
INSTRUCTIONS FOR THE FISHERY GAME 
 
 
The following exercise is intended to recreate a situation in which a group must make decisions 
about the use of a fishery resource. You have been selected to participate in a group of five 
persons among those who have been registered to participate. You will play several rounds 
equivalent, for example, to years or fishing seasons. 
 
The resource is spread in two locations A and B. Each round you have to make a choice which 
location to harvest, and whether to put in 0, 1 or 2 levels of effort. The resulting harvest from the 
effort put in harvesting depends on the condition of the resource. The state of the resource 
depends on the condition in the previous round and the amount of effort invested in the previous 
round. 
 
Depending on the condition of the resource the amount of fish is defined by the PAYOFF 
TABLES for conditions LOW and HIGH. To be able to play you will receive the blue 
PAYOFF TABLE equal to the one shown in the poster. [MONITOR: show PAYOFF TABLE in 
poster and distribute PAYOFF TABLE to participants]. This table contains all the information 
that you need to calculate the amount of resource units available depending on the current 
resource level and the quantity of units harvested by the 5 participants of the group. Each 
participant makes a harvest decision. Each harvest unit is equivalent to $?. For example, if you 
harvest 40 units during 20 rounds you will receive $?. 
 
When you chose to put your effort in a location with a high payoff situation, you can harvest 0, 7 
or 8 depended whether you put in 0, 1 or 2 units of effort. The resource condition can change in 
each fishing place. The condition depends on the decisions of others. The HIGH condition can 
move to a LOW condition when FIVE or more units of effort are invested in a location. A LOW 
condition can move to a HIGH condition when not more than ONE unit of effort are allocated in 
the same fishing place for two successive rounds. 
 
For example a HIGH PAYOFF TABLE will be a LOW PAYOFF TABLE in the next round 
when 6 units of effort are applied in one location. A LOW PAYOFF TABLE will move into a 
HIGH PAYOFF TABLE when no effort is invested in the location for two rounds. 
 
At the beginning of each round, the monitor will announce the condition of the resource at each 
of the two fishing locations. To play in each round you must write your decisions, a character A 
or B , and a number 0, 1 or 2 on the YELLOW DECISION SHEET like the one I am about to 
show you. [… MONITOR: show yellow decision sheets and show in the poster…]  
 
It is very important that we keep in mind that the decisions are absolutely individual, that is, that 
the numbers we write in the game card are private and that we do not show them to the rest of 
members of the group. The monitor will collect the 5 sheets from all participants, and will define 
the harvest for each individual and the condition of the resource in the next round. 
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