
Player instructions

This game will help you practise the skills you need to sit on a Growth Board and decide which initiatives you should fund and what feedback you will 
give to each initiative lead.  Your aim is to launch as many successful initiatives as you can that meet the organisation’s strategy within a set number of 
Growth Boards (eg 5).

Our strategy
Our organisation will become more efficient through:
• Digital transformation and exploiting new technology
• Improving the health and wellbeing of our people
• Increasing the positive impact we have on our world and its people

How to play

A Growth Board has been running for many months – you have just taken over from the previous incumbents – so you are now the Growth Board.  
Your job is to review progress reports and bids that come from innovation teams and decide which to FUND.  You can only FUND SIX to continue to the 
next Growth Board.  The others you must either PAUSE or KILL.  You are limited to a total of FOUR initiatives being PASUED at any one time – you will 
soon have to decide whether to FUND or KILL them.  You have 15 tokens to spend each Growth Board.  If you don’t spend them you lose them.  You 
cannot exceed your budget.  

Each report card gives the latest subjective thinking on Desirability (how much it’s wanted), Feasibility (whether it can be achieved – no time travel 
allowed!) and Viability (whether it can be made to work in our environment – cost, ongoing support, scaling etc).  Each card gives a narrative and may 
ask for tokens to proceed.  The bottom of each card shows how much has been spent so far on the initiative and how many Growth Boards it has been 
coming back to.

Some of the initiatives are at the start of the development lifecycle, some are ready to launch (the card says ‘Launch’ on it) and some are in the middle.  
Some are tactical, some strategic.  Once an initiative has been launched you will be instructed to roll a 12 sided dice to see how successful it was via an 
‘update’ card.

Some of the reports are emotional, are written through optimistic, pessimistic, timid or arrogant viewpoints.  Some are written by people who are 
seasoned Lean Start-up practitioners, some are not.  So don’t take everything too literally.  A bit like real life in that respect!

Everyone have a look at the first Growth Board individually.  Decide what you would fund & why and think what feedback you would give to each 
initiative lead.  Then discuss together to agree what you will fund, pause and kill.  And what you will tell each initiative lead.
Once the referee has provided the next report update you might want to launch straight into a group discussion and speed things up.



Referee instructions for running the printed version

Materials
• A pack of scenario cards (22 different scenarios)
• 7 x A3 boards 

(Growth Board Report, Fund/Pause, Killed, Success/Failure, Referee stack – current scenarios, Referee stack – spare scenarios x2)
• Player instruction sheet
• Referee instruction sheet
• 12 sided dice (or 2 x 6 sided dice)

Prep
Sort the scenarios cards into the 22 sets (each set will have 1,2,3 or 4 cards in it) and put each pile in order using the ‘This is our Nth Growth Board’ label at the bottom right of each 
card.  Pick 10 scenarios at random and place on the current scenario board, place the rest on the spare scenario boards.  It is good practice to pick at least one scenario that starts 
with a launch, killed or update card to introduce the players to all the types of card in the first round.  Take the top card of each pile on the current scenario board and place onto the 
Growth Board Report.

Play
• Read out the instruction sheet.  
• Hand over the first Growth Board Report.  
• For the first Growth Board ask the participants to make their decisions and decide what feedback they want to give individually before a group discussion.  When they have 

made a group decision get them to place the cards on the FUND, PAUSE or KILLED boards.  Ask the team to roll the dice whenever a post launch update card is present, and 
then place this on the Success/Failure board according to the dice roll and narrative on the card. The Growth Board Report should now be empty.

• Set up the next Growth Board Report.  Discard the remainders of any piles that have been KILLED.  Move any piles that have been PAUSED to the spare scenarios stack.  Fill any 
empty spaces on the current scenario board by choosing another random pile from the spare scenarios board, starting with any initiatives that have been UNPAUSED.  Take the 
top card of each pile and populate the Growth Board Report.

• Ask the team to hold its discussion and make its decisions and move the cards.  For initiatives continuing to be FUNDED, add them to the top of the growing pile on the 
Fund/Pause board.  For killed initiatives, move all the related cards into a pile on the Killed board.  For initiatives that have updated after their launch (ie dice have been rolled), 
move the whole pile to the Success/Failure board.  And if the team wants to pause more than 4 initiatives they can’t and must either FUND them or KILL them).

• Repeat until you feel the learning objectives have been achieved.

Hints & Tips
Keep the discussions short or this game will go on FOREVER…..From experience, 20 mins thinking and 10 minutes discussion on the first board, 15 mins discussion 2nd, 10 mins 
discussion 3rd.  Need a clear 90 minutes for a good session.
Ensure there is always more than 15 tokens of ‘ask’ on the Growth Board Report.
You may want to get the teams to draw out an E2 board on a flipchart to use to ensure they have a balanced portfolio – or to use at the end as a retrospective to see at what point 
they ‘KILLED’ ideas.
You may want to roll play the conversation when the Growth Board kill someone’s idea.


