
 

Components 
x   Assignment cards 

 

 

 

 

x   Average Joe/Joanna cards 

 

 

 

 

x   Snooze tokens 

 

 

 

x   6-sided Work die 

x   Main deck cards 

 

 

 

 

x   Reference cards 

 

 

 

 

x    Clock counter 

 

 

 

This Rule book 

 

 

 



The Goal of the Game 
You (and everyone else for that matter) want to be the first player to complete or discard all of your 

Assignment cards. Only then can you go home! You can accomplish this goal in various ways, the most 

obvious being to do some actual work, but certain cards and abilities will let you cheat and give away your 

Assignments to other players, piling up their work, while simplifying yours.  

Game Setup 
Shuffle the main deck and place it face down in the middle of the table. Place all of the Snooze tokens and 

the Work die to the side, they will be used later. 

Give each player an Average Joe/Joanna card, a Reference card and 5 Assignment cards. Each player 

should have 1 άHardέ όǿƛǘƘ 3 ), 3 ά{ƛƳǇƭŜέ όǿƛǘƘ н ) and 1 άEasyέ (with 1 ) Assignment. 

Deal 4 cards from the top of the main deck to each player as their starting hand. 

Decide who the first player will be. The first player should be the one who worked the longest hours the 

previous day, or it can be decided randomly. The first player starts off the game, and their turn marks the 

start of a new round. 

The first player takes the Clock counter (they will be in charge of keeping track of the rounds during the 

game). Set the hand to the starting position (the 1st round) and hand out starting Snooze tokens (1 Snooze 

token to each player). 

The game is ready to start. 



The Cards 
There are 6 different card types. One is used to mark the Assignment cards ς while the other 

5 can be found in the main deck. 

The 5 deck card types are: Work, Rest, Employee, Shady and Boss.  

άWorkέ, άRestέ and άEmployeeέ cards are Action cards. They can only be played during your turn and 

cost actions to play. 

άShadyέ and άBossέ cards are Reaction cards. They can be played during any players turn, but have a 

specific condition that must be met before they can be played (hence reactions). Reaction cards usually 

require a certain action card or reaction card to be played before they can be used. 

 



Some cards have two card types, such as άWork-Restέ cards or άRest-Shadyέ cards. This means that the 

card is both of those types for triggering reactions and being targeted by other cards. Any card with two 

types that is also a άShadyέ or a άBossέ card is always considered a Reaction card, no matter the other 

card type. 

 

How to play 

The game is played in rounds, in which every player has a turn. Each players turn is played out in the same 

order: Play actions - Draw cards - Discard down to hand size. This is represented on the Stats of the 

Employee card the player currently has in play: 

 

Tiredness 

During their turn, player count the number of Snooze tokens they have to see how tired they are by 

comparing them to the Tiredness rating of their current άEmployeeέ ŎŀǊŘ. Each step on the track imposes 



penalties to that turnΩs actions, reducing the number of action and forcing the player to roll the Work die 

when playing άWorkέ cards. The effects of Tiredness are represented below: 

 

The effects of Tiredness Ŏŀƴ ŎƘŀƴƎŜ ŘǳǊƛƴƎ ŀ ǇƭŀȅŜǊΩǎ ǘǳǊƴΣ ŘŜǇŜƴŘƛƴƎ ƻƴ ǘƘŜ ŎŀǊŘǎ ǘƘŜȅ Ǉƭŀȅ. Any Snooze 

tokens gained or lost, or any changes to the players Tiredness rating (such as changing άEmployeeέ cards) 

can change how tired the player is. So these penalties can dynamically change with each card played! 

The Work Die ς ²ƘŜƴ ŀ ǇƭŀȅŜǊ Ǉƭŀȅǎ ŀ ά²ƻǊƪέ ŎŀǊŘ ǿƘƛƭŜ ǘƛǊŜŘΣ ǘƘŜȅ Ƴǳǎǘ Ǌƻƭƭ ǘƘŜ ²ƻǊƪ ŘƛŜΗ 5ŜǇŜƴŘƛƴƎ 

on the number of Snooze tokens they have and their step 

on the Tiredness track, a player needs to roll higher than the 

shown amount. LŦ ǘƘŜ Ǌƻƭƭ ŘƻŜǎƴΩǘ ǎǳŎŎŜŜŘΣ ǘƘŜ ά²ƻǊƪέ ŎŀǊŘ 

is automatically canceled and fails. Players can still react to a card Canceled this way 

Skipping your turn ς Whenever an effect calls for a player to ά{ƪƛǇ ȅƻǳǊ turnέ, instead of the normal turn, 

that player only draws two cards. They cannot play actions, and do not draw cards based on their 

άEmployeeέ ŎŀǊŘΩǎ  value. However, they also skip the discard step of their turn, so they keep any 

cards they had and that they drew! 

Play actions 
tƭŀȅ ŀŎǘƛƻƴ ŎŀǊŘǎ ŘǳǊƛƴƎ ȅƻǳǊ ǘǳǊƴΦ LǘΩǎ ǘƘŀǘ ǎƛƳǇƭŜΦ  

A player can play a number of actions up to the limit  of the  value of their current άEmployeeέ card. 

Each Action card played uses up one action for that turn.  

E.g. A player with   can play 3 action cards during their turn.  

 άEmployeeέ card actions ς playing an άEmployeeέ card replaces the playerΩs current 

άEmployeeέ card in play. The current card is discarded and placed in the discard pile όά!ǾŜǊŀƎŜ 

Joe cards are simply set aside ς they are not part of the main deck), and the new Employee card takes 

effect. ! ǇƭŀȅŜǊ Ƴǳǎǘ ŦƛǊǎǘ Ǉƭŀȅ ŀƴ ά9ƳǇƭƻȅŜŜέ ŎŀǊŘ ōŜŦƻǊŜ ǘƘŜȅ Ŏŀƴ ǳǎŜ ŀƴȅ ŀōƛƭƛǘȅ ƭƛǎǘŜŘ ƻƴ ǘƘŜ ŎŀǊŘǎ 

(obviously!) 

The player now uses the new Employees  value for the limit of actions per turn, draws cards at the 

end of their turn based on its   ǾŀƭǳŜ ŀƴŘ Ŏŀƴ ǳǎŜ ǘƘŀǘ ά9ƳǇƭƻȅŜŜέ ŎŀǊŘǎ special ability.  



Playing a new άEmployeeέ card can change the   value of the player during their turn, also changing 

their limit on the number of actions per turn. If the player already played more actions than their new 

 value, they cannot play any more action this turn. 

If the first Action card played during your turn is an άEmployeeέ card, it can be played as a free action - it 

ŘƻŜǎƴΩǘ ǳǎŜ ǳǇ ƻƴŜ ƻŦ ǘƘŜ ŀŎǘƛƻƴǎ ŦƻǊ ǘƘŀǘ ǘǳǊƴ. άEmployeeέ cards played later during the turn count as 

one action for that turn as normal.  


