Chapter 8: Ropes, Webbing, and Knots
Firefighter I
Online Activity
Goal: 
To accustom students to the various types of fire fighting ropes, webbing, and knots using game design as the instructional backdrop. 
Instructor Preparation:
This activity requires small group interaction. In groups, the students will work together to design a game that explores the use of various ropes, webbing, and knots. To that end, it will be important to assess each group’s performance and encourage students to connect all group work back to the manual and, if applicable, the steps provided in the Essentials manual skill sheets.

Break the class into small groups of no more than three (3) students. Notify students that they should post their game summaries, rules, and/or illustrations or photographs (if applicable) to the ResourceOne (R1) classroom dropbox by [deadline here]. Ensure that all students are familiar with the R1 attachment function.
NOTE: For this activity, it might be best for the students to post collectively (in their groups) instead of individually. To ensure individual participation, however, monitor the progress of each group and their methods of breaking down tasks. Monitoring techniques could include occasional e-mails and follow-ups with students. Groups could also be required to e-mail progress reports throughout the activity.
Included in the student activity section is a list of possible game types, but other types may be available. Groups should have freedom to design a game type of their choosing. Examples of game ideas follow the student directions. The examples do NOT contain the level of information that the groups need to address; rather, they are intended to be a quick guide during the activity.
A sample rubric has also been provided to aid in the assessment of each group’s performance. It will be important to go over any rubric(s) with the class prior to the beginning of the project. The sample rubric may be used as is or modified according to project needs.
After students post their projects, add your own observations and responses. If you evaluate group projects using a rubric, make sure that each group receives its evaluation at the end of the project.
Ensure communication throughout the activity by answering any questions and providing feedback. If the students use skill steps from the manual, make sure that all steps are followed carefully. 

Student Activity:
For this activity you will work in a small group designated by the instructor. Follow the steps below to complete this activity.
Step One: Using your reading from the manual (Chapter 8, Ropes, Webbing, and Knots) as your guide, work with your group to design a game that explores the use of various fire fighting ropes, webbing, and knots. You are free to choose any type of game you like. The following is a list of possible types of games:
· Tabletop game (board, card, dice, pencil-and-paper)
· Lawn game, physical skill
· Video game (online, console, handheld, arcade)
· Matching game
· Guessing game 
· Quizzes, puzzles
· Role-playing game

Step Two: As a group, write a detailed description of your game to post in the R1 dropbox. Your write-up should include the following items: 
· Summary of purpose of game 
· Well-organized description of game rules 
· Skill steps from Essentials manual skill sheets (if applicable; not all games may require the use of skill steps) 
· Correct answers to game questions (if applicable)
· Illustrations or lists of tools and resources needed to accomplish game tasks 
· Time limit for game or activity within game (if applicable)
· Title appropriate to game 

Step Three: You may decide to provide illustrations and/or photographs to enhance your game. If you do, use the R1 attachment function to attach supplemental materials. If you take illustrations or photographs from an online source, be sure to include that source in your dropbox post. 

Step Four: Make sure your game is appropriate for your audience. For example, if the game is designed for fellow firefighters, provide the appropriate directions for adults. If the game is designed for younger audiences, ensure that your instructions are written for the appropriate age level.

Step Five: Post your game description, and/or illustrations or photographs to the R1 classroom dropbox by [deadline here].
Sample Rubric:

	Criteria
	1 – Poor
	2 – Below Average
	3 – Average
	4 – Excellent
	Student Total

	Title and purpose
	Provides neither an appropriate title or purpose for game
	Provides either an  appropriate title and purpose for game
	Provides an appropriate title and purpose for game
	Provides an appropriate title and purpose for game
	

	Rules and time limit
	Provides an attempt at rules; content is not the same as manual; time limit is not mentioned
	Provides some game rules; content aligns with manual; a time limit is mentioned but is not clear
	Provides game rules; content aligns with manual; a time limit is clearly established
	Provides game rules and enough information to play that aligns with content from manual and establishes a clear time limit
	

	Game play
	Identifies very little of the information needed for game play or no attempt at providing items needed
	Identifies materials needed for game play but may be missing some pieces
	Provides most materials needed for game play such as: answers to questions, resource lists needed to accomplish tasks, etc.
	Provides all materials needed for game play such as: answers to questions, resource lists needed to accomplish tasks, etc.
	


Possible Example Games:
· Memory/matching pairs 

· Knot matched to its use

· Type of rope (life safety, utility) matched to type of operation 

· Name of knot matched to a photograph

· Relay race

· Divide the room into two teams. One contestant from each team runs to a table and flips a card that reveals a certain knot; the runner ties the knot using supplied rope and runs back and tags the next member of his/her team. The second member runs to the table, ties the next knot, runs back and tags, etc.

· Obstacle course

· Run to an obstacle, tie a knot to proceed, run to the next obstacle, hoist a tool to proceed, etc. Each obstacle requires a different knot or hoisting operation (not performed for speed but for accuracy for safety reasons).
· “I Need”

· The leader of a round shouts what he/she needs: “I need to join two ropes of different sizes.” The first player in the room to tie the knot that accomplishes the task wins the round.

· “Rope Guru”

· Online game in which a single player confronts a certain emergency that needs a certain type of rope (life safety or utility). The player must decide which type of rope would be best for the emergency operation.

