DECISION BREAK
Official Rulebook
2–8 Players | Ages 14+ | 90–120 Minutes

Welcome to Decision Break
Every decision has consequences.
In Decision Break, you'll face unpredictable challenges that test your knowledge, creativity, speed, confidence and ability to perform under pressure. Every turn presents a new obstacle, every Duel is an opportunity to outplay your opponents, and every Quiz can dramatically change the course of the game.
Victory belongs to the player who adapts, thinks quickly and makes the right decisions when it matters most.
Will you play it safe, or take the risk?

Objective
The goal of the game is to become the first player to reach or pass the Finish space.
Throughout the game, players complete challenges, answer quiz questions, compete in Duels and overcome unexpected situations to move around the board.
The first player to reach the Finish immediately wins the game.

Components
Decision Break contains 200 cards and the following game components:
Game Components
· 1 Game Board
· 8 Player Pawns
· 3 Checkpoint Spaces
· Start Space
· Finish Space
Cards
· 3 Quiz Cards
· 1 Question
· 3 Questions
· 5 Questions
· 
· 21 Duel Cards
· 40 Quick Action Cards
 (15-second challenges)
· 40 Action Cards
 (30-second challenges)
· 46 Action Cards
 (60-second challenges)
· 50 Situation Cards

Digital Components
· Official Decision Break Quiz Platform
· Official Decision Break Duel Platform
· QR codes printed on selected cards
Additional Requirements
To play Decision Break, you will also need:
· At least two smartphones with internet access
· A timer or stopwatch
· Pen and paper for selected challenges

Before You Start
Before your first game:
1. Place the game board in the centre of the table.
2.  Shuffle all Action Cards together to create a single Action Deck.
3. Shuffle the Duel Cards.
4. Shuffle the Situation Cards.
5. Keep the three Quiz Cards in a separate mini deck.
6. Shuffle the Quiz Cards before every Quiz.
7. Every player chooses a pawn and places it on the Start space.
The youngest player takes the first turn.
Play then continues clockwise.

Core Rules
These rules apply throughout the entire game.
Card Priority
Whenever a card directly contradicts the rulebook, the card always takes precedence.

One Space Per Turn
Players only resolve the board space on which they begin their turn.
If a player moves onto another special space during their turn, that space is not resolved immediately.
Instead, it will be resolved at the beginning of that player's next turn.

Immediate Movement
Whenever a player is instructed to move forward or backward, the movement happens immediately.

Repeat Spaces
Board spaces never become inactive.
If you land on the same space multiple times during the game, you resolve its effect every time.

Majority Decision
If a rule is unclear or a disagreement occurs that is not covered by this rulebook, all non-participating players decide by simple majority.

Turn Overview
Every player follows the same sequence during their turn.
Step 1 – Resolve Your Space
Resolve the effect of the board space your pawn is currently occupying.
This could be:
· Action
· Quiz
· Duel
· Situation
· Start
· Checkpoint

Step 2 – Complete the Challenge
Follow all instructions given by the card or the online platform.
If a challenge has a time limit, the other players are responsible for measuring the time.

Step 3 – Apply the Result
Move your pawn exactly as instructed.
Movement is always immediate.

Step 4 – End Your Turn
Your turn ends immediately after all movement or your task have been completed.
The next player begins their turn.

Example Turn
Emma begins her turn on an Action Space.
She draws a 30-Second Action Card.
She successfully completes the challenge.
The card instructs her to move forward 2 spaces.
Emma moves two spaces and lands on a Quiz Space.
Her turn immediately ends.
She does not play the Quiz yet.
The Quiz Space will only activate at the beginning of Emma's next turn.









