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VIVE THE OU TEBME

[ OFFICIAL RUI. EBDDK

THINK FAST.

AGE gU OR DUEL

PLAYERS MINUTES PLATFORM
PLAYING TIME

——==— (NE DECISION CAN EVERYTHING. —=—



‘(1) OBJECTIVE

Be the first player to reach
or pass the Finish space.

DE GISIDN

N /— Decision Break is a high-pressure hybrid party
Iy game combining knowledge, quick thinking,
=4 physical and skill-based challenges, head-to-head
. duels, risk-taking and strategic decisions.
THINK FAST. SURVIVE THE OUTCOME Throughout the game, your decisions affect not

only your own progress, but often the other

i players as well. |
—— e = - - R

2. PLAYERS (3,) COMPONENTS —

o®@ Players e 1 Game Board
()l * § Player Pawns
e Action Deck
[ 14 + e Duel Deck if 4 | ', |
| T * Situation Deck L. _ ™ _;, L ,{J i“ ____J:; |1L T, ;l’
T * (R-powered Decision i‘ 3 E = | =
Playing Time Break Platform e
* ¢ lgsian Do DECISION DICE
e 1 Decision Dice L or. . ° v [ [ ]
/ Explanation Card Each Decision Die has p .
ADDITIONAL REQUIREMENTS o B Talis ' the following six sides:
77— At least two smartphones 1-1=22<3-4-4 *"” f” ] ’

with internet access \
@ A timer or smartphone timer |

,1. Pen and paper when
» required by a cha!lenge

SETUP

Place the Game Board in the centre of the table. ‘

2 Shuffle each deck separately and place it in
its designated position.

3 Each player chooses a pawn and places it
on the Start space.

4 Give each player 3 Dice Tokens.

! 5 Place the two Decision Dice within reach
| of all players. |

B Make sure the Decision Break QR Platform
| is accessible.

T Keep a timer ready for timed challenges.

(2] START QUIZ / QUICK START

All players complete the Start Quiz using the Decision Break Platform.

Players may share smartphones if necessary.
Screens must remain clearly visible to the other players while answering.

each player moves the number of spaces indicated by their Quiz result.

P e SR

The youngest player then starts the game.

]
O)
9 After everyone has completed the Start Quiz,
W
%
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Play continues clockwise. K' 7
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THINK FAST.

‘ BOARD SPACES ——
Each space on the Game Board represents a specific type of challenge or effect.
|
EARRN P
15 SEC " ™ |
ACTION QUICK ACTION QUE SITUATION Quiz CHECKPOINT || YOUR DECISION
Draw the top card The player to Draw the top Draw the top Scan the QR code Scan the QR code You choose what
from the Action your left draws card from the card from the on the Game and complete happens next.
Deck and follow the top card Duel Deck and Situation Deck Board and the Checkpoint ¢
the instructions. from the Quick resolve the and follow its complete a Quiz Quiz on the Loose e ‘f’
. Action Deck and Duel. effect. on the Decision Decision Break the following:

s oit, reads it aloud Break Platform Platform | i
contain a variety ' Choose one Situation Cards ' ' i ‘ﬂ‘ctlmn _
of challenges, You have opponent. The may affect you, Choose the Once you reach * Quick Action
including physical, | | 15 seconds to challenged another player, mode: a Checkpoint, + Situation
skill-based, complete the player must multiple players 1 Question, it becomes your e Duel
creative and challenge. participate. or the entire 3 Questions or safe zone and .. Clugis
kﬂl::(W[EdgE'hEEEd The reader may The same Plﬂ"jl'er | table. 0 QUEEtinr‘rS. you Cﬂnnﬂt.be .
tasks. notexplainit, || may not be Eollow the moved behind it. | | If you choose Quiz,

givel, hints, or chgllepged | Fisthtinpe S | select 1, 3 or

assist you in twice in a row. the card exactly. 5 questions.

any way. (Exception: in a

2-player game.) )
ST - - - .
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' j SURVIVE THE OUTCOME.
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(5.) CORE GAMEPLAY

@ Decision Break does not use dice for normal movement.

Play continues clockwise.

At the beginning of your turn, resolve the space your
pawn currently occupies. Complete the challenge or
follow the effect, then apply the resulting movement.

;7 SUCCESS, FAILURE & REFUSAL

— 111 ]

e

SUCCESS

Follow the reward or movement
shown on the card or platform.

Follow the penalty stated on the card.

If no penalty is stated, stay in place.

REFUSAL

Follow the refusal penalty stated on the card.
If no refusal penalty is stated, move back

l 3 MBVEMENT & CHECKPOINT PROTECTION

Ve &
ll

Move your pawn the exact number of spaces indicated.

Multiple pawns may occupy the same space.

If another player moves your pawn, resolve that
movement as instructed.

Once you reach a Checkpoint, you cannot be
moved behind it.

