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Each team member card has a cost, a work productivity production, and several personal attributes (e.g., 
experience, skills). Each product feature card has a work productivity requirement and a value. The player 
receives a monetary budget. 
 
The player must decide the project team composition based on team member cards and the product features 
based on product feature cards. The work points from the team member cards determine the number of product 
features that can be delivered; each team member has a cost. The value credits from the product feature cards 
determine the number of value credits that can be collected; each product feature requires a number of work 
points. The goal is to deliver the highest value credits based on a given budget. At each turn, the player selects 
a numbered card representing time steps to traverse the board tiles. The player reacts to the tile marking, 
including phase or iteration changes, change requests, risks, and issues or opportunities. 
 
In a controlled setting, such as a workshop, players' decisions can be observed, and feedback or discussion can 
be provided on their decisions. That and the alternative modes of play allow for complexities to be introduced 
into the game. For example, the game could be changed as follows. 

Table 2: Alternative playing modes 

Playing mode Additional learning 
As designed See behaviors 
Roll numbered dice to decide the number of tiles to move forward Uncertainty in progress 
One set of team member cards per two players Resource constraints 
Mandatory cards from two decks of product cards, and then one set 
of product cards per two players 

Competition and time-to-market leadership 

A single type of issue and opportunities with no color dice roll Specific risk management 
Monitoring gameplay Team diversity, including personal attributes 

and supplier decisions 
Use of blank cards for project-specific modifications Project-specific cases 

3.1.5 Behaviors 
In Table 3, the behaviors are the project management actions for the players. Each behavior requires one or 
more decisions from the player related to the project management knowledge area. The learning mechanisms 
are the components in the game to support the learning goals.  

Table 3: Behavior, decision, and learning mechanism 

Behavior Decision Learning Mechanism Knowledge 
area 

Selecting a 
methodology 

• Project lifecycle Gameboard 
Team member cards 
Product feature cards 
Issue and opportunity cards 

Integration 

Building a team Team composition  
• by role 
• by budget 
• by work productivity  

Team member cards Human 
resources 

Managing the team • Team composition by attribute  Team member cards 
Issue and opportunity cards 

Human 
resources 

Deciding product 
features 

• Product design by feature by 
methodology constraint 

• Product feature by available 
team productivity 

Product feature cards 
Value credit cards 

Scope 

Managing change • Aspects of the plan to change Gameboard Integration 
Budgeting a project • Team composition by available 

budget 
• Product features team 

composition by budget  
• Team composition by duration 
• Budget contingency 

Team member cards 
Monetary chips 
Issue & Opportunity cards 

Budget 

Focusing on value • Value by Product Feature by 
Team composition 

Product Feature 
Value credit cards 

Value 
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