The Game Board
The game board is made up of several different space types. Each space triggers a specific effect when a player begins their turn on it.
During the game, you will encounter the following spaces:
· Action Spaces – Complete a physical or mental challenge against the clock.
· Quiz Spaces – Test your knowledge through the official online quiz platform.
· Duel Spaces – Challenge another player in a head-to-head contest.
· Situation Spaces – Resolve unexpected events that can help or hinder any player.
· Checkpoint Spaces – Permanent safety points that protect your progress.
· Start – Where every player begins the game.
· Finish – The final destination. The first player to reach or pass this space wins the game.

Board Space Activation
A board space is activated only when a player begins their turn on it, unless a card or game effect specifically states otherwise.
Moving onto another special space never activates that space immediately.
Instead, it is resolved at the beginning of that player's next turn.
If a player is moved during another player's turn, they immediately move their pawn to the new space but do not resolve its effect until the start of their own next turn.
Board spaces may be activated any number of times during the game.

 Example
Oliver ends his turn on a Duel Space.
Before his next turn begins, another player's Situation Card moves him onto an Action Space.
Oliver does not draw an Action Card immediately.
Instead, he will resolve the Action Space when his next turn begins.

ACTION SPACE
Landing on an Action Space means it's time to complete a timed challenge.
Draw the top card from the Action Deck and follow its instructions immediately.
The Action Deck contains three different types of challenges:
· Quick Action Cards (15-second challenges)
· 30-Second Action Cards
· *60-Second Action Cards
All Action Cards are shuffled together into a single deck before the game begins.
Unless a card specifically states otherwise, its effects are applied immediately after the challenge has been completed.

Quick Action Cards
Quick Action Cards are designed to test your ability to think and react under intense time pressure.
Procedure
1. The player sitting to the left of the active player draws the card.
2. They read the challenge aloud exactly as written.
3. They announce:
"Time starts."
1st From that moment, the active player has 15 seconds to complete the challenge.
Rules
· The reader may repeat the challenge.
· The reader may explain the challenge.
· The reader may not provide hints or assistance.
· Other players are responsible for measuring the time.
· If the player on the left cannot read the card, the player on the right takes over.
If the challenge is not successfully completed before time expires, it is considered failed.

30-Second Action Cards
The active player draws the card and reads it aloud.
The challenge must be completed within 30 seconds.
Unless the card states otherwise, its effect is applied immediately after the challenge has been completed.
If the challenge is not completed before the time limit expires, it is considered failed.

60-Second Action Cards
The active player draws the card and reads it aloud.
The challenge must be completed within 60 seconds.
Unless the card states otherwise, its effect is applied immediately after the challenge has been completed.
If the challenge is not completed before the time limit expires, it is considered failed.

⚠ Refusing an Action Card
A player may refuse to attempt an Action Card.
Unless the card specifically states otherwise, refusing the challenge immediately moves that player back 2 spaces.
If the card specifies a different penalty for refusing, the instructions on the card always take precedence.

 Example
Sophia lands on an Action Space and draws a 60-Second Action Card.
She successfully completes the challenge.
The card instructs her to move forward 2 spaces.
Sophia immediately moves her pawn two spaces.
Since she lands on a Situation Space, she does not draw a Situation Card now.
She will resolve that space at the beginning of her next turn.

QUIZ SPACE
Landing on a Quiz Space puts your knowledge to the test.
Unlike other challenges, Quiz Spaces are played using the official Decision Break Quiz Platform.
Each Quiz consists of multiple-choice questions that must be answered within a limited amount of time.

Starting a Quiz
When you begin your turn on a Quiz Space:
1st Draw one Quiz Card at random.
2nd Scan the QR code printed on the card.
3rd Start the corresponding quiz on the official platform.
4th Answer every question before the timer expires.
5th Apply the movement shown by the final result screen.
The Quiz Card determines how many questions you will answer.
Players never choose the difficulty themselves.

Quiz Cards
There are three different Quiz Cards in the game.
1-Question Quiz
A short knowledge challenge consisting of one question.
Scoring:
· 1 correct answer: Move forward 1 space.
· 0 correct answers: No effect.