If an effect would move you farther back, stop on your
most recently reached Checkpmnt

(®@ )&

2 spaces.

i

Before reaching the fll’St Checkpoint, Start acts as J
your minimum position.

i ]
II Pn ]
-._.__ ______,.-f

All players and effects must follow the rules as written. Cards always override general rules when stated.
If a rule is unclear, use the Dispute Rule on page 7.
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When a player lands on a Duel space, draw the top card
from the Duel Deck and follow its instructions.
The active player chooses an opponent.

» The challenged player must participate.

| » The same player may not be challenged twice in a row.
“xception: In a 2-player game, this restriction does not apply.

% » |If a Duel requires physical activity and either player is genuinely
unable to perform it for health reasons, draw a new Duel Card.

» The result and movement are determined by the Duel Card or,
for a QR Duel, by the QR Duel rules below.

_ The Duel Deck contains one QR Duel Card.
; 0 R D UEL When it is drawn, the two players compete against each other
using the Decision Break Platform.
"f.. e & ¢ G | . =
(&) CHALLENGING PLAYER (8) CHALLENGED PLAYER ||~ HOW THE QR DUEL WORKS
I e g e :
‘ 'L Open Play Duel. 1) Open Play Duel. ‘ @ A QR Duel consists of 3 rounds.
(2 Enter your name. (2 Enter your name. @ In each round, both players receive
(3 Select Create Room. | (3 Enter the Room Code. ~" the same estimation question and
B _ -t _ have 10 seconds to submit their answer.
‘4 A unique Room Code appears. 1 4 Select Join Room. . .
=72 The player whose answer is closest
8 Share the Room Code vs @ to the correct answer wins the round.
with your opponent.
= = L7 ~ - If both answers are equally close,
o | 7 : P W 1@ the player who submitted their
.. ? ENTER ROOM CODE answer faster wins the round.
l ROOM COOE A?BS-KZ_ | _ .
4 ~ A7B3K2 ‘ I_ W 8 If neither player submits an answer
" CREATEROOM ~ JOINROOM J within the time limit, neither player
b e — / e O ——— — wins that round.
1 | 4
} / = - _ Egi’ After all 3 rounds, the platform
: #a Once both players have joined, the Duel begins. displays the final Duel result.
> R i
-\ " R DUEL RESULTS AFTER THE QR DUEL
Result Winner Loser ‘1 Return the QR Duel Card to the Duel Deck.
2 Shuffle the Duel Deck.
\] 3-0 Move forward 4 spaces | Move back 1 space _
g Therefore, the QR Duel Card may appear multiple
2-10r 2-0 | Move forward 3 spaces Stay times during the same game.
__ 1-0 Move forward 2 spaces Stay | EXCEPTION: If all other Duel Cards have already been
( used and are in the discard pile, the QR Duel Card
4 1-1 or 0-0 Stay Stay | remains in play and is no longer shuffled back into

-\ the deck.
DECISION % 77/ 3
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1,) DECISION DICE & DICE TOKENS

Each player starts the game with 3 Dice Tokens.

Dice Tokens allow players to risk positive
forward movement for the chance to move further.

WHEN CAN YOU USE A DICE TOKEN?

Whenever you earn positive forward movement from

a card, Quiz, Duel or any other game effect, you may

choose to replace that movement with a Decision Dice roll.

"lI Decide to take the risk before moving your pawn.

(2) Announce your decision.

(3) Spend 1 Dice Token.

4

(5 Ignore the originally earned movement and apply
the Dice result instead.

Roll both Decision Dice and add their values together.

‘ & 1 roll = 1 Dice Token.

Once a Dice Token has been used,
it is discarded and cannot be used again.

| Fach Decision Die has six sides: S p L (]

1-1-2-3-4-4

Fa

ACTION HE[.'K

UUIBK AL‘ T!ﬂﬂ BEL‘K

The player to your left
draws the top card and
reads it aloud.

Draw the top card and
follow its instructions.

Action Cards may contain
physical, skill-based,
creative, knowledge-based
or other challenges and

effects.

~ "

DECISION %

You have 15 seconds to
complete the challenge.

The reader may not
explain, give hints or
assist you in any way.
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TOTAL

RESULT

Move back 1 space

Stay

Move forward 2 spaces

Move forward 3 spaces

Move forward 4 spaces

@ @@ @W@®

Move forward 5 spaces,
then choose another player

Q CA Rﬂ HEEKS There are four types of card decks in the game.

to move back 1 space
/ N
Decision Dice may only replace
i positive forward movement.
@ .
They cannot be used to avoid
or replace negative effects.
\ /
F
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Used for direct competition
between two players.

The active player chooses
an opponent. The
challenged player must
participate.

The deck also contains
the QR Duel Card.

S!TUATIHH BEL‘K

L
Situation Cards may affect

one player, multiple players
or the entire table.

