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Teacher Background

Fishgame

A Puget Sound Salmon Fishing Game

"FISHGAME: A Puget Sound Salmon Fishing Game" is a simulation game designed
to expose your class to some of the concerns and frustrations of fishermen and
fisheries regulators. In FISHGAME student fishing boat operators compete for a
single run of salmon migrating to the Dungeness River near Sequim, while other
students, working together as the Department of Fisheries, try to prevent the run
from being overfished.

In this game, twelve students or pairs of students will play the part of fishing
boat operators. These individuals or teams will play the game independently, and
somewhat competitively, as do actual fishing boats. After playing the game once
with no regulation of the fishery (or how ever long it takes before the run becomes
depleted), a committee of students will be formed who will play the role of fishery
managers.

Fishery managers must make decisions collectively. You should keep in mind
the dynamics of group decisionmaking when determining how the roles are
assigned to students. Keeping the group of managers somewhat small (5-6
students) will allow students more participation in problem-solving. If you have a
large class, you will probably want to have students stay doubled up as fishing
boat operators in order to keep the number of managers small.

It is also suggested that you play through the game a few times. It will take a
few turns before students have a grasp of how to predict where the fish will be
found, and for managers, how much they need to limit fishing. You can also
switch roles around, giving students a chance to be both fishing boat operators
and managers. A
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Fishgame

A Puget Sound Fishing Game

Student Objectives:

Students will role play fishing boat operators and the Washington Department of

Fisheries in a simulation game representing the management of a run of salmon.
As fishing boat operators and as fishery managers, students will:

1. predict the position of a run of salmon over a six day period.

Fisheries agents will also:
2. make decisions on times and places to limit the fishing so that the run is protected,

3. work as part of a group in making management decisions.

Materials:

* FISHGAME board, consisting of 4 sheets

* One copy per student, STUDENT SCORECARD

* ten copies of "BAD NEWS CARDS" sheet

¢ one "FISHCARD," prepared as a transparency

« one packet of small dot stickers, containing at least 36 stickers per game
* one water-base marker

* Chart: HISTORICAL STATISTICS OF THE DUNGENESS SALMON RUN (prepared
as a transparency}

Procedure:
Preparation

1. Before your class meets to play FISHGAME, paste or tape together the four sheets
that make up the FISHGAME board. (This board can also be laminated and used
with water-base marking pens.) Also, make a transparency of the “fishcard"
included in this packet and cut it out with scissors. Finally, make ten copies of the
"bad news cards,"” cut them apart, and shuffle them like playing cards.

2. Just before your class arrives, arrange all tables and chairs in a semicircle around

your desk, leaving plenty of room in the middle. Lay the FISHGAME board on your
desk facing the class, or display it on the blackboard.
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3. Establish twelve teams of students who will represent fishing boat operators. There
may be 2 or 3 students in a team, but there must be only twelve teams fishing.

4. Each student will need a copy of the student "scorecard.” Fishing boat operators
will use the scorecard to record fish caught each day. The map on the scorecard
can be used to record where fish have been caught and to predict where they might
be caught the next day. Explain the use of the scorecard when you distribute it.
Number the scorecards of people or teams fishing from 1 to 12. These will be their
identifying "boat numbers."

B. Explain that the object of the game for fishing boat operators is to catch as many

fish as they can. Any fishing boat operators who catches no fish during the game
can't make the payments on his or her boat and loses it.

6. Trace the migratory path of the Dungeness salmon run used in FISHGAME on the
FISHGAME board as you discuss these questions.

* Where are the salmon closest together and easiest to catch? Farthest apart
and hardest to catch?

* Where are the salmon easiest to find? Easiest to tell apart from other runs of
salmon? Hardest to tell apart?

* Where are salmon the largest and fattest?

* What are some different ways people could fish for salmon? Where and how
would you prefer to fish to make the most money? To catch the largest
numbers of fish?

Playing the Game--Part 1

1. Have a student helper deal out the "bad news cards," one card to each student or
team fishing. Students must follow the instructions on these cards.

2, As soon as all the cards have been dealt, announce that fishing will begin. Each
person fishing places a small sticker on the spot where he chooses to fish and

writes his boat number on or beside the sticker. Give the fishing fleet no more
than 5 minutes for this decision.

3. When everyone has returned to his seat, score the round using the transparent
fishcard. Never Jet the class see the fishcard! Score the round in this way:

» The fishcard has printed on it 36 dots in 18 squares. Each dot represents 100
salmon.

* To score each fishing day or round, place the fishcard on the board so that it

corresponds with the marker (a triangle) for that day. There are six markers,
numbered from 1 to 6.