3-Question Quiz
A balanced knowledge challenge consisting of three questions.
Scoring:
· 0 correct answers: Move back 1 space.
· 1 correct answer: Move forward 1 space.
· 2 correct answers: Move forward 2 spaces.
· 3 correct answers: Move forward 3 spaces.

5-Question Quiz
The most rewarding Quiz in the game.
Scoring:
· 0–1 correct answers: Move back 1 space.
· 2 correct answers: Move forward 1 space.
· 3 correct answers: Choose one opponent to move back 1 space.
· 4 correct answers: Move forward 3 spaces.
· 5 correct answers: All opponents move back 2 spaces.

Quiz Rules
The following rules apply to every Quiz.
· Every question has four possible answers.
· Only one answer is correct.
· Each question has a 10-second time limit.
· If the timer expires before an answer is submitted, the question is automatically counted as incorrect.
· Once an answer has been submitted, it cannot be changed.
· Multi-question Quizzes must always be completed in full, even if earlier questions were answered incorrectly.
At the end of the Quiz, the platform immediately displays the final result and any required movement.

Digital Platform
The official Decision Break Quiz Platform is considered part of the game.
The result displayed by the platform is final and must be applied immediately.
If the platform awards movement or affects another player, those effects are resolved immediately.

 Example
Lucas draws a 5-Question Quiz Card.
He answers four questions correctly.
The platform displays:
Move forward 3 spaces.
Lucas immediately moves his pawn three spaces.
He lands on a Duel Space.
Since movement never activates a new space immediately, Lucas does not start a Duel.
He will resolve the Duel Space at the beginning of his next turn.

Important
A player may receive movement during another player's Quiz.
For example, a player who answers all five questions correctly causes all opponents to move back 2 spaces.
Those opponents move immediately.
However, they do not activate the spaces they land on.
Instead, they resolve those spaces at the beginning of their next turn.

DUEL SPACE
Landing on a Duel Space allows you to challenge another player in a head-to-head contest.
Duels test a wide range of skills, including speed, knowledge, coordination, creativity and decision-making.
Winning a Duel rewards progress, while losing may slow you down.

Starting a Duel
When you begin your turn on a Duel Space:
1. Choose one opponent.
2. Draw the top Duel Card.
3. Read the challenge aloud.
4. Complete the Duel.
5. Apply the result immediately.
The challenged player may not refuse the Duel unless a game rule specifically allows it.

Choosing an Opponent
The active player may challenge any opponent.
However, the same player may not be challenged in two consecutive Duels.
If only one valid opponent remains, that player must be challenged.

Duel Cards
Each Duel Card explains how the challenge is played.
Some Duels are physical.
Some are mental.
Some use the official Decision Break online platform.
Always follow the instructions printed on the card.
If a Duel Card directly contradicts the rulebook, the card takes precedence.

QR Duels
Some Duel Cards contain a QR code.
These cards use the official Decision Break Duel Platform.


Starting a QR Duel
1. Both players scan the QR code.
2. One player creates a Duel Room.
3. The other player joins using the displayed room code.
4. The online Duel begins.

How QR Duels Work
Each QR Duel consists of three estimation rounds.
For every round:
· Both players receive the same question.
· Both players submit a numerical answer.
· Each round has a 10-second time limit.
The player whose answer is closest to the correct value wins the round.
If both answers are equally close, the faster submission wins the round.
If a player does not submit an answer before time expires, they automatically lose that round.

Duel Results
After all three rounds have been completed, the platform determines the winner.
3–0 Victory
Winner
· Move forward 2 spaces
Loser
· Move back 1 space

2–1 Victory
Winner
· Move forward 1 space
Loser
· No effect

Draw
If the Duel ends in a draw, both players move forward 1 space.
The platform automatically determines whether a Duel is a draw.

