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You (and everyone else for that matter) wantlie the first player to complete or discd all of your
Assignment cardsOnly then can you go home! You can accomplish this goal in various ways, the most
obvious beindo do some actual work, bucertaincards and abilities will teyou cheat and give away your
Assignments to other playerpijling up their workwhile simplifying yours.

Ganteetup

Shuffle the main deck and place it face down in the middle of the t&tédee all of the Snooze tokens and
the Work die to the side, they will be used later.

Give each player aAverage Joe/Joannacard, a Referencecardand 5 Asignmentcards.Each player
should havel éHart 6 8@, Ba { A Y LI S ED) and netiaky (with 1) Assignment

Deal 4 cards from the topf the main deck to each player as their starting hand

Decidewho the first playemwill be. The first player should be thane who worked the longest hours the
previous day, or it can be decided randomly. Titet player starts dfthe game, and their turn marks the
start of a new round.

The first player takes thel@k counter (they will be in charge of keepiritack ofthe roundsduring the
game. Set the hand to the startingosition(the 1 round) and hand out startin§noozeokens(1 Snooze
token to each player).

The game is ready to start.

PLAYER STARTING SETUP

EVERYONE STARTS AS AN -.AND I§ DEALT THE SAME ASSIGNMENTS: oNE HARD, oNE EASY AND 3 SIMPLE ASSIANMENTS PER PLAYER...
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- AND A STARTING HAND of 4 (ARDY!



TheCards

There are 6 different card/pes. One is used to mark thessignmemn cardsg ’ whilethe other
5 can be found in the main deck.

ACTIoN (ARDS REACTION (ARDS
@
’ EMPLOYEE

The 5 deck card types andlork, Rest, Employee ShadyandBoss

OWorke, 6Rest and cEmployeé cards areAction cards They can only be played during your turn and
cost actions to play.

o6Shadyg¢ and éBosg cards areReaction cards They can be played during any players turn, but have a
specific condition thatnust be met before they can be playéiencereactions). Reaction cards usually
require a certain actiosardor reaction card to be played before they can be used.
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Some cads have two card types, such @&ork-Rest cards ordRestShady cards. This means théte
card is both of those typefer triggering reactions and being targeted by other cards. Any wittdtwo
typesthat isalsoa 6Shadyg or adBosg card is always consideredReaction card no matter the other

card type.
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PLAY THIS (ARD o THE TABLE IN oF Yo
WHEN YoU GET ANY AMOUNT of (7z) ToKENS. Yout
1GNoRE THE EFFECTS oF BeNG UNTIL THE
START oF YoUR TURN NEXT RoUND.

BoTH “THe BREAKROM “oUT oF oRDER"’ AND ‘A WATTHFULL EYE’'
(AN (AN(EL ‘THE REALLY Goob STUFF, SINCE T 1§ BoTH A @ AND @ (ARD!

How to play

The game is played in rounds, in which every player has alEach players turn is played out in the same
order: Play actiors - Draw cards- Discard down to hand sizeThis is represented on thgtats of the

Employeecard the player currently has in play:

@ PRODU(TIVENESS - NUMBER oF ACTIoNS PER TURN
@ LAZINESS- NuMBER of (ARDS To DRAW AT END oF TURN

@ HAND - NUMBER oF (ARDS KEPT AT END oF TURN

Tiredness

Duringtheir turn, player count the number of Snooze tokens they have to see how tired they are by
comparing them to thdirednesgating of their currentéEmployeé O EaltFstep on the track imposes



penalties to that turi® actions, reducing the number of action and fording player to roll theNork de
when playingdWorke cards. The effects diredness are representecelpw:

No EFFECT. You'RE STILL AWAKE!

ALITTLE BIT SLEEPY.... You 46T -T B
AND Ne€b To RolL FoR YolR (D (ARS [+

> @@ YEAH... Now You'RE TIRED. You 4€T -2.(B)
WITH # SNoozE TokeNs, oo s ey 3-9 AND Neeb To RolL FoR YoUR (D (ARS D+

AN A(TIoN oN(E PER RoUND, AN
THE AVERAGE JoE IS VERY ot R AND HE'S DOWNI DIS(ARD ALL of YouR (22) TokeNS
TIRED INDEED! T = 10O+  AN> You (AN'T PLAY ANY MoRE ACTIoNS TS TURN.
AlSo, You SKIP YoUR NEXT TURN!
The dfects of Tirednes®©O 'y OKIF y3S RdzNAYy 3 | LJ I @ SNRAAWSmaye> RS LIS

tokens gainedr lost,or anychanges to the players Tirednassing (such as changirdEmployeé cards)
can changdow tired theplayeris. So these penties candynamicallychange with each card played!

The Work Dieg2 KSy | LJX F@SNJ LXFea | a22N]lé OFNR gKAES (A
on the number of Snooze tokens they have and their step

on the Tiredness track, a player needs to roll higher than t@@ -2 (B, Roll For @ I+

shownamountL ¥ G KS NRff R2NIYQODINROOSSRI G(GKS a2 2
is automatically canceled and fails. Players can still react to a card Canceled this way

Skipping your turng Whenever an effect calls for a playerdo{ | A Lturrg,2ndadl of the normathrn,
that playeronly draws two cards They cannot playctions, and do not draw cards based on their

¢Employeé¢ O I-@ﬁeﬂu@ However, they also skip the discard step of their turn, so they keep any
cards they had anthat they drew!

Playactions
tftre FOGA2Y OFNRA RdAZNAY3I @2dzNJ Gdz2Ny® LGQa GKFEG ary

A player can playa number ofactions up to thelimit of the@ value of their currentEmployeé card.
Each Ation card played uses up one action for that turn.

E.g. Aplayerwith ® 3 can play3 action cardsluring their turn

6Employeé& card actions ¢ playing an ¢Employeé card replaces theplayei@ current

¢Employeé card in play. The current card is discarded and placed in the discaml gile @S N> 3 S
Joe cards are simply set asigi¢hey are not part of the main deckand the newEmployeecardtakes
effect.! LI F @SNJ Ydzad FANRG LX L& Fy a9YLX288S5¢ OFNR 0
(obviously!)

The player now uses the ne@nployes@ value for the limit ofactions per turn, drawcards at the
end of their turn based onstO G £ dz& | yR OF y dza Sspécidliatiiityd 9 YLIX 228 85¢ O



Playing a newEmployeé card can change th@ value of the playeduring their turn also changing
their limit on the number of actions per turnf the player already played more actions thdreit new

® value, they cannot play any more action this turn.

If the first Action card played during your turn is@mployeé card, it can be playeds afree action - it
R2Say Qi dzaS dzLl 2y S 2&Employeé caldsplayed Ister difgzhi.iurin gokinil as i dzNJy/
one action for that turn as normal.



