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Thank you for choosing our games!
If you have any questions or doubts, write to us – GrowinGame.com/contact

Also, feel free to suggest any developments or improvements to our products.

How to prepare well for conducting the game?

GrowinGame.com/preparation – here you will find important and updated 
information to help you conduct this and our other games effectively. Make sure 
you are familiar with it, particularly if you are to conduct our game for the first time.

Edition 1

© GrowinGame.com

2

https://www.growingame.com/contact
https://www.growingame.com/preparation/
https://www.growingame.com/preparation/
https://www.growingame.com/preparation/
https://www.growingame.com/preparation/


30 days

TABLE OF CONTENTS

About the game  ....................................................................................................................   4

Gaming materials  .................................................................................................................   5

The course of the game  .......................................................................................................   6

Example statements of the participants  ..........................................................................  12

Printouts  ..............................................................................................................................   14
Instructions – CEO    ............................................................................................................................     15

Instructions – Directors    ....................................................................................................................     20

Instructions – Production Managers    ..............................................................................................     25

Instructions – Production Operatives    .............................................................................................     29

Instruction to Observer    ....................................................................................................................     32

Tasks    ..................................................................................................................................................     33

Points    .................................................................................................................................................     37

Task Table    ..........................................................................................................................................     38

Answers Chart    ...................................................................................................................................     39

Participants Assignment Table    ........................................................................................................     40

Table Numbers    .................................................................................................................................     41

Game Plan    .........................................................................................................................................     45

Competency Model – Change Management    .................................................................................     47

Terms and Conditions of Licence  .....................................................................................  48

© GrowinGame.com

3



30 days

About the game

'30  Days' is  a  simulation  game  which  transports  the  players  to  the  final  month  of  an  economic
slowdown.  They  are  in  charge  of  a  small  shipyard  and  their  task  is  to  survive  the  final  30  days
of the difficult  situation.  A positive financial result  at the end of the month will  mean that the aim
has been achieved. A negative result will portend bankruptcy.

At a moment as difficult as this, no simple solutions or quick compromises will do. There are a few
possible options:  e.g.  lay-offs,  employment  structure modification or  production restructuring.  One
thing is certain – changes are inevitable. 

Time is  pressing – 30 days in 30 minutes.  It  is  astonishing how much can be  learnt about change
management in such a short time.

The game is a unique juxtaposition of confronting viewpoints of people holding different positions
within the company. It allows one to see the anxieties and intentions of all the parties to the important
change processes taking place in the enterprise. The game will enable you and your group to identify
the sources of employees’ resistance to change, as well as the key determinants of successful change
implementation.

The competency model the game is based on can be found on page 47.

The competencies developed:

• change process planning
• reacting to change
• communicating change
• process management
• effects analysis

Additional objectives:  

• Experiencing the situation of organizational changes.
• Identifying factors which are the source of employees' resistance to changes.
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Gaming materials

Printable Handouts

Title Page How many copies to print out?

Instructions – CEO 15 – 19 1

Instructions – Directors 20 – 24 1 per each 2 participants playing this role

Instructions – Managers 25 – 28 1 per each 2 participants playing this role

Instructions – Operatives 29 – 31 1 per each 2 participants playing this role

Instruction to Observer 32 1 per observer*

Tasks 33 – 36 1 

Points 37 1 

* Include this role if the number of participants exceeds 20.

Trainer’s Printouts

Title Page

Task Table 38

Answers Chart 39

Participants Assignment Table 40

Table Numbers 41 – 44

Game Plan 45 – 46

Competency Model 47
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Also, prepare the following:

 The [Task Table] to be projected on the screen – download the corresponding  [---] or  [---] file.
Alternatively, you can copy the [Task Table] down on a flip chart.

 A flip chart and markers.

 Tables at which the players sharing the same role will sit; the tables should be as far away from
each other  as possible.  See to  it  that  the  size of  the  tables  is  appropriate  for  the  number
of people  in  particular  teams  (the  Production  Operatives’  table  should  be  correspondingly
larger). Keep the following arrangement:

1 2

4 3

The course of the game

1. An introduction to the game

Invite the participants to play the game, briefly indicating its main objectives.

In a moment, you will take up the roles of employees of a shipyard under the name of Nord Boats. It is
a small but very much a dynamically developing company. At least so far... Unfortunately, the company,
as so many others, has been rather seriously afflicted by the current economic stagnation.

You are now at a very special moment. You are facing the last month of the economic stagnation. If you
manage to survive, your shipyard will regain its former glory. If you fail, it will go under.

