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1. WELCOME TO WORK 
You are new team of people at The Company. Like a game of chess 
there are two sides, the managers and the employees. The goal of 
manager(s) is to finish The Project on or before the deadline at 
the end of the month. The goal of the employees is to meet their 
goals. These goals are based on a secret role to which they are 
assigned. This may not necessarily involve staying employed. The 
managers win or lose together. The employees win individually based 
on goals, this may or may not be tied with project completion 
before the deadline. 
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2. EQUIPMENT LIST 
The game consists of 4 boards, and a lot of pieces for players, depending 
on their role in the game (employee or manager). The 4 boards are 
described in Table 1. 
Table 1: Game Boards 

Item # Description Image(From Tabletopia [1]) 

Calendar 1 31-day month 

 

Employee 
Time Cards 1 

A record of 
each employee’s 
turn. Shows how 
many time cubes 
played, and on 
which project 
component using 
players D4 and 
D8 dice. 

 

Game board 1 

Used to show 
progression of 
project towards 
the goals set 
in the project 
requirements 
board. 

 

Project 
requirements 
board 

1 

Defines what 
characteristics 
project will 
have. Mini 
version of 
Project Board. 
Mini-version of 
gameboard 
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Some items not tied to particular players are outlined in Table 2 below.  
Table 2: Game items 

Item # Description Image(From Tabletopia 
[1]) 

6-sided die 1 Normal die 

 

Discard Bag 1 
Used to house unused game pieces 
(by managers etc., if playing with 
under 8 players, etc.) 

 

Day marker for 
calendar 1 Wooden version of employee marker 

used to mark day on calendar 

 

Efficiency die 1 

Die in box, or cup, such that only 
the player can see the result. For 
Tabletopia, use a die in real 
world to hide from other players. 

 

Grey blocks 50 
Used by managers to mark project 
requirements on project 
requirements board 

 
 
An outline of the card decks in the game is shown in Table 3. Images of 
each of these cards are included in the appendix for reference. 
 
Table 3: Card Decks 

Item # Description 

Employee Working 
Style cards 16 

Secret employee role cards. Gives description of working 
style [2] [3]. Determines how player can win game. May not 
reveal to other players. See Appendix in Figures 19-35. 

Manger Type cards 6 
Secret manager role cards. Determines communication style 
to employees. May not reveal to other players. See Appendix 
in Figures 36-42. 

Personality Type 
cards 16 

Gives summary of Myer’s Briggs Type [4] [5]. Give some 
benefits and weaknesses related to Project Characteristics. 
Applies to both employees’ work, and work given to 
employees by managers. Effects are additive and may 
counteract each other. Played face up in front of players. 
See Appendix in Figures 2-18. 

Unplanned event 
cards 100 

Project setbacks or positive impacts to the project. 27 
unique cards, 53 overtime cards, 10 employee calls in sick 
and 10 manager calls in sick. See Appendix in Figures 43-
73. 
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An outline of the player pieces is shown in Table 4. 
Table 4: Player Pieces 

Item # Description Image(From Tabletopia [1]) 

8-side dice 
(D8) 434 

62 in each player. Used to mark 
project component time cubes were 
played on, and also number of time 
cubes played. 

 

Employee 
Markers 8 

Used to mark employee’s timecard (1 
for each player colour, only 7 will 
ever be in use, as there always 
needs to be 1 manager) 

 

Hourly wage 
bills 2400 

Represents wage for an hour of 
work. At least two may be paid to a 
worker for 1 time cube. 

 

Manager 
Marker 8 

Placed by managers on top of the 
project, to show which players are 
managers (1 for each player colour, 
only 4 will ever be in use, as no 
more than half the players can be 
managers 

 

Player bags 24 

3 for each player. Used to house 
time cubes not in use by player, 
D8s and discarded player items. In 
each player’s colour. 

 

Time cubes 992 
124 for each player. Represents a 
2-hour block of 100% efficient 
work. In each player’s colour. 
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1. GAMEPLAY 
The game consists of 4 phases: assigning team roles and secret roles; 
deciding project requirements; project completion; and project debrief. 
 

