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Project: Risky Decision is a fast-paced
game of probabilities and eventualities.

Players take on the roles of Software |
Project Managers trying to release their
projects successfully. Your company will
rise or fall upon the success or failure of
your risky decisions.

Players must complete the game without FEESsEZE 8
exceeding the Impact Limit from realized " &\ 2_4
risks that their project can absorb and g8 ' XY PLAYERS

still be considered a success. / PLAYGAMESSLEARN.COM

Players mitigate the Likelihood and Impact values of their project risks with project
events.

A lower Likelihood means a better chance of discarding the risk.
A lower Impact means fewer points accumulating towards the Impact Limit.

Ages 12+ w 2-4 players @ 10-15 min.

What You Need to Play
This game requires:

(1) Six-sided die: Rolled to determine whether a Risk card is discarded.

(40) Risk cards: Each card has Likelihood value and an Impact value. These
values can be modified by Event cards.

(28) Event cards: Each card describes a modifier to one or both of the
Likelihood and Impact values on a Risk card. There are two types:

a. (16) Event Benefit cards — the event has a positive effect on the project.
b. (12) Event Setback cards — the event has a negative effect on the project.

If you don’'t have a six-sided die, you can make your own paper dice using our
templates: http://playgames2learn.com/activities/game-dice-polyhedrons/
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Getting Started
Take the following steps to prepare for playing this game:

1) Choose the difficulty level by setting the Impact Limit to be:
Easy (20), Normal (15), or Hard (10).

2) Sort the Risk cards and the Event cards into two decks.

3) Deal 4 Risk cards to each player.

4) Give 1 Event Benefit card to each player.

5) Shuffle the remaining Risk cards together with the remaining Event cards.
This combined deck will be the Draw Deck.

6) Each player organizes their initial Risk cards by Project Phase in front of them,
face up.

7) Each player applies their initial Event Benefit card to one of their Risk cards
(wherever they think they will do the most good).

This is a great point to review the strategy of mitigating Risks, as best you can, by
modifying their Likelihood and/or Impact with Event cards.

Taking Turns
Each of the four Project Phases has two steps:

Step 1 — Draw: All players take 3 cards from the Draw Deck and add them to their
existing hand:

Discard Risk cards for any Project Phase that has already completed.

Apply new Event Benefit cards to any Risk card still in your hand. (eg: you can
reduce the Impact value of any Risk, realized or not)

Apply new Event Setback cards only to current or future Project Phases.

Likelihood & Impact Scales

Likelihood: Impact:
(1-2) Unlikely (1-2) Inconvenient
(3-4) Expected (3-4) Significant
(5) Very Likely (5) Severe
(6) Virtually (6) Critical R
Guaranteed 0// b

lgh

Step 2 — Roll: One at a time, each player rolls the die against the adjusted Likelihood g e’,’
value of each of their Risk cards for the current Project Phase (making a new roll for

each card):

If the roll is less than or equal to the adjusted Likelihood, you must keep that Risk
card. That Risk just became a reality and its adjusted Impact value counts
against your Impact Limit.
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If the roll is greater than the adjusted Likelihood, you can discard that Risk card
(and any modifying Event cards). Whew! That risk will never became a reality!

If you rolled a "1", you must keep that Risk card. Sometimes, no matter what you
do, a risk becomes reality — the adjusted Impact value now counts against your
Impact Limit.

Turns continue until all four Project Phases have been completed.

Winning
Each player focuses on the needs of their own project. The players whose remaining

Risk cards do not exceed the Impact Limit win. Win five games and you can call
yourself a “Project Ace”

There is no winner if all players exceed the Impact Limit.

Optional Rules

A combination of optional rules can provide the means for co-operation or competition
between the players, for good or bad.

Get Me Off This Project: Don't like what you were dealt? Buy a new starting
hand using your initial Event Benefit card.

Pay It Forward: Don't think you need all your Event Benefit cards or feel that
someone else needs them more? Players can give one of their unapplied
Project Event Benefit cards to another player each turn.

Too Much Impact: A player may not have a Risk card with a total Impact value
of 6 or more. If the Impact value is not modified (by any player) before it is time
to roll the die for that risk, the player is considered to have exceeded the Impact
Limit for the game.

Who's Helping Who: Instead of keeping the 3 new cards for yourself each turn,
you can, without looking at the cards, choose to give them to one or more players,
who then must apply them to their own hands.

Mitigation Mobility: Players are able to move any one of their already applied
Event Benefit cards to any one of their remaining Risk cards.

Positively No Negativity: Players are not allowed to have negative total values
for Likelihood and Impact on any of their Risk cards.