Point out the consecutive stages of the game – for the sake of dynamics, note them down in advance
and put the list up on the flip chart or in the presentation.

Contest for Posts (30 min.) – First, we will have a contest to decide which position each of you will hold.
There are the following vacancies to take – the CEO, Directors, Productions Managers and Production
Operatives.
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The game proper (30 min.) – Thereafter I  will give you detailed instructions. You will  have 30 minutes
to save your company. These 30 minutes are 30 days.  Your decisions should translate into a positive
financial result – then the company will survive. If the shipyard records a loss – you’ll go bankrupt.

The game debrief (60 min.) – When the role play comes to an end, we will discuss the course it took and
draw some conclusions.

2. Contest for Posts
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•

•

•

•

3. The game proper

Distribute  the  appropriate  instructions  among the participants.  Answer  the  questions,  if  any.  Start
counting down time the time (30 minutes), once everyone is ready.

If  you  have  appointed  observers,  inform  the  participants  that  these  are  allowed  to  move  around
the room asking questions, but they cannot give any information themselves.

Important:

• The game participants are also allowed to move around the room and approach the other
teams. However, do not give them this information, unless they specifically ask about it.

• Remind the players how much time they have – 10, 5 and 2 minutes before the end.
• If, as the game draws to a close, the participants are still not ready, try to "pressurize" the CEO

or the Board into taking their final decision on the production organization and job allocation.
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You may also give them additional two minutes.
•

•

•

Game playing experiences

If the number of players is between 8 and 20 people – it is possible for them to achieve a positive
financial result.

The structure of the game allows the participants to choose one of the two solutions:
• downgrading some of the Directors and Managers
• reorganizing the production – introducing some additional products and consequently paying

some Operatives only half their normal earnings

Some  mixed  strategies  are  possible,  too.  However,  a  positive  financial  result  cannot  be  achieved
without implementing significant changes. 

That  is  why  the  Production  Operatives  will  most  probably  insist  on  modifying  the  structure
of employment – downgrading some Directors and Production Managers. The Board and managerial
staff,  on  the  other  hand,  are  likely  to  insist  on  modifying  the  structure  of  production  through
introducing some new and more profitable products.

Usually, once they have familiarized themselves with their instructions, the CEO and the Directors join
forces and initiate talks with each other. Before they take a stance, they need to confer. And so they
start analysing the data.

At  the  very  same time the  Production Managers  are  also busy  analysing  the  data  and examining
the available options – so they duplicate the Board's work.
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The Production Operatives  do not tend to seize initiative.  Weary of  it  all,  increasingly  anxious and
reduced to conjecture, they begin to predict worst-case scenarios. They join forces and devise plans
to defy the Board's proposals.  They consider sacrifice ("We could give up half  our pay for just one
month") and defiance ("Well, we'll see about that") or other options ("I'm starting to look for a new job").

The level of the Operatives' trust in the Board and the managerial staff falls as time goes by – the more
so the longer the management remain inattentive to the workers' anxious mood. Distrust and gradual
emergence of the "us – them" divide can often be seen in the participants' utterances (e.g. "Director
himself to see us? What ever happened?").

Even before they come up with a solution, the Board of Directors may send a representative to sound
out the Operatives' opinions. Sometimes this is where the workers are being intimidated ("We want
to pull together and you just won't do that. We can get you fired").

Usually, it is only towards the end of the time limit that the Board initiates talks with the other teams.
It is too late for discussion, though, so most often the Directors impose their decisions and solutions
on the Managers ("Your calculations are appreciated but differ from ours", "I have the argument of staff
lay-offs"). After that the Board (or the CEO) go to talk to the Production Operatives, who by then are
already prejudiced and strongly united. They have not been involved in the process of change and most
probably they'll react with resistance.

How the game will  end up depends heavily  on the solution put forward by the Board.  Unpopular
decisions result in the workers' defiance. Unless the production is reorganized, both the Directors and
Managers will suffer. Whether they perceive this change as a loss will depend on how much they were
involved in the planning. If the production is reorganized, the Operatives will suffer. They will certainly
make the other parties feel that, too.

Very seldom does it happen that the Board, from the very start, get the Managers and the Operatives
involved in a discussion about the planned change and the way to implement it. If it does take place,
the game debrief generates many interesting conclusions, too.

When observing the game, don’t only concentrate on the final result, but most of all on the process
of deciding about change and the behaviour of particular team members.

