
OBJECTIVES
• Test the functionality of The Drought Game
• Educate participants on the importance of multi-

sector and cross-community communication 
when enhancing the resilience to drought

• Engage people in discussions about drought in 
fun and competitive environment

SCENARIO
Players began by selecting a role in one of six sectors
that were identified as critical for addressing
drought mitigation and impacts: private citizens,
community groups, government agencies, decision
makers, responders, and business and industry.
Participants meet as sectors to select resources (from
a predetermined list) to help make their community
more resilient to a drought.

Next, participants are grouped into fictional
communities representative of those that could be
found in the Missouri River Basin Drought Early
Warning System region. Communities included one
person from each sector.

Each community encountered a different challenge
that their team needed to solve. Challenges included
a West Nile Virus outbreak, power outage, decline in
reservoirs and streamflow, water pump failure,
pasture degradation, and decreased water quality.
Communities are allowed to trade resources freely,
building cooperation and resilience of the entire area.
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TYPE Game

DURATION 1 hour, 45 minutes

SCOPE Missouri River Basin DEWS, multi-
sector

PARTICIPANTS • University of Nebraska – Lincoln 
students (undergraduate and 
graduate)

• UNL faculty
• NDMC staff including facilitators 

and game developers

PARTICIPANT 
COUNT

40

PARTICIPANT
ROLE

• Community member/multi-sector 
team player

• One facilitator and three helpers

MATERIALS • Downloadable template of the 
Ready for Drought? The Drought 
Game

• Sticky notes of six different colors
• Flip charts with printed challenge 

boards

DEVELOPMENT 
TEAM

• The National Drought Mitigation 
Center (NDMC)

• The School of Natural Resources at 
UNL

APPROXIMATE 
COST

$50 for printing game materials. 
Excludes staff time for game 
development

FUNDING 
SOURCE

National Integrated Drought 
Information System



SHORT-TERM OUTCOME (from written responses)

Increased understanding of the importance of multi-sector communication and community collaboration

Increased knowledge of the resources needed to plan for and respond to drought

Increased awareness of differing perspectives of drought

PARTICIPANT FEEDBACK
Evaluation from discussion during the game and questionnaire one week later

CASE STUDY: GAME

GAME AGENDA

ADDITIONAL RESOURCES
For more information, game playbook, and free game materials visit the Ready for Drought?
webpage: https://drought.unl.edu/Education/DroughtGame.aspx

This game was based, with permission, on Extreme Event Game by the National Academy of 
Sciences: https://labx.org/extreme-event/about-the-extreme-event-game/

ROLE SELECTION
Players select roles from one of six sectors

RESOURCE SELECTION
Sectors meet to discuss and select 12 out of 24 resources.  Resources are distributed among the players in that sector.

DROUGHT RESPONSE PHASE

Players take resources back to their community to solve a drought related challenge. Resources can be freely traded.

RECOVERY PHASE
Scoring and discussion of communities’ ability to solve their challenge.

ADAPTATION PHASE

Discussion and reflection of how the game relates to an actual drought. Discussion points:  resource selection, 
strategies, sharing of resources, learning outcomes.

https://drought.unl.edu/Education/DroughtGame.aspx
https://labx.org/extreme-event/about-the-extreme-event-game/

