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PROJECT: RISKY DECISION 
 
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 
exceeding the Impact Limit from realized 
risks that their project can absorb and 
still be considered a success. 
 
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+    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) 
(3-4) 
(5) 
(6) 

Unlikely  
Expected  
Very Likely  
Virtually 
Guaranteed 

(1-2) 
(3-4) 
(5) 
(6) 

Inconvenient 
Significant 
Severe 
Critical 

 
Step 2 – Roll: One at a time, each player rolls the die against the adjusted Likelihood 
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! 


