4. The game debrief

Use the following questions to get the participants out of the roles they played:

•

•
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•

•

•

•

•

•

•

Application questions:

• How are you now going to alter your way of reacting to and managing change?
• What are you going to keep on doing?
• What are you going to stop doing?
• What goals are you now going to set yourselves in your work?
• What will help you achieve your goals? What would you like to take care of?
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Example statements of the participants

The CEO (on his own and the Board's behalf):

• We were preoccupied.
• We sought to develop a strategy.
• We didn't want to burden the others with responsibility.
• We had to take a decision.
• We felt responsible.
• We should have provided more information.
• We failed to stay in touch with the workers.

The Board of Directors:

• We could have made lay-offs.
• We thought we were fighting a losing battle.
• We thought we were in for a conflict, that they would protest.
• We thought we had to quiet the troublemakers.
• We were overworked.
• It was chaos.
• We didn't know how they would react if we imposed it on them.
• We were ready to pull together and negotiate.
• The operatives were all mouth and no action.

The Production Managers:

• We failed to put our heads together.
• We did more work than anyone else.
• We didn't have enough time to take a stand.
• The proposed demotions took us by surprise.
• We didn't feel any responsibility.
• We missed a sense of unity.
• We construed the demotion as a loss.

The Production Operatives:

• We felt aimless and dull.
• We were fighting a losing battle.
• There was a lack of communication with the Board.
• We didn't know how to negotiate with them.
• We didn't know their standpoint.
• We felt insecure – this made us defiant.
• We felt disregarded.
• We came together and discussed how to put up resistance.
• There was such a mess.
• We failed to pull together.

© GrowinGame.com
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Participants’ conclusions after the game

We should:

• Show more initiative.
• Make sure that the employees know that they can take initiative.
• Communicate with the superiors.
• Present the situation.
• Pass on more information downwards.
• Improve motivation.
• Foster a sense of unity.
• Make use of the most active employees.
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Instructions – CEO

Congratulations on your appointment as the CEO of Nord Boats. Your task is to manage the Company
by taking correct decisions.
You have just entered the last month of economic stagnation. Familiarize yourself with the information
below, for these 30 days will determine the Company's future.

About the Company

Nord Boats has operated in the small  shipyards sector for 10 years. Unlike most other businesses
of this kind, you sell  approximately 95% of your products in the domestic  market and only 5% are
exported. As a result, you have not had too many competitors, because the majority of other small
shipyards have generally been trading abroad. Your growth so far is best represented by the fact that
the Company began as a two-person business.

Last year was rather harsh to all sectors of the economy, though. The recession affected the ship and
boat building industry, too. Seeking new customers, your competitors have launched intensive sales
campaigns, also in your market area. This changed your situation dramatically.

Prices

•

•

•

•
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Pay






Production

It  is  possible  that  you  will  have  to  resume  the  production  of  various  types  of  boat  in  addition
to the rowing boat. At the moment, your production line does not allow that. You may, however, invest
in the necessary tools:

•

•

•

•

•

•

•

Jobs
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A win

At the end of the month, calculate your financial result – by deducting the costs from the income.
If the result is positive, you will have achieved your aim and saved Nord Boats.
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A summary of the most important information

•

•

•

•

•

•

•

•

•

•

•

•

•

•

•

•

◦

◦

•

•

•
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•

•

•

© GrowinGame.com

19

This part is only available with the full version of the game.

https://www.growingame.com/training-games/30-days/


30 days

Instructions – Directors

•

•

•

•
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•

•

•

•

•

•

•

•

•

•

•
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•

•

•

•

•

•

•

•

•

•

•

•

•

•

•

•

◦

◦

•

•

•
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•

•

•
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Instructions – Production Managers

•

•

•

•
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•

•

•

•

•

•

•

•

•
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•

•

•

•

•

•

•

•

•

•

•

•

•

•

◦

◦

•

•

•
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•

•

•
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Instructions – Production Operatives
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•

•

•

•

•

•

•

•

•

•
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Instruction to Observer

If you are just watching the game, you can notice more than those actually playing it, regardless of their
particular roles. Take down your observations which may help to answer the following questions:

What makes it difficult for the participants to implement change?

What helps the participants in implementing change?

What do you think could facilitate their work on change implementation?
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Tasks



Place of Work Place of Work

The CEO's table is next to the Directors' table.
The Production Managers sit next

to the Production Operatives.

Place of Work Place of Work

The Production Managers do not sit
next to the Directors.