Some create temporary
effects that remain active
for a specified period.

Always follow the exact
instructions written on
the card.




13.) START quiz =

Before the game begins, all players complete
the Start Quiz on the Decision Break Platform.
@ All players answer the same questions.

@ Players may share smartphones if necessary.

@ Screens must remain clearly visible to
the other players while answering.

@ Each player moves forward the number
of spaces shown by their result.

[ Y The youngest player then starts the game. j

(
15.] CHECKPOINT SPACES ( F
e

There are Checkpoint spaces on the Game Board.

If a player finishes their movement exactly on a
Checkpoint, they complete the Checkpoint Quiz
on the Decision Break Platform.

@ CHECKPOINT = SAFE ZONE

Once you have reached or passed a Checkpoint,
%

/

you cannot be moved behind it later in the game
by any penalty or negative effect.

/

»» |f a later card, penalty or other effect would move you
behind your most recently reached Checkpoint,

you stop on that Checkpoint instead.

N >

QUIZ SPACES

There are three Quiz spaces on the Game Board:

(i) (i) )

When a player lands on a Quiz space, they complete
the corresponding Quiz on the Decision Break Platform.

@ 1

»» If a player passes over a Quiz space without
landing on it, the Quiz is not completed.

The player simply continues their movement.

The Quiz space determines
the number of questions.

?)

@ YOUR DECISION

When a player lands on a Your Decision space,
they choose which type of challenge to resolve:

(8 )(£)(@)(X)(?)

ACTION fé% SITUATION ~ DUEL auiz

If Quiz is chosen, the player also chooses:

[ 1 QUESTION « 3 QUESTIONS =« 5 QUESTtONS}

2> Then follow the instructions of the selected challenge.

-

i
et —
(&)

- hY
'|7 BHEBKPB’NT PRHTEE"HN @ You cannot be moved behind your most recently reached Checkpoint.
; : EXAMPLES
* ,
) PASSING OVER A CHECKPOINT ) LANDING ON A CHECKPOINT
You are 2 spaces before the Chec::kpmnt and move 3 spaces forward. You are 2 spaces before the Checkpoint and move 2 spaces forward,
@ | A B
II!EEKFMHT 4 A CHECKPOINT )
=,
You pass over the Checkpoint and land on space 31.
You do NOT complete the Checkpoint Quiz. You land exactly on the Checkpoint.
The Checkpoint still protects you from now on. You m_“"!':'lEtE the Checkpoint Quiz and move
You cannot be moved behind it. according to the result.
— e F
JENAL] XAM| SHUMIHH E‘ﬁl Eﬂ You would move back 5 spaces,
2 CHECKPOINT but Checkpoint Protection
; 5 tops you.
You are 3 spaces N bt ' Move back 3
28 | 29 T 31 32 E ‘ \ 5 spac -

past your most J g8 \/\ P ES

recently reached # " “_ STOP AT THE

Checkpoint. CHECKPOINT.
b i
DECISION # @




MOVEMENT DURING

ANOTHER PLAYER'S TURN l‘ -

If another player's card, Duel result or other game
effect moves your pawn, move it immediiately.

p
‘«u

Resolve that space at the beginning of your next turn.

1&\

Do not resolve the space you land on
immediately.

@)

Resolve thIS space

Another player Do not resolve

@ MULTIPLE PLAYERS

Any number of players may occupy
the same space.

2OEX

There is no additional effect unless a card
or game rule specifically states otherwise.

@
|

moves you. this space now. at the beginning
of your next turn.
2 N
& ' N
@ DELAYED & CONFLICTING EFFECTS
(Y DELAYED EFFECTS LI CONFLICTING EFFECTS
Some cards remain active beyond the current turn. If a card specifically contradicts a general
rule in this rulebook,
[ ] Keep these cards visible next to the
< : > ffected player until their effect ends,
£ ’?hencplacz tazm in the appmpri;te | [ * FOLLOW THE CARD. ‘
discard pile.

@ RESOLVING DISPUTES /68 @ TECHNICAL ISSUES

If players disagree about whether a challenge was
cumpleted sucr:esafully

the players who were not directly
involved decide by simple majority.

(ee
| fan

Their decision is final.

If no agreement can be reached,
draw a new card from the same deck
and complete the new challenge instead.

@ WINNING THE GAME

/N

If the Decision Break Platform or internet connection
is temporarily unavailable:

.~ Draw a new
" Duel Card.

». Draw a Quick
~ Action Card.

START /

CHECKPOINT QuIZ

After resolving the replacement challenge,
continue the game normally.

. Draw an
Action Card.

e
f | \ The first player to reach
:‘ . ;;, or pass the Finish space
# jfﬁ wins the game immediately.
M

o

L% ¢

No additional challenge
Is required.

DECISION % BREAK

@ THINK FAST. ACT FASTER. SURVIVE THE OUTCOME.