1.1 Phase 1: Assigning Team Roles and Secret Roles 
Starting with the player whose birthday is coming up next, pass the 6-
sided die counterclockwise and roll it. 
 

1.1.1 Even Roll 
If an even number is rolled, that player is an employee. However, if the 
player is the last to roll, and no players have become managers, the 
player must become a manager, as there needs to be at least one manager 
in the game. The player then places their employee marker at the top of 
the employee time cards board. The player then draws an employee working 
style card. This card is to be kept secret and kept in the players hand. 
The player also draws a personality type card and plays this face up in 
front of them on the table. 
  

1.1.2 Odd Roll 
If an odd number is rolled, that player is a manager, unless half of the 
players in the game are already managers. In that case, they must be 
employees, as no more than half the players can be managers. The plater 
then places their manager marker at the top of the project. The player 
then draws a leadership style card. This card is to be kept secret and 
kept in the players hand. The player also draws a personality type card 
and plays this face up in front of them on the table. 
 

1.1.3 Discard Unneeded Pieces in the Discard Bag 
To help keep the table clear, some unneeded pieces can be placed in the 
discard bag. These include: 

§ The unused personality type, leadership style and employee working 
style cards. 

§ Manager markers from the employees 
§ Employee markers from the managers 
§ D4 and D8 dice from managers 
§ Time cubes from managers 

 
1.2 Phase 2: Deciding Project Requirements 

The managers then set the project characteristics to be met by the end 
of the month in order for the project to be considered complete. The 
project will be considered complete if these are met, and also if some 
or all of them are exceeded. 5 squares must be assigned for every employee 
(24 time cubes to a square). The grey blocks are used to mark on the 
board what characteristics the project needs to have by the end of the 
month. A budget in hourly wage bills is determined and agreed upon among 
the managers. This must be at least 240 hourly wages per employee at a 
minimum. This is counted out from the bank and is the only money available 
to the managers from now on. The excess hourly wage bills are placed in 
the discard bag. 
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1.3 Phase 3: Project Completion 
Each day (round) consists of all players taking a turn and represents 
one day of work. Once all players have gone, advance the day marker on 
the calendar. Phase 3 is over when the day marker moves from day 31 off 
the board. Therefore, your team has 31 days to complete the project.  
 
Each day consists of two parts. The first part is the morning lineup 
from the managers. The second part of the day is the employee working 
time.  
 

1.3.1 Morning Lineup 
Day 1: 
Managers roll dice to determine who will go first each day. Highest 
number goes first, and then play moves clockwise. 
 
All Days: 
Each manager draws number of hourly wages from the budget. A minimum 
number of hours must be drawn based on employee/manager ratio (from start 
of game, firing doesn’t impact), see Figure 1. There is no maximum on 
how much can be drawn, but keep in mind the budget is set for the month.  

 
Figure 1:Number of hourly wages drawn each turn from budget by manager 

Trade wages with employees to get them to place cubes in project 
completion grid on their next turn. Employees may not be able to (or 
choose not to) play cubes as requested.  
 
Managers may only suggest where time cubes should be placed to employees 
according to restrictions based on their leadership style card. 
 
The first manager only draws an unplanned event card from that deck. 
This card comes into effect immediately. 
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1.3.2 Employee Working Time 
Starting with the employee to the left of the manager that goes first 
each round, each employee: 
 
Draws 4 time cubes from their bag. Declare what area of the project you 
will be playing in. They then roll the efficiency die to see how efficient 
their day was (only this employee can see the result of this die).  

§ If a 1,3, or 5 is rolled, they have 100% efficiency this turn. They 
may place up to 4 time cubes on the project completion board.  

§ If a 2 is rolled, they have 75% efficiency. They may place up to 3 
time cubes on the project completion board.  

§ If a 4 is rolled, they have 50% efficiency. They may place up to 2 
time cubes on the project completion board.  

§ If a 6 is rolled, they have 25% efficiency. They must place 1 time 
cube on the project completion board.  

