Global water cycle board game
The goal of the game is to advance your “water droplet” to each of the reservoirs in the global hydrologic cycle. 
The basic gameplay is that water moves between reservoirs via a dice roll or (in some circumstances) by answering a trivia question. 
Every player starts in the ocean and players take turns one-by-one rolling two dice. Each reservoir has a set of potential outcomes, based on the pathways of water from each reservoir. 
On the board, reservoirs are shown in purple, fluxes in green. 
· Begin by rolling two dice to decide turn order – the player who rolls highest goes first, then rolls proceed clockwise. 
· Once the turn order has been decided, the first player rolls two dice. The outcome of the dice roll determines the pathway that your water droplet follows. Each reservoir has a distinct ruleset based on its processes and residence time (listed on the back). 
· If a player has failed to advance from a reservoir for three consecutive turns, they can attempt to answer a “Hydrology Headscratcher” – questions about hydrology that range from things that you probably know now to things that you will hopefully learn this semester. 
· If you correctly answer the question, you advance to another reservoir. If you fail to answer the question, you stay in the reservoir and the three turn timer resets. 
· The game ends when one player has visited every reservoir. 








Marine atmosphere
Landward transport: Roll a 5
Remain in reservoir: Roll a 12
Precipitation into the ocean: Any roll other than 5 or 12


Ocean
Evaporation: Roll a 3
Remain in reservoir: Any roll other than 3


Surface Water 
Percolation: Roll a 4
Runoff: Roll a 2, 6, or 8
Evapotranspiration: Roll 3, 5, 7, 9, 10, 11, or 12
Groundwater
Discharge: Roll a 5 or 6
Discharge to ocean: Roll a 2
Remain in reservoir: Any roll other than 2, 5, 6
Terrestrial atmosphere
Precipitation as snow: Roll a 10
Remain in reservoir: Roll a 11
Precipitation as rain: Any roll other than 10 or 11
Ice
Melting: Roll a 2
Remain in reservoir: Any roll other than 2



















	


Hydrologic Cycle Board game questions
1. Which reservoirs were easiest to move out of? Which were most difficult? 
2. How does the difficulty of moving to/from reservoirs correspond to the global water cycle? 
3. Based on your understanding of the water cycle, what elements are missing from this game? What would you tweak to make this more accurately reflect the real-world water cycle?  