QR Duel Card Rule
QR Duel Cards work differently from all other Duel Cards.
After a QR Duel has been completed:
· Return the QR Duel Card to the Duel Deck.
· Shuffle the Duel Deck thoroughly.
This allows the QR Duel Card to appear multiple times during the game.


Final QR Duel Card
If the QR Duel Card is the last remaining Duel Card in the Duel Deck, do not return it.
From that point onward, every Duel Space triggers an online QR Duel for the remainder of the game.
No further Duel Cards are drawn.

Health & Accessibility
If a player is genuinely unable to complete a physical Duel because of a medical condition or physical limitation, draw a new Duel Card.
Players may not use this rule simply because they dislike a challenge.
If there is disagreement, all non-participating players decide by majority vote.

 Example
Daniel lands on a Duel Space.
He challenges Emma.
A QR Duel Card is drawn.
Daniel wins the Duel by 2 rounds to 1.
Daniel moves forward 1 space.
Emma does not move.
The QR Duel Card is returned to the Duel Deck.
The Duel Deck is shuffled before the next Duel.

Important
Players may be moved during another player's Duel.
These movements are applied immediately.
However, any newly reached board spaces are never activated immediately.
Instead, those spaces are resolved when that player's next turn begins.

SITUATION SPACE
Landing on a Situation Space introduces an unexpected twist to the game.
Situation Cards represent random events that can reward clever players, punish unlucky ones, or affect everyone at the table.
Some Situation Cards only affect the active player, while others may affect multiple players at once.
Always follow the instructions printed on the card.

Resolving a Situation Card
When you begin your turn on a Situation Space:
1st Draw the top Situation Card.
2nd Read it aloud so that all players can hear it.
3rd Immediately resolve the instructions on the card.
4th Discard the card unless it specifically instructs otherwise.
If the card affects multiple players, resolve all effects immediately.

Movement Effects
Many Situation Cards instruct one or more players to move.
Whenever a player is instructed to move:
· Move the pawn immediately.
· Do not resolve the new board space.
· The new space is resolved only at the beginning of that player's next turn.
This rule applies even if the movement occurs during another player's turn.

Affecting Multiple Players
Some Situation Cards affect every player.
Others affect only players who meet a specific condition.
Only players who satisfy the condition are affected.
Players who do not meet the requirement simply ignore the card.

 Example
The Situation Card says:
Anyone wearing glasses moves forward 1 space.
Three players are wearing glasses.
Each of those players immediately moves forward one space.
No player activates the new space they land on.
Instead, those spaces are resolved at the beginning of each player's next turn.

Checkpoint Protection
Checkpoint protection always applies.
If a Situation Card would move a player behind their most recently reached Checkpoint, place that player's pawn on the Checkpoint instead.
Players can never move behind their latest Checkpoint.

Important
Situation Cards may trigger several movement effects during the same turn.
Resolve each movement completely before resolving the next one.
If multiple players are instructed to move, resolve them one at a time in clockwise order, starting with the active player unless the card specifies a different order.

 Example
Anna draws a Situation Card that says:
All players move back 1 space.
Starting with Anna and continuing clockwise, each player moves back one space.
One player is protected by a Checkpoint and remains on it.
Another player lands on a Duel Space.
That Duel Space is not activated immediately.
It will be resolved when that player's next turn begins.

START & CHECKPOINTS
The Start and Checkpoint spaces are unique.
Unlike all other spaces on the board, they cannot simply be left by rolling or drawing a card.
To leave either space, players must successfully complete a 3-Question Quiz.

START SPACE
Every player begins the game on the Start space.
Before moving onto the main board for the first time, players must complete a 3-Question Quiz using the official Decision Break Quiz Platform.
Draw the 3-Question Quiz Card, scan the QR code and complete the quiz.
Start Quiz Results
	Correct Answers
	Result

	0
	Remain on the Start space

	1
	Move forward 1 space

	2
	Move forward 2 spaces

	3
	Move forward 3 spaces


There is no limit to the number of attempts.
A player remains on the Start space until they answer at least one question correctly.