* If a boat number falls within a square containing any dots, use the marker to
cross off one dot in that square, calling off the boat number and its catch, for
example, "boat number 1, 100 fish!" If a boat falls between two squares, it
"catches fish" in only one of them. If all the dots in a square are crossed off, no
more fish can be caught in that square. Of course, no fish can be caught on
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"land." Between rounds, wipe the "x’s" off the fishcard, but keep a record of
your own of how many fish were caught.

4. After 6 rounds, when the game is over, each fishing person or team should have a
record on his scorecard of how many salmon he caught.

Playing the Game--Part 2

1. The procedure above includes no provision for regulating the fishing. If the
students have difficulty locating the fish and less than 2,800 fish are caught,
repeat the game or add one or two more fishing boats. If more than 2,800 fish
have been caught, its time to introduce the need for regulation.

Take a classroom total of the number of fish caught in the last game. Compare
this number with figures from the table, HISTORICAL STATISTICS OF THE
DUNGENESS SALMON RUN, prepared as a transparency. Clarify the terms
"escapement,” the number of salmon allowed to escape each year to spawn, and

"total run size,” the total of salmon caught and escapement. Use this table to
discuss the following questions:

* From this table, how can we estimate the probable size of the Dungeness

run before our fishing season? (We could use the average run size for the
years listed in the table: 3,567.)

* What was the probable escapement after our last game was played?

(Subtract the number caught in the game from 3567, the estimated run
size before the game.)

* What was the smallest escapement during the years listed? (800)

* Suppose that 800 is the minimum escapement needed to preserve the
Dungeness salmon run. Did the game result in damage to the run? (If
more than 2,800 salmon were caught, the run was depleted.)

* How can controlled fishing continue without allowing this to happen?
(You can entertain students suggestions if you like. However, you may
need to suggest setting up a team to represent the Department of Fisheries
who will monitor and regulate the fishing during the next game.)

2. Identify 5-6 students who will play the role of the Department of Fisheries. The job
of the Department of Fisheries is to preserve the Dungeness salmon run. This
requires that at least 800 salmon reach the river to spawn; 800 is the "minimum
escapement.” The Department of Fisheries has the following tools to use in
regulating fishing. You may want to write these rules on the board.

* Department of Fisheries agents have a right to look at the scorecards of fishing
boat operators at any time.

* The Fisheries Department can at the beginning of any fishing day, close down
all fishing that day, or close down all fishing in any part of the FISHGAME

board that day. If anyone is caught fishing in violation of Department orders,
the Department can take away their day’s catch, their boat, or both.

* The agents of the Department of Fisheries are also provided the table,
HISTORICAL STATISTICS OF DUNGENESS SALMON RUN for help in
planning. Members of the Department should have a record of the numbers of
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fish caught each round by all boats, and they should compute the escapement
after each game.

3. Now play the game again, adding the rules above. You may repeat the play as
many times as your students are interested, allowing rotation between fishing boat
operators and Department of Fisheries roles.

Follow up

When you have finished playing, use the following questions directed at fishing
boat operators or managers as the basis for a follow-up discussion with your class.

1. How did you go about predicting where to find the salmon?
2. How successful were your predictions?
3. Were you ever unable to fish when and where you wished? How often?

4. Do you think catching fish was more a result of skill or of chance? If skill,
what skills did you use?

8. What changes in the fish run or the way it is fished would give you a better
chance of making a good catch in the future?

Department of Fisheries

1. How did you go about predicting the numbers of salmon and where they
were likely to be?

2. How successful were you in predicting? Why?

3. What could you have done to help yourself make better predictions?

4. How well were you able to protect the salmon run? If you had problems,
what were they?

8. What changes in the fish run or the way it is fished would make your job
easier?

FISHGAME was adapted from Understanding Indian Treaties as Law, by Russel L.
Barsh, prepared under the supervision of the State Superintendent of Public

Instruction, 1978.
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HISTORICAL STATISTICS OF THE DUNGENESS SALMON RUN

Year Salmon Caught Escapement Total
r [ ¥ { ¢ NERS— 200 csnninein 1,200..c.ccceeieenns 3,900
1971 .. 2,400............. 1,000....ccccvumunnnnns 3,400
£ o N— 2o (3]0 S (o 1 (RRR—— 4,000
1973 2,800................ 800....cccceeeeueee. 3,600
1974 ............... 2,300................ .24, S 3,200
1975...ccceenee 2,400............. 1,600.................. 4,000
4.2 7 —— 28 715, SO 1718, ¢ E— 3,500
1977 e 2,700............. 1,000.........c........ 3,700
1978............... Pk 6 (]9 JE———— 19 | 2| OR———— 3,100
Average........... 2,423 ............. 1,144.................. 3,567
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