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A practical risk management system for game studios that strengthens the way
production works.
The Studio Edition is built around risk management, but its value is broader than that. It helps producers,

programme leads and studio leaders establish a working operating system for ownership, actions,
escalation, decision recording and communication across team, cross-team and leadership levels.

Executive Summary

Modern game development is multi-disciplinary, dependency-heavy and increasingly exposed to external
volatility. In many studios, risk is discussed but not run as a working system. Important issues remain
informal, ownership is unclear, actions drift, escalation happens late, and leadership receives updates
that do not always support timely decisions.

This course is designed to address that problem. It is not a theory-led overview and it is not a bundle of
disconnected templates. It is a practical implementation programme that helps studios put in place a
repeatable foundation system built around artefacts, cadence, governance and culture.

The intended outcome is adoption. Within a few weeks, the studio should have active artefacts, clearer
ownership, a visible review rhythm, earlier escalation and more useful reporting to leadership.

Best for Delivery Primary focus Typical buyers

Senior Producers,

Studios improving Ownership, actions, .
. T Self-paced, cohort-based, . . Executive Producers,
production discipline and escalation, reporting and .
. o or supported rollout . . Development Directors,
delivery visibility milestone readiness

Production Directors

Who This Is For

e Senior producers and executive producers responsible for delivery visibility and coordination.

e Development directors and production directors who need more consistent ownership, escalation and
reporting.

e Studio leaders who want a practical system that scales from team-level delivery into cross-team and
leadership review.

What Changes in Practice

e Risks become visible, owned and actively tracked rather than anecdotal.
e Mitigation actions are connected to delivery work and reviewed on a regular cadence.
e Decision records and escalation notes make trade-offs explicit instead of implicit.

e | eadership receives concise roll-ups that show movement, actions and decisions needed.
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The Foundation System

The Studio Edition is built around three practical pillars. Together they create a production operating layer
that teams canruninreal projects.

Pillar

Artefacts

Cadence

Culture

What Participants Build

What it is

A small set of living documents and

summaries

A review and reporting rhythm
matched to studio governance

Expected behaviours around
ownership, communication and
escalation

What changes in practice

Risks, actions and decisions are
visible rather than scattered across
side conversations.

Risk is inspected regularly, re-
scored when facts change, and
escalated before it becomes
expensive.

Teams surface uncertainty earlier,
follow through on mitigation and
treat escalation as normal
production work.

Participants build working outputs for live or realistic studio scenarios. Typical outputs include:

e live risk register or RAID with scoring, owners and triggers

e mitigation plans linked to delivery constraints and decision points

e escalation notes and decision records

e leadership-ready risk summaries and milestone readiness checkpoints

e roll-up reporting suitable for cross-team and leadership review

e a Studio Operating Pack that makes responsibilities, cadence and thresholds explicit

How the System Scales

Level

Team

Cross-team

Leadership

Primary focus

Execution and delivery within a
single project or game

Dependencies, integration, shared
technology, outsourcing and
workstream coordination

Trade-offs, investment,
governance, capability gaps and
strategic exposure
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Typical outputs

Risk register, mitigation plan,
action tracking, milestone
readiness checks

Cross-team risk map, escalation
log, integrated mitigation owners

Leadership roll-up, decision log,
prioritisation and sequencing
inputs
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Course Structure

The Studio Edition is modular. It may be delivered as a self-paced sequence, a cohort programme, or a

supported rollout. The emphasis is implementation: participants build working artefacts and practise the
cadence that keeps risk visible and actionable.

Module

1. Foundations: Risk in Game
Development

N

. Identify: Systematic Risk Discovery

3. Analyse and Assess

4. Mitigate: Strategy and Design

5. Implement and Track

6. Monitor and Review

7. Communicate and Report

8. Risk Across the Lifecycle

9. Specialist Clinics

Purpose

Establish shared language, key failure
patterns and why games are especially
volatile.

Surface risks early using premortems,
dependency mapping, scenario analysis
and practical lenses.

Prioritise using likelihood, impact, evidence
and interdependencies.

Choose realistic responses and design
mitigations that fit capacity and delivery
constraints.

Embed risk work into day-to-day production
and connect it to existing artefacts and
planning.

Re-score as facts change and run milestone
readiness reviews before major
commitments.

Write concise summaries, escalate early
and connectrisk to scope and sequencing
decisions.

Apply the system across concept, pre-
production, production, alpha, beta, launch
and LiveOps.

Optional deep-dives aligned to the studio
risk profile, such as design systems,
technical stability, governance or
security/privacy.

What Good Looks Like After 4-6 Weeks

e Therisk registeris active, current and owned.

o Weekly review meetings produce clear actions and follow-through.

e Cross-teamissues are raised earlier and discussed more openly.

Key outputs

Shared terminology, triggers and
failure-pattern awareness

Initial register with triggers and
ownership candidates

Scoring method and prioritised register

Mitigation plans linked to owners and
decisions

Working artefacts and tracking
approach

Review cadence, checkpoint agenda
and readiness checklist

Leadership summary format,
escalation rules and decision record
template

Lifecycle checkpoints and phase
prompts

Domain prompts, checklists and
mitigation patterns

e | eadershipreceives concise reporting that supports decisions rather than reassurance.
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Delivery and Licensing

e The course can be licensed for an individual producer or lead, a multi-seat group, or a studio-wide rollout.
e Delivery may be self-paced, cohort-based, or supported through workshops and rollout guidance by
arrangement.

e Bulklicensingis recommended where a studio wants shared language, shared cadence and shared
reporting expectations across multiple producers and leads.

Relationship to the Book

The Studio Edition is aligned with Risk Management for Video Game Professionals (CRC Press, 2026).
Terminology and frameworks are consistent, but the course selects the material that supports adoption
in practice: artefacts, cadence, governance and culture.

Next Steps

Request the course outline and sample artefacts, confirm the likely licence scope, and decide whether
the studio needs self-paced access only or a wider adoption window.

You can also purchase the course directly here:

https://game-production.thinkific.com/courses/risksystemstudios

Please enquire concerning group discounts and any current discounts on single licences.

Game Production Academy | game-production.com
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