Problem Solution

Southern Regional Mine Rescue Contest

New Iberia, LA.

April 30th-may 2, 2008

The teams will report to the field after they have had a 10 minute briefing about the Wild West Silver Mine.  

The Wild West Silver Mine is a single level mine accessed by two vertical shafts 500 feet deep. On the day of this problem a hoist rope broke in the intake shaft while lowering a shuttle car into the mine, dragging the Top Lander into the shaft resulting in his fatal injuries.  Miner Stan White was positioned at the 500 shaft station when he heard the crashing car coming down the shaft. He drove his ford truck at a rapid rate of speed to report the accident to Shop Mechanic Gary Good. When he entered the underground shop he wrecked the truck resulting in a vehicle fire that propagated to the shop and stored flammable / combustible supplies.  The mine rescue teams will be asked to find and seal all fires, check ventilation, explore the entire mine and account for all live and dead miners.
Upon arrival to the field, and after introductions the team captain should report to the number one judge “We are here to offer our help. I have a fully equipped, properly trained, and physically fit mine rescue team and we are ready to do anything that you may require in the rescue and recovery work at your mine”. 

The official in charge will indicate the team’s service is required, and ask if they are ready to start the problem?

After the clock is started and the team has signed and dated the sign in board, the number one judge will brief the team on the problem scenario. The team will then be handed mine maps and commence to solve the problem. 
The intake shaft has been severely damaged and no conveyance for men or supplies exists. The team will have to enter the mine through the exhaust shaft. Gas readings will be taken at the shaft collar to evaluate what the underground atmosphere is. The team must make sure the shaft is safe to travel. They do this by putting a dry material on the cage and transport it to the bottom of the shaft and then return it to the surface. If the material returns dry and is not on fire, the shaft can be safely traveled.   

The team will be going into heavy smoke; they must be tied off to a life line and make a team safety check before they enter the smoke.  The team must make a second check no further then 50 feet into the mine and then every 20 minutes there after.
The team should travel west toward the intake shaft. They will encounter a closed ventilation door they must go through. The atmosphere has low enough gas readings they can build a temporary brattice so not to change ventilation conditions and then pass through the closed door. 
They will discover the door has been damaged by the accident and the door will only open wide enough to provide a 30 inch gap. This will restrict the team to advance without their mobile stretcher.  On the other side of the door they will encounter some shuttle car debris that will impede the team’s progress. The shaft station doors are missing because of the accident and this will create a team hazard that must be identified. The Top Lander will be found dead and identified by a placard.  The team will take a ventilation reading and verify ventilation is providing clean air to this side of the mine and shows no signs of restriction in the down cast shaft.
If the team chooses to do so, they can now travel North in entry one to start exploration. They will pass a power center and map its location and contents.  At Main One / Crosscut 3 they will still be traveling in fresh air and map their findings. 

Loose back that is non scalable in Crosscut 3 at Entry one will turn the team back and they must return to Entry one / Crosscut 1.  After they pass through the closed door, recover their stretcher they can dismantle the temporary brattice they had installed earlier.  
The team should now travel Entry two.  They will enter heavy smoke and must make a team safety check before they enter.  The atmosphere is filled with toxic gases and the team must take the proper readings to evaluate the mine. To the west the team finds two portable potties, one on each side of the drift. The team should open the doors on each of the potties because they will find Miner Stan White dead in one of the stales. If the team fails to open the doors and look inside they may pass this victim by.  
Beyond the two portable potties Shop Mechanic Gary Good has successfully barricaded himself in the underground mine office.  The team can not enter the office until they find a ventilation solution due to the high and toxic gas levels.  They will tell the miner to stay put and they will return to get him out. 

The team must now advance to the Entry two / Crosscut 2 and tie the mine in left and right.  To the left (West) they find a permanent bulkhead. The Right (East) they will find a powder magazine full of inventory on the south rib. On the North rib they will find a Ford Truck parked in front of the underground mine shop. Heavy smoke and toxic gases will be venting out of the shop.  
They can travel south in entry three and discover a powder truck reportable left by the blast crew loaded with explosives.  Traveling further south they can tie this section of the mine back into the Exhaust Shaft. 

Traveling north they can travel entry three or travel west at Crosscut 2 and travel north in Entry two. They should tie in crosscut 3 before they enter the mine shop. The wrecked truck inside the shop entrance restricts the team’s movement into the shop. After the first team member enters the shop a travel beyond the wrecked truck they will discover a shop fire out of control with intense heat. As per contest rules the team must now fight and control the fire.
Without delay the teams will erect two regulators. The first regulator will be placed in the shop entrance in Crosscut 3. The wrecked truck blocks part of the entry so the team must build around the truck. A second regulator must be built inside the shops Crosscut 2 door. The bosses’ truck is blocking the entry but will allow enough room for the teams to squeeze by to make the build.
With regulators controlling the fire the teams can finish the exploration of the mine and tie in all unexplored areas. 
The loose back located at Crosscut 3 / Entry one can now be timbered and controlled. Mine timbers are located in the Entry two heading and the team can set the post, control the ground and finish exploration. 

Once exploration is complete the teams can close the regulators they erected. This action will put out the fire and clear all of the air except in front of the mine office where the two miners are barricaded in.  The team will need to erect a line brattice in Entry two to pull fresh air into the drift heading to the office. 

Once the number one judge feels the team has cleared the mine air of toxic gases the team will check atmosphere condition to verify the work was successful. They can then enter the office and recover the live miner who wants to get out of the mine.  
The team will escort the miner to the surface and report to the judges all areas of the mine have been explored, ventilation checked, all fires extinguished and all miners accounted for. At that point they can stop the clock and this concludes their problem exercise. 
