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Fish Game Recorder

Group Names: ______________________________________________________         
3-4 per group

Fish and Chips

Game Guide
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An Exploration of Private Profits and Public Goods

We are going to run a swordfish fishing industry! Each person in the group will be fishing for swordfish in the same ocean. Assign the envelope to a banker (“nature”) in the group of players. The banker will put 20 fish in the middle of the table. The fish can be found in the envelope. Twenty fish is this ocean’s carrying capacity for swordfish. 

In each round, each person can fish for a certain number of swordfish. Traditionally, people fish for swordfish in the three following ways:




1) Harpoon fishing: take one fish.




2) Long-line fishing: take two fish. 




3) Free-for-all long-line fishing: take three fish. 

Each turn, each person can take up to three fish, depending on the instructions for that game. 

After each round when all players have taken their fish, the banker (“nature”) will count the number of swordfish left and add 25% to the pot, up to, but not exceeding, 20 fish (round up if you need to). 


Example: 
If there are 12 fish left, 3 fish (25% of 12) will be added to the pot, bringing the total up to 15. (In real life, swordfish produce far fewer than 25% new offspring each year—they are like humans in that they have few children over the course of their lifetimes.) 


The added fish represent the number of baby swordfish made by the swordfish that were left after everyone has taken their fish (the ones that were left in the ocean to reproduce). 


The objective of each game:
 To have as many fish as possible after playing all 10 rounds.
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	[image: image4.wmf]Game 2: Everyone chooses a fishing technique, but can change

technique each turn during the game.[image: image5.wmf]
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	[image: image6.wmf]Game 3: Everyone is a harpoon fisher, and can 

take no more than one fish each round. [image: image7.wmf]
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	[image: image8.wmf]Game 4: Everyone can choose any fishing technique and can change that technique 

each turn. At the end of each round, add 10% instead of 25%. (You still can’t exceed the carrying capacity of 20 fish.) [image: image9.wmf]
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For the questions below, each person should take a turn writing an answer. The rest of the group should help develop the answers together.  A different person should write the answer to the question each time. Initial after each answer you write. 


1. What method was most effective in maximizing the fish population after 10 rounds?















2. Why do you think this method was more effective than all the rest? Explain:












































3. What method was least effective in maximizing the fish population after 10 rounds?















4. Why do you think this method was less effective than all the rest? Explain:












































5. What does this game imply about what happens when humans use resources faster than they can be replenished?  Is anything occurring in the world that is similar to this game? 






























Could you tell if your fish were going to be completely depleted before it occurred? 


If you could tell you were going to run out of fish, why do you think it still happened?






























6. Was there at least one round where you knew that you were going to run out of fish?


Why didn’t you voluntarily reduce your catch to prevent your fish from running out? 












































7. If there were businesses that depended on fishing, how do you suppose they would be affected if the population of fish were completely eliminated? Explain:












































8. What impact do you think the loss of fish would have on the biodiversity of this area?












































9. If this body of water became polluted, would you have to adjust how many fish each person could take?  Explain:












































10. Based on this game, who do you think should have the final say about the use of natural resources?  Are individuals better at self-regulation, or is better to have the government do this? 
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