Fish Bowl Simulation Game

Simulation games can be very powerful teaching and learning tools as they create situations that, although not exact copies of reality put the students in situations as closely related to it as possible. They are particularly helpful in developing an understanding of global issues. For more information on the use of simulation games in the classroom go to: http://olc.spsd.sk.ca/DE/PD/instr/strats/simul/index.html  

The "Fish Bowl" is based on a concept developed by Garret Hardin in 1968 and called the "tragedy of the commons". It shows that a particular resource seen as good by one person for their own use, is quickly perceive by other people to be good for them too. The problem is that after a while that "something" becomes depleted. The tragedy of the commons happens when a resource such as water or fish become scarce through overuse. As population and consumption increase, the commons collapse. The "Fish Bowl" game found in lesson three was adapted to apply to fisheries in Mozambique. Its purpose is to introduce the students to the different fishing techniques used in Mozambique and the impact each of these have on fish and shellfish stock as they explore the concept of sustainability. More info on the tragedy of the commons as well as the game version from which it was adapted can be found at: http://www.pbs.org/emptyoceans/educators/activities/fishing-for-the-Future.html#  . 

Fish Bowl Instructions:

• Each of you will become a Mozambican fisher trying to find enough fish and shellfish to survive and make a livelihood. Surviving and making a livelihood, that's the goal! 

• You will be part of one of the following six teams: 

• The artisanal fishers (with no boats, 2 different teams) 

• The artisanal fishers (with boats, 3 different teams) 

• The semi-industrial fishers (1 team) 

• Later on in the game, your teacher will introduce a team of industrial fishers 

• Each round of fishing represent one year; several rounds will be played each lasting 20 seconds. Your task during those 20 seconds is to catch at least one higher value animal and one lower one or 3 lower ones . If you are successful, you will have survived and can fish in the next round. If you did not catch the minimum required, you will have to sit out during the next round. 

Material needed and what they represent: 

- One bowl per team, representing a section of the Indian Ocean where you will be fishing. 

- One small paper cup per student, representing your boat and a piece of paper for the artisanal fishers without boats 

- One straw per student, representing the tool you use for fishing 

- M and Ms, representing different fish and shellfish (and no, you can't eat them unless your teacher tells you to do so!). The large M and Ms represent seafood of higher value; smaller ones represent seafood with a lower value economically. Large Yellow ones= shrimps; large red ones=tuna; small blue ones= clams; small green ones= magumba (a sardine type fish). 

• When the signal is given, you will start fishing from your team bowl for 20 seconds. You will put each fish you catch in your boat (paper cup) or on the piece of paper (beach). 

• At the end of the 20 seconds (the equivalent of one season of fishing), you will count how many fish you caught and enter the total on your data sheet in the appropriate columns (high and low). 

Here is how each team will fish: 

• The artisanal fishers (no boats) will use their straws to take M and Ms out of the bowl. They put their hands behind their backs and can only use their mouths. In addition, they have to be stationary that is they can fish only from one spot by the bowl. Since they don't have a boat, they put their catch on a piece of paper representing the beach. 

• The artisanal fishers (with boats) are allowed to hold their straw with one hand, the other hand is kept behind their back. Like the subsistence fishers, they are stationary. 

• The semi-industrial fishers can use both hands and can move around their bowl. 

• Your teacher will give the instructions for the industrial team, once the new team is introduced in the game. 

• You will play the game for several rounds, keeping track of each season of fishing on your data sheet. At the end of each round, one fish or shellfish will be added to your bowl for every fish left. 

At the end of the game you will do a total for all the years and answer some questions. Have fun fishing!
