gain a better understanding of the sustainability principles to
complexity of engineering decision- engineering students,
making; International Journal of
4. To develop an understanding of the need Engineering Education, 23:
for, and the meaning of, sustainable 1162-1171.
development;
5. To prepare students for working in
multidisciplinary and international
environments;
6. To develop communication, group work,
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Chart: Designing the Simulation-based Learning & Logistical Considerations

Question Answer Tips/Considerations

Topic & Course f What is the course description? Is

Description your topic appropriate for simulation-
based learning?

f How does the simulation component
enhance classroom learning?

Purpose ' What is the purpose of the simulation-

based activity?

There are multiple purposes for integrating
a simulation-based activity in a course: to
generate awareness, to surface implicit
issues, to test ability, to detect and respond
to improve skills by providing practise in a
context, perhaps repetitively, to test
differences across a variety of stakeholders;
emergency preparedness, complex decision
making, negotiation and conflict resolution,
technical training, to teaching abstract
concepts that may be more difficult to
teach using traditional teaching methods
Learning f What are the learning outcomes of
Outcomes the simulation-based activity?
! How do they align with the broader
learning outcomes of the course?

Type 1 What type of simulated-based activity
will you employ: role play, tabletop
exercise, computer simulation and so

forth?
Length and 1 In which term will you have the
Timing simulation? Are there any term-related

considerations that should be taken
into account?

T Will you run the simulations at the
beginning, in the middle, or closer to
the end of your course? What topics
should be covered before the
simulation-based activities take place?

1 How long will the simulation take
place?

1 Will you use any breaks?

-
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A simulation could last for an hour at the
minimum, but typically, simulations run for
min 2-3 hours, including the pre-brief and
de-brief.2 It is also possible to have an
extended timeline and have simulated
scenarios last for weeks, intermittently.
(Shaw and Switky, 2018)

There are benefits and potential drawbacks
to having students break in the middle of a
simulation. It can be an opportunity for
students to cool down. However, if they are
overly stimulated or emotional, it might
disrupt the flow of the simulation and your
students' concentration.

Simulation-based Experiential Learning = Faculty Toolkit | 8 -
- ",._f--“/“ //\/\/












' o0 Is the simulation designed to ensure participation of all learners?
f  Have other stakeholders/colleagues (or your committee) review the storyline to ensure that it is
realistic and supports the learning objectives of the course and the activity.
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of the simulated-learning experience. It should cover the key components: the goals and objectives

of the simulation-based exercise, logistical considerations about the activity, introduction of all
participants (students, facilitators, or actors), and a discussion on respect among participants
(Hughes and Hughes, 2020). Below there are several primary considerations and tips for planning
and running effective pre-briefs.

Timin

The timing of the pre-brief might depend on the level of the learners. The pre-brief can occur 1-2
weeks before the simulated learning experience or immediately before the learning experience,
depending on the learners' previous experience with simulations. Suppose learners are new to
simulations and have little to no experience with any simulation. In that case, they might need
additional time to process and understand the learning context, in which case 1 or 2 weeks advance
pre-briefs might be useful. Sim
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The Experiential Learning Hub has received positive feedback from instructors using the DEAL*,

model to facilitate critical reflection.

DEAL Model for Critical Reflection: Questions & Rubric
The DEAL Model for Critical Reflection framework describes reflection as a three-step process:

Description, Examination, and Articulation of Learning.®

Description

Description of learning experiences in an objective and comprehensive manner.
Guiding Questions:

What took place?

When and where did the experience in question take place?

Who was and was not present?

What did you and other do/not do?

What did you see, hear, etc.?

= —a —a _—a _a

Examination
Examination of learning opportunities in light of previously identified goals or expected outcomes of
learning.
Guiding Questions:

f In what ways did you succeed or do well?

f  In what ways were you challenged?

f How did this experience make you feel?

' How were your perspective/thoughts changed in light of your experience?
Articulation of Learning
Acknowledges the learning experience that occurred and establishes goals for future action in
thelearning process.
Guiding Questions:

f What did you learn?

f How did you learn it?

f Why does it matter?

f What will | do in light of it?

Below is a list of other models that can also be used to guide the debriefing
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https://debrief2learn.org/pearls-debriefing-tool/
https://www.talkdebrief.org/talkframeworkbackground
https://www.google.com/url?sa=t&rct=j&q=&esrc=s&source=web&cd=&ved=2ahUKEwiNqoGRnN3qAhVIl3IEHUfPCNI4MhAWMBB6BAgIEAE&url=https%3A%2F%2Fdropin.org.au%2Fdownload%2Fattachments%2F116721283%2FDebriefing%2520Framework%2520Handout%2520SARC.pdf%3Fapi%3Dv2&usg=AOvVaw3Lw2HqKHMwqFF0B5GPsLv8
https://www.google.com/url?sa=t&rct=j&q=&esrc=s&source=web&cd=&ved=2ahUKEwiNqoGRnN3qAhVIl3IEHUfPCNI4MhAWMBB6BAgIEAE&url=https%3A%2F%2Fdropin.org.au%2Fdownload%2Fattachments%2F116721283%2FDebriefing%2520Framework%2520Handout%2520SARC.pdf%3Fapi%3Dv2&usg=AOvVaw3Lw2HqKHMwqFF0B5GPsLv8
https://www.google.com/url?sa=t&rct=j&q=&esrc=s&source=web&cd=&ved=2ahUKEwiNqoGRnN3qAhVIl3IEHUfPCNI4MhAWMBB6BAgIEAE&url=https%3A%2F%2Fdropin.org.au%2Fdownload%2Fattachments%2F116721283%2FDebriefing%2520Framework%2520Handout%2520SARC.pdf%3Fapi%3Dv2&usg=AOvVaw3Lw2HqKHMwqFF0B5GPsLv8
https://www.google.com/url?sa=t&rct=j&q=&esrc=s&source=web&cd=&ved=2ahUKEwiNqoGRnN3qAhVIl3IEHUfPCNI4MhAWMBB6BAgIEAE&url=https%3A%2F%2Fdropin.org.au%2Fdownload%2Fattachments%2F116721283%2FDebriefing%2520Framework%2520Handout%2520SARC.pdf%3Fapi%3Dv2&usg=AOvVaw3Lw2HqKHMwqFF0B5GPsLv8
https://www.tandfonline.com/doi/abs/10.1300/J079v30n02_02




Transitioning Simulation to Online Formats

Simulated learning experiences can be modified for delivery through online formats. If you choose to
deliver the simulation online, check the tips and suggestions below:

Before designing a simulation that will take place online:

1 Is the simulation storyline suitable for online facilitation? Does it need any adaptation?

1 Which software will you use?

1 Do any of your learners have barriers to remote learning ( i.e. poor internet access that may
impact their cameras or audio)?

1 Will there be any asynchronous components that learners can be given and be responsible
for before the simulation exercise take place?

1 Where do you want the learners to log on?

1 How will you engage the students? Will you encourage them to have their cameras on?
Do you have technical support available before and during the simulated-learning
experience?

f  Can you email materials and slides in advance of the simulation when possible?

During the online simulation-based exercise:
T Itis important to help students feel comfortable participating in the activity. You can
encourage students to use the raise-hand function or the chatbox or to unmute themselves
to indicate that they have something to share.
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