When they turn to face the CEO's table,
the Production Operatives have the Production

Managers' table on their right-hand side.

Place of Work Tools

The CEO's table number is equal
to the number of operatives required

to produce 1 motorboat.

The tools required to produce mini-yachts
cost 3 times as much as the tools

for sailing boat production.
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Points



1 1 1 1

1 1 1 1

1 1 1 1

1 1 1 1

1 1 1 1

1 1 1 1
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Task Table
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Answers Chart
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Participants Assignment Table

The table below shows the division of participants into particular roles, depending on how numerous
your training group is. Those who will participate as observers are not taken into account.
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Table Numbers

1
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2
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Game Plan

Room Preparation

• Arrange the tables as shown in the diagram in the [Answer Table] and mark them 
with the respective [Table Numbers] printouts.

An introduction to the game

• Invite the participants to play the game and present them with the game plan. 
• Answer the questions, if any. 

Contest for Posts (up to 30 minutes)

•

•

•

•

•

•

•

•

•

The Game Proper (30 minutes)

• Hand out the corresponding instructions: [Instruction to Observer, Instructions – Production 
Operatives, Instructions – Production Managers, Instructions – Directors, Instructions – CEO].

• Answer the questions, if any, and announce the start of the game.
• Remind the players how much time they have – 10, 5 and 2 minutes before the end.
• When the time is up, ask for a decision concerning the number of employees in particular posts,

as well as the number and type of products manufactured. Also, ask for a calculation 
of the financial result, as per the following formula:
income (boat sales) - costs (payroll + investments).

• Announce the results and encourage the participants to applaud their effort.
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The game debrief

• Ask the participants about their general impressions – experiences, including the emotions 
they felt.

• Ask some detailed questions about the participants' experiences of the game and moderate 
the discussion.

• Recapitulate the conclusions drawn and write them up on the flip chart.
• Close the session by encouraging each participant in turn to state the conclusion they consider 

most important.

© GrowinGame.com

46



30 days

Competency Model – Change Management

Which of the behaviours or their opposites occurred in the game? 

Name of
Competency

Behaviours

Change process
planning

• Analyses the available data.

• Looks for the missing information.

• Includes others in the assessment process to obtain additional 
opinions.

• Establishes priorities and plans actions.

• Determines the conditions of change implementation (effect, 
deadline, resources, etc.).

Reacting to change

• Expresses a positive attitude to change.

• Assumes responsibility for the achievement of goals.

• Takes the initiative in crisis situations.

• Supports the others in dealing with resistance to change.

Communicating
change

• Shares his understanding of the situation with the others and 
makes them aware of the need for change.

• Involves the others (in discussion, planning, implementation), 
winning them over for the entire process of change.

• Provides the others with the necessary information.

Process management

• Delegates tasks to persons with appropriate competences and level 
of commitment.

• Assures the appropriate flow of information between the team 
members.

• Takes others decisions enabling the change implementation.

• If necessary, negotiates the conditions of change implementation.

Effects analysis

• Monitors the effects.

• Provides feedback facilitating effective action.

• Recapitulates the processes and draws useful conclusions.
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Terms and Conditions of Licence

to use the "30 days" training game

Basic Definitions

Licensor
GrowinGame  Sp.  z  o.o.,  Poland,  10-602  Olsztyn,  ul.  Wincentego  Pstrowskiego  14B/4,  EU  VAT
PL7393886925,  supplying  training  games  through  the  www.growingame.com  website,  hereinafter
"GrowinGame".

Licensee
The rightful  acquirer  of  the "30 days" training game purchased through the www.growingame.com
website, named in the footer of these presents, hereinafter the "User". 

Licence
These presents and the provisions hereof.

Documentation
All and any materials constituting the training game, in particular the instruction and explanatory notes
concerning  the  use  of  the  game  and  the  instructions  and  texts  to  be  printed  and  handed  out
to the players.

§1 Object of Licence

1. The object of the Licence is the "30 days" training game and its Documentation, hereinafter
jointly referred to as the "Product".

2. GrowinGame is the owner of the author's economic rights in the Product.
3. The object of the Licence enjoys the protection stipulated in the provisions of the copyright law

and  the  transfer  of  ownership  of  a  copy  of  the  Product  (to  the  User)  shall  not  result
in the transfer of the author’s economic rights in the work.

4. GrowinGame allows the User to use the Product subject to the terms and conditions of this
Licence.

5. The purchase of the Product means irrevocable acceptance of this Licence and makes the terms
and conditions of this contract legally binding.

