Hungry Ocean:

A Multi-level game that incorporates impacts of climate on trophic interactions and fish production, fishing pressure, fisheries management, and economics. This would work as a multi-user online game, or a single user modeling exercise. The interface would allow students to investigate influences on fish stock sustainability and temporal variability in primary productivity and influences of fish recruitment.

The product has two components. One is the game component and the other is the model component. Users will be able to estimate the fish production based on ecological models influenced by chlorophyll or other proxies for primary productivity. 

This activity would be useable by a wide audience.  We envision multiple levels. At the elementary (introductory) level, a single species productivity model is used, while at higher levels, more sophisticated ecological models of productivity are implemented.  At all levels, climate influences will be included.  Thus this exercide will be used by general education classes,  marine ecology and policy classes, and marine resourfces managers and policy makers

No previous knowledge will be expected,  but resources will be provide to enable the students to play the game based on ecological principles and relate their findings to course material.  Studnets will play the game as a  stand-alone exercise.

Goals/Concepts

The relationship of climate variability to primary productivity.  Transfer of primary productivity up one or more trophic levels to resulting fish production.  The impact of varying management models/options/choices on the fishery.

Goals/Skills

Hypothesis testing.  Development of scenarios, inputting them , and evaluation  of the outcomes.  At higher level, evaluating the importance of multiple ecological and economic parameters and dealing with temporal and spatial variability.

Goals/Other Skills

When in he multiplayer mode, team work using ecological, economic and management models can form the basis for decision making