 Example
Chris begins the game on the Start space.
He answers 0 out of 3 questions correctly.
Chris remains on the Start space.
On his next turn, he attempts another 3-Question Quiz.
This time he answers 2 questions correctly and immediately moves forward 2 spaces.

CHECKPOINT SPACES
Checkpoint Spaces serve as permanent save points during the game.
Once a player reaches a Checkpoint for the first time, it becomes that player's latest Checkpoint.
From that moment onward, that player can never be moved behind it.
Whenever an effect would move a player beyond their latest Checkpoint, the movement immediately stops on the Checkpoint instead.

Leaving a Checkpoint
Checkpoint Spaces use exactly the same rules as the Start space.
To leave a Checkpoint:
1st Draw the 3-Question Quiz Card.
2nd Scan the QR code.
3rd Complete the quiz.
4th Apply the result immediately.
Checkpoint Quiz Results
	Correct Answers
	Result

	0
	Remain on the Checkpoint

	1
	Move forward 1 space

	2
	Move forward 2 spaces

	3
	Move forward 3 spaces


Players may attempt the quiz as many times as necessary.

Checkpoint Protection
Checkpoint protection is always active.
Whenever a card, Duel or Quiz effect would move a player behind their latest Checkpoint, place their pawn on the Checkpoint instead.
Checkpoint protection cannot be ignored unless a future expansion or a card explicitly states otherwise.

 Example
Emma has already reached Checkpoint 2.
Later in the game she loses a Duel that would normally move her back 4 spaces.
Those four spaces would place her behind Checkpoint 2.
Instead, Emma simply moves back to Checkpoint 2.

 Example
Oliver lands exactly on Checkpoint 1.
On his next turn he attempts the required 3-Question Quiz.
He answers only one question correctly.
Oliver immediately leaves the Checkpoint and moves forward 1 space.

Important
Checkpoint protection only prevents players from moving behind their latest Checkpoint.
Players may still move freely between their latest Checkpoint and the Finish space.
If a player later reaches another Checkpoint, it immediately becomes their new latest Checkpoint and replaces the previous one.

GENERAL RULES & EXCEPTIONS
The following rules apply throughout the entire game unless a card explicitly states otherwise.

Card Priority
Whenever the instructions on a card directly contradict the rulebook, the instructions on the card always take precedence.

Running Out of Cards
If the Action Deck, Situation Deck, or Duel Deck runs out of cards, immediately shuffle its discard pile to create a new draw deck.
The game continues without interruption.
Exception – QR Duel Card
If the final remaining Duel Card is a QR Duel Card, do not reshuffle it into the Duel Deck.
From that point onward, every Duel Space triggers an online QR Duel for the remainder of the game.

Movement During Another Player's Turn
Some cards, Duels and Quiz results may move players during another player's turn.
Whenever this happens:
· Move the affected pawn immediately.
· Do not resolve the new board space.
· The new space is resolved only when that player's next turn begins.
There is no limit to the number of movement effects a player may receive before their next turn.

 Example
During Sarah's turn, Michael loses a Duel and moves back one space.
Later in the same round, another Situation Card moves him back two additional spaces.
Michael immediately applies both movements.
When his turn begins, he resolves the board space where his pawn is currently standing.

Simultaneous Effects
If multiple players are affected by the same card or game effect, resolve their movement one player at a time.
Unless the card specifies a different order, begin with the active player and continue clockwise.

Refusing Challenges
Players may refuse Action and Situation challenges.
Unless the card explicitly states otherwise, refusing a challenge immediately moves that player back 2 spaces.
If a card specifies a different penalty, the instructions on that card take precedence.
Duel challenges may not be refused.
The only exception is when a player is genuinely unable to complete a physical Duel due to a medical condition or physical limitation.
In that case, draw a new Duel Card.