6. GrowinGame does not authorize the User to sublicense the Product.

§2 User Rights and Duties

1. The  User  may  use  the  Product  repeatedly  and  without  any  time  limit,  for  the  user's  own
purposes,  in  accordance  with  its  functionality.  The  user  may  not  disseminate  duplicates
of the Product against payment.
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2. The  User  may  not  lend,  lease,  disseminate  free  of  charge  or  make  the  Product  available
to the public.

3. The User may duplicate selected parts of the Product, only for the purpose of providing them
to the  participants  of  educational  activities  personally  conducted  by  the  User,  excluding
distance education.  This right concerns only those parts of  the Product which are indicated
in the Documentation as gaming materials to be printed out for the game participants. This
right does not concern e-learning courses or any other forms of distance educational activities.

4. It  is  the  User's  duty  to  protect  the  User’s  own  copy  of  the  Product  against  unauthorized
duplication by third parties.

5. The Product and every part thereof contains the note "© GrowinGame.com" and information
concerning the Licence. The User is under an obligation to ensure that every copy provided
to the  training  participants  contains  the  above notes  without  any alteration.  The User  may
supply such copies with the User's own trademark.

6. The User may modify the Product only for the User's own use, except for the notes referred to
in §2.5 above. The User may duplicate the modified Product only under the same rules as those
concerning  the  Product  supplied by  GrowinGame and  described herein.  The  user  may not
disseminate the modified Product, whether free of charge or against payment.

7. Should the Product  be modified as stipulated in §2.6 above,  it  is  the User's  duty to supply
the duplicates  stipulated  in  §2.3  above  with  an  easily  noticeable  note  informing
of the modification made.

8. In the event of the Product being purchased with a Personal Licence, the footer of every page
of the Documentation shall contain the first name and surname of the rightful User. The User
may not lend the Product for use or make it  available to any third parties for the purpose
of it being used on behalf of the User.

9. In the event of the Product being purchased with a Corporate Licence, the footer of every page
of the Documentation shall contain the company name of the rightful User. Such a User may
lend the Product  for  use  free of  charge and make it  available  to a third  party,  hereinafter
the "Executor", for the purpose of the Product being used on behalf of the User, provided that
all the following conditions are met:
• the  duplicates  stipulated  in  §2.3  above  show  the  name  of  the  User,  confirming

the relationship between the Executor and the User;
• the  User  and  the  Executor  have  signed  a  contract  in  any  legal  form,  confirming

the Executor's right to conduct educational activities on behalf of the User;
• the User have ensured that the Executor is aware of the provisions of this Licence, accepts

them and undertakes to comply with them.
10. The Executor shall not acquire any rights in the Product, except for those stipulated in §2.9

above.

§3 Transfer of Licence Rights 

1. The User may not assign the User's rights under the Licence to any other entity.
2. The User agrees to a transfer by GrowinGame of all the Licensor's rights under this Licence

to another entity provided that the User's rights and duties towards the new Licensor remain
unchanged.
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§4 Breach of Terms and Conditions of Licence

1. A breach by the User of any terms and conditions of the Licence shall render the Licence null
and void,  all  the  User's  rights  under  the Licence being forfeited,  and moreover  as  a  result
of the breach:
• it shall become the User's duty to destroy or return all copies of the Product in the User's

possession;
• GrowinGame shall have the right to claim financial compensation in the amount equivalent

to the full amount of the loss incurred.
2. If  a court decision or any other circumstance or force majeure should force the User to act

contrary to the provisions of this Licence, the User shall be under an obligation to stop using
the Product. 

§5 Exclusion of Liability

1. GrowinGame shall not be held financially liable for any damage or loss incurred by the User
in connection with using the Product covered by the Licence.

§6 Miscellaneous

1. Should any provision of this Licence become invalid or unenforceable under the law currently
in force,  it  shall  have  no  effect  on  the  validity  and  enforceability  of  the  other  provisions
or the Licence as a whole.

2. Any  matters  not  regulated  by  this  Licence  shall  be  governed  by  the  regulations  and
international agreements on copyright as well as other legislation and international agreements
on protection of rights in intangible goods, in particular the provisions of the Civil Code and
the Act on Copyright and Related Rights.

3. Any court disputes concerning the interpretation of this Licence which might arise between
GrowinGame  and  the  User  or  between  GrowinGame  and  the  Executor  shall  fall  within
the exclusive  competence  of  the  court  with  jurisdiction  over  the  registered  office
of GrowinGame.
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