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Everest simulation team’s run
Everest simulation was a group exercise that was based on web with an aim of reaching to the peak of Mount Everest. Whereby, the online frame work demands a journey to the peak of the mountain and developing the importance of dynamic of good quality within a team. Also, good quality dynamic of superior leadership in a team. However, a team consist of two or more individuals coming together with an aim of achieving specific goals. In addition, the Everest team and simulation leadership consisted of seven individuals with each and every one having their own objectives. The aim of the simulation exercise was conveying the skills of coping with challenges that resulted from developing a team and deciding to work together. The simulation enabled everyone to learn how to use their decision making process, their techniques in solving problems and making use of leadership skills from virtual reality to real life situations.  However, determining the performance was based on successfully completing the objectives of the team, health condition of an individual upon reaching the summit and individuals goals of the team.
The first thing that was done by the group members was exchanging the phone numbers whereby, the group consisted of seven members. The members later then decided on handling the group through interacting virtually instead of meeting, in order to hold the simulation in one location. Only one leader was in the group where the members with one accord concluded on decisions made in the simulation would be done through voting. Since the goal of the team was to reach at the top of the mountain, weather, allocation of oxygen tanks and medical instruments were the challenges faced by the group members. However, communication breakdown led to poor performance of the team which made it difficult to reach the top of the mountain. Also, none of the group members spent an extra day at the camp. 
Moreover, the success that the team made during the simulation was developing, applying the knowledge and exploring each of the individuals’ motivation and values. Also, teaming up and attempting to climb Mount Everest. Besides, the team spent time discussing, negotiating and agreeing on the important things for the team which involved communicating and engaging. And thus led to solving conflicts and developing norms and culture in the team. 
The team suspected that if the information would be shared during the simulation, then attaining the goals would have been a success to both the team and individuals. Whereby, team members considered their needs first which led to people seeking betters outcomes for themselves instead of the needs for the group. Also, effective communication through collaborating and being concerned for the needs of others would have improved the performance of the team. And thus, some goals would have been achieved.
As an individual, expressing emotions through speaking up and using facial expressions by not withholding to any information would have contributed in the achievement of the team’s goals. Whereby, during the simulation, the group members expressed emotions in different ways such as shouting and getting angry at each other. Where, the intense emotions led to the team members cooperating poorly. And thus resulted to poor performance of the team in the simulations. Nevertheless, having group dynamics through holding consensus would have been very vital in the success of the team. Whereby, group cohesion lacked in the simulation.
Since methods of resolving conflicts can make or terminate a group, the leader could have considered embracing the art of dialogue which would have improved greatly in the score of the team. Also sharing of roles and making sure the roles are followed correctly. Which was a problem during the simulation process by the team members, whereby there was confusion due to team members taking each other’s roles.
However, everyone in the group considered their own interest instead of the teams’ interest. Which led to the success of some members not being recognized. With open communication and getting positive feedback would have been a great contribution to the effectiveness of the team. And, thus allowing accommodation of other members’ opinion and constructive critics. Also, by motivating and engaging with the team members would have contributed greatly to the achievements of collective goals rather than personal goals. Thus, members feeling comfortable in giving out opinions and challenging the ideas of other members.
[bookmark: _GoBack] In summary, Everest simulation made the group members learn the art of effective communication, practicing good decision making and techniques in solving conflicts which are very important in the success of a team. Also, by accepting and accommodating the different opinions and accepting critics from others leads to cohesiveness of a group. The simulation offered an opportunity for the members to learn their mistakes and insights in understanding how the team functions. However, Everest simulation made the group members experience working as a team and facing challenges of having an effective group that performs very well. 
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