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DECISION ISLAND 
5
5
5
 

….. and you will meet your groundhog daily…?! 

 

 

 

 

 

 

 

 

 

 

 

 

 

„Decision-making … is ALWAYS a prognosis…!“ 
Olga Skrebec. 

 

The quality of decisions determines the resilience of management processes. The safer, prudent and relevant 

a decision is taken with regard to the persons concerned, the better it can be put into practice. The better it 

is enforceable, the more it will strengthen- skilful guidance assumed- in-house cooperation and the more it 

will increase management efficiency. Is it possible to professionalize this , to speed it up and to pass it on to 

other managers? Yes– with „DECISION ISLAND 5
5

5 “.  Objective: more courage to make decisions - more 

courageous decision-making! 

 

Decision Making Training Game 

based on the 5-5-5-Methode  
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How does “DECISION ISLAND 5
5

5” work? 

We invite the participants to  “visit“ an imaginary island. This island is a room comprising space and time 

where the relevant interrelations of a management decision are meticulously reviewed in an introductory 

and analytical part on the one hand (1. day), and on the other hand by applying the presented methods to 

an admittedly slightly adventurous card game with ensuing appraisal (2. day). The result is a training cycle of 

systematically methodized decision processes in proceedings that take into account the peripherals of the 

decisions in a systemic way. 

 

Objective & methodology of the tool 

Regarding „decision(-making)“ as creation and being able to apply it to your daily business routine.  

Decision-making training: 

 Reaching decisions faster, systematically and after throrough consideration of all relevant aspects 

 Supporting intuitive approaches systematically with cognitive ones and matching them  

 Routinizing and automating analysis-, evaluation- and communication processes   

 Substantiating the credibility of one’s own decision process for oneself 

 Substantiating the credibility of one’s own decision process for the persons concerned  

 The ability to make decisions in complex or drastic situations must be „sold“! 

This is when „decision-making“ (=management) turns into „leadership“  

Result: growing determination for decision-making.  

Intro: What is a "decision"? Operative factor fields - dimensions - performance 
parameters

Moderated analysis of three company examples

Method application: "Histographic dilemma analysis"

"The Game": Transfer of the corporate world into a game story

"The Game": Round 1-5, better, faster, smarter ... every time!

Specialization module on communication techniques : Handling of intra-
company inertia

Specialization module on communication techniques: Dealing with difficult  
superiors
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The Game: 

Have you ever wished you could turn back time? Have there ever been factors in decision-making situations that you 

did not take into account until the decision was already made and that you would have liked to include? Are you also 

sometimes haunted by the proverbial saying: „Hindsight is easier than foresight“?  

In order to prevent the latter and to make the former happen, the game DECISION ISLAND  offers an interactive scenary 

of planning and coincidence, uncertainty and certainty, anticipation and retrospection in the context of a complex 

decision-making situation. The objective is to determine all parameters that are necessary for the decision-making 

situation and to implement those in a convincing way by systematically running through/playing out a situation 

several times in succession. 

Based on the idea of the movie „Groundhog day“ the participants will be faced with/be placed in a situation in the 

context of a game scenario which must be solved and is based on a difficult and far-reaching decision to be made 

within the game. This decision is accompanied by hidden factors that are not obvious at the first sight and must 

therefore be carefully identified. The participants are provided with various resources in the form of playing cards, but 

whether they succeed or fail (in the game) is mainly determined by the participants‘ actions themselves. The gameplay 

is based on a card game. Elements of „pen & paper“ game techniques enable/allow us to create individual decision-

making situations within a game that is played with the aid of cards, a twenty sided die and a scenario book. These 

decision-making situations are implemented by the game master in a dynamic way.  

The film idea of a constantly repeating day is initiated by the participants‘ „failing“ within the game. In the first run-

through the participants are confronted with a very intransparent situation, in which it is nearly impossible to 

immediately take all relevant factors into account. This is additionally impeded by the role allocation during the game, 

which on the one hand generates the individual character of the learning curve, but on the other hand confines story 

options. All this makes it nearly impossible to make the right decision. If the participants reach a point where the whole 

story line of the game fails, time will be turned back and the whole game begins again with a reallocation of roles. 

Additionally, there are coincidence factors with every reopening of the game which may occur on and off and are 

determined by the dice. Therefore it is crucial for the participants not only to base their decisions on previous 

experiences, but also to be able to assess/identify future risks and to consider them in the decision-making process as 

well.  

 

 