You may also choose to play with your own “house rules” to help players experience the
special challenges you encounter on your real-life projects, or to just make their
decisions riskier!
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Up the Challenge

Play in co-operative mode using a selection of the Optional Rules. The company’s
management team needs the company to succeed as a whole. To win, no one must not
exceed the Impact Limit. When you win, shout “All For One! One For All”

Blank Cards

Want to add more of your own flavour to the game? Use our blank cards to include your
own custom risks and events! Download at http://playgames2learn.com/printables/

Thanks for Playing!

Game designed by Trevor Atkins
© 2020 Silverpath Publishing Inc.

Send Us Your Feedback

Did you like the game?
Did it help your team with real projects?
We would love to hear about how it worked for you.

Visit http://playgames2learn.com and send us your feedback!
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Risk

The 3rd party component
that links to the payment

gateway will not be ready
in time for system
integration testing.

The new architect will not
have the necessary depth
of insight to redesign the
core modules, leading to
errors and delays from
rework.

The over allocation of
resources will be for a
greater period than
currently estimated
resulting in downstream
schedule delays.
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PROJECT: RISKY DECISION

Risk

With only a single
decision-maker, escalated

issues will not be resolved
in a timely manner.

New equipment for the test
environment will be set-up
late, delaying the ability to
execute performance
testing.

Given past experience, the
schedule will be overly
optimistic, assuming the
best case rather than a

realistic or a conservative
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Risk

Higher than average
turnover in staff will cause

delays for replacement
hiring and training.

The business users are
unaccustomed to
performing user
acceptance testing and will
be unable to provide useful
feedback.

The incoming product
sponsor will significantly
revise the scope of the
project in terms of new and
changed requirements.
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The new design will be
found to be too simplistic
late in the project, failing to
address necessary issues |
and requiring unplanned

Lack of adherence to
software policies and

standards will result in
miscommunications,
quality problems, and
rework.

Commitment from the
business users will not be
secured in a timely
manner, causing a delay in
or lack of user acceptance
testing.

80 N 2
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Risk
The re-design will be found
to be overly complex late

in the project, requiring
greater effort than
estimated during
stabilization.

Risk

Inflexibility in formality of
quality assurance
processes will add project
delaying overheads to
tasks and decision-

Risk
Budget approval for the
project will be delayed to
the point that meeting

project deadlines will be
very unlikely.
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\YGAMESZ| EARN.GOM

Make Learning Fun

Visit PLAYGAMES2LEARN.COM

Risk

3rd party libraries will be of
' lower quality than

expected, requiring the
project team to reverse
engineer, modify, and test
the library code.

Risk management will not
be maintained throughout
the project providing a
half-hearted effort at best
to identify and mitigate
important project risks.

Given current project
schedule and resourcing,
meeting the business
users' quality expectations
will be difficult.
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Project team will get side-
tracked into 'gold-plating’
features and will not be
able to complete the entire
project scope on schedule.

Risk

Users will resist
acceptance of the new
workflows and user
interfaces of the system,
causing delays and rework
during user acceptance.

1A JAFAFSE\ EARN.GOM
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The requirement by top
management to budget the

project all at once will lead |
? to underfunding challenges |
in later phases.

2 2
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X

Risk =

The newly distributed
project team will have
challenges communicating
and collaborating |
effectively.

Per unit project costs (eg:
hourly costs) will be higher |

than originally estimated,
causing a significant total
cost overrun to complete
the current project scope.

S

Risk =

Arbitrary milestones
divorced from effort

estimation and risk
management will lead to
scope vs. quality tradeoffs
and delivery delays.

Make Learning Fun

Visit PLAYGAMES2LEARN.COM

New project management
processes and quality
standards will be met with

Sharing of test
environments with other

teams will limit the amount
of time the project team |
can perform testing.

Once under pressure to
deliver, quality engineering |
activities will be
abandoned to dedicate
maximum effort to new
feature development.
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| Unclear release criteria will
| resultin a mismatch of

guality expectations with
the customer.

/\fé\(/&o
& O{)

Risk
Late integration of the
security model will result in |

unplanned retesting,
rework and delivery

Immature estimation
process will lead to
mismanagement of
resources and schedule
overruns.

2 2
| AYGAMESE LEARN,GOM

© 2020 Silverpath Publishing Inc.

PROJECT: RISKY DECISION

[Lack of business expertise

in the development team
will result in inappropriate
user interface (Ul)
functionality.

“Risk

Scheduling load testing

only at the end of the
project will reveal
unacceptable bottlenecks
too late for proper
architectural fixes.

[ Without a proper sourcing

process, the benefits of
implementing new
productivity enhancing
tools will be over
estimated.

N /!OOO
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Risk

Loose change management
controls will allow late

changes to requirements
without the corresponding
changes to schedule,
budget, and resourcing.

Subject matter experts
(SMEs) will be needed to
“fire fight" customer
deployments, delaying
new development.

Contractors hired without
experience with the
project's particular
methodology will cause
rework related to first-time
missteps.
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