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A watershed management simulation, developed for small streams and 
modified for lakes and large rivers, provides an interactive, positive venue for 
reducing confusion and inviting critical thinking about the Total Maximum 
Daily Load (TMDL) program – one of the least intuitive water quality program 
names in existence.  
 
It focuses on cumulative impacts from several land uses on downstream 
water quality – duplicating factors that trigger a TMDL. Participants become 
land use managers trying to reduce sediment or phosphorus loads to meet 
water quality goals.  
 

Your stream 
has a turbidity 
impairment, so 
you need to do 

a TMDL 

Say 
WHAT? 

Each land use team has several Best Management Practices (BMPs) and a candy “budget” available. As the game 
progresses, teams buy BMPs to reduce impacts while cooperating with other land use teams to meet communal 
goals, all the while negotiating unexpected events, deciding on the importance of planning, and dealing with 
future development.  
 
The activity helps participants understand water quality impairments and associated TMDLs, familiarizes them 
with potential BMPs, and stresses watershed-wide cooperation. The most recent version makes it widely 
applicable geographically and available as three linkable, table-sized gameboards – headwaters stream, lake, and 
large river – each with its own land uses and BMPs, which can be used individually or together. 

Objectives of the WSG: Players will:  
 Understand what a watershed is and recognize and encourage the need for watershed planning to  
     solve larger water quality issues.  
 Build their understanding about how land use and land management decisions affect water quality. 
 Identify major sources of sediment or/and phosphorus.  
 Increase their knowledge about stormwater and land use best management practices (BMPs) and  
     how those practices are used to reach pollutant load reductions 
 Understand that water bodies have limits - they can only take so much pollution before water  
     quality, habitat, and designated uses are degraded.  
 Understand water quality impairments, regulations, impaired water designations, and how local  
     land use & management has a key role to play in reaching goals towards clean water.  
 Understand the need for individual and community level solutions for protecting water quality and  
     habitat.  
 And other local objectives as appropriate…  
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Train-The-Trainer Statistics: 
 77: # of trained facilitators to-date 
 8: # of different states with trained facilitators 
 84%: percent of trainees who feel comfortable  
     and ready to lead game immediately 
 49%: percent of trainees who leave preparing         
     to use game within 3 months 

Train-the-Trainer: 
Increasing capacity and expanding  use  

For more information:  
http://northlandnemo.org 
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