Checkpoint Protection
Checkpoint protection is always active.
Whenever a player would move behind their most recently reached Checkpoint, stop that movement on the Checkpoint instead.
A player can never move behind their latest Checkpoint.

Majority Decisions
If a situation is not covered by this rulebook, or if players cannot agree on how a rule should be interpreted, all non-participating players decide by simple majority.
Their decision is final for the current game.

Digital Platform
The official Decision Break online platform is considered part of the game.
Any result displayed by the platform is immediately applied and is considered final.

Technical Issues
If the online platform becomes temporarily unavailable:
1st Wait up to 2 minutes.
2nd Refresh the page or reconnect if possible.
3rd If the issue persists, replace the challenge with a physical challenge of the same type whenever possible.
4th The cancelled digital challenge has no further effect.

Winning the Game
The game ends immediately when a player reaches or passes the Finish space.
Any remaining effects that have not yet been resolved are ignored.
There is no final challenge.

 Example
Emma reaches the Finish space during her turn.
Another player's Situation Card would normally move every player back one space.
Since Emma has already reached the Finish, the game ends immediately and the Situation Card is ignored.

RULES REFERENCE
Use this section whenever you need a quick answer during the game.

Can I activate a space immediately after moving onto it?
No.
Board spaces are only resolved when you begin your turn on them, unless a card explicitly states otherwise.

Can I move during another player's turn?
Yes.
Whenever a card, Duel or Quiz instructs you to move, do so immediately.
Do not resolve the space you land on until the beginning of your next turn.

What happens if a deck runs out of cards?
Immediately shuffle that deck's discard pile to create a new draw deck.
Exception
If the last remaining Duel Card is a QR Duel Card, do not reshuffle it.
From that moment onward, every Duel Space becomes a QR Duel.

Can I refuse a challenge?
You may refuse an Action or Situation challenge.
Unless the card states otherwise, refusing moves you back 2 spaces.
Duel challenges cannot be refused, except in the case of a genuine medical or physical limitation.

Can I challenge the same player twice in a row?
No.
The same player may not be challenged in two consecutive Duels whenever another valid opponent is available.

What happens if I return to a space I have already visited?
Resolve it again.
Board spaces never become inactive.

What if several players move at the same time?
Resolve their movement one player at a time.
Unless a card specifies a different order, begin with the active player and continue clockwise.

Does Checkpoint protection always apply?
Yes.
A player can never move behind their most recently reached Checkpoint.

Who decides if a rule is unclear?
All non-participating players decide by simple majority.
Their decision applies for the remainder of the current game.

What happens if the QR platform becomes unavailable?
Wait up to 2 minutes.
If the issue continues, replace the challenge with a physical challenge of the same category whenever possible.
The cancelled digital challenge has no further effect.

Does the game end immediately?
Yes.
The first player to reach or pass the Finish space wins immediately.
Any remaining unresolved effects are ignored.

GLOSSARY
Active Player
 The player whose turn is currently being resolved.

Action Deck
 The deck containing all 15-second, 30-second and 60-second Action Cards.

Checkpoint
 A permanent save point that prevents players from moving behind it.

Challenge
 Any Action, Duel, Situation or Quiz that must be completed.

Draw
 A Duel with no winner.

Opponent
 Any player other than yourself.

Resolve
 To complete the effect of a board space, card or game instruction.

Trigger
 An effect that immediately becomes active.

QR Duel
 A Duel played through the official Decision Break online platform.

QR Quiz
 A Quiz played through the official Decision Break online platform.

Turn
 The complete sequence of resolving a space, completing a challenge, applying movement and ending play before the next player begins.

PUBLISHER'S NOTE
Every decision has consequences.
Some choices reward boldness.
Others reward patience.
Sometimes luck will be on your side.
More often, victory belongs to the player who adapts, stays focused and makes the best decisions under pressure.
Thank you for playing Decision Break.
Good luck—and enjoy the game.