 
Places unused time cubes in the discard bag. Updates employee time card. 
Note, employees can only place cubes in one project component per turn. 
 

1.3.3 End of the Day 
Managers may fire an employee if they suspect foul play. A consensus 
among the managers must be reached with a vote. The suspected employee 
(or other employees) can overhear this discussion and may give their 
opinions if they wish.  
 
If a firing decision is reached, the employee must reveal their secret 
role. If they were one of the The Weakest Link, The Flatliner, The Rebel, 
The Virus, The Wallflower, The Technology Dinosaur or The Daydream 
Believer there is no penalty.  
 
If they were not one of those seven, the managers must pay them 16 hourly 
wages each day for the remainder of the game from the budget. This 
represents losing the eventual wrongful dismissal lawsuit.  
 
Fired employees must discard unused time cubes. They are no longer at 
the workplace, so they cannot join in any future firing discussions. 
However, anything else is allowed. 
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1.4 Phase 4: Project Debrief 
After the 31 days are over, the success of the project must be evaluated. 
This will determine the winners of the game. The conditions for players 
to win are outlined in  
Table 5.  
Table 5: Win scenarios by role 

Role Win Requirement 1 Win Requirement 2 
Manager(s) Project complete 

before end of the 
month 

None 

The 
Weakest 
Link 

Project is not 
completed before 
end of the month 

Play fewest time cubes of all employees without 
getting fired. 

The 
Flatliner 

Project is not 
completed before 
end of the month 

Show over half of time sheet is at the same level of 
cubes without getting fired. Number can be 1,2 or 3 
time cubes, but not 4. 

The Rebel Project is not 
completed before 
end of the month 

Project completion grid varies from project 
requirements by more than 150 time cubes. Note, that 
the rebel can still win, even if they get fired. 

The Virus Project is not 
completed before 
end of the month 

Get half of employees fired, without being fired 
themselves. 

The 
Wallflower 

Project is not 
completed before 
end of the month 

Show on time sheet that 3 time cubes or less have 
been played every turn. Don’t get fired.  

The 
Technology 
Dinosaur 

Project is not 
completed before 
end of the month 

Have played under 10 time cubes in the technology 
section of the project completion grid. Under 50 time 
cubes have been played by the end of the month in the 
technology section by all employees. Don’t get fired 

The 
Daydream 
Believer 

Project is not 
completed before 
end of the month 

Have played over 100 time cubes in one category, 
without being fired. 

The 
Defender 

Project complete 
before end of the 
month 

Project does not vary from project requirements by 
more than 150 time cubes. Don’t get fired. 

The Friend Project complete 
before end of the 
month 

No employees got fired (including The Friend) 

The Star Project complete 
before end of the 
month 

Play most time cubes of all employees. Don’t get 
fired.  

The 
Director 

Project complete 
before end of the 
month 

More than half of The Director’s time cubes have been 
played in Presentations and Internal communications. 
Don’t get fired 

The 
Builder 

Project complete 
before end of the 
month 

Most wages earned of all employees, without getting 
fired. 

The Expert Project complete 
before end of the 
month 

Have the most time cubes played in one project 
component than any other player. Don’t get fired. 

The 
Creator 

Project complete 
before end of the 
month 

Have played all time cubes into design, problem 
solving and technology. Don’t get fired. 

The Spirit Project complete 
before end of the 
month 

Have played all time cubes into design, research and 
documentation. Don’t get fired. 

The 
Searcher 

Project complete 
before end of the 
month 

Have played all time cubes into design, external 
communications, and presentations. Don’t get fired. 
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APPENDIX 
Personality Type Cards 
 

 
Figure 2: Personality Type Cards - Back 

 
Figure 3:ISTJ Card  

 
 
 
 

 
Figure 4: ISFJ Card 

 
Figure 5: INFJ Card 
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Figure 6: INTJ Card 

 
Figure 7: ISTP Card 

 
Figure 8: ISFP Card 

 
Figure 9: INFP Card 
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Figure 10: INTP Card 

 
Figure 11: ESTP Card 

 
Figure 12: ESFP Card 

 
Figure 13: ENFP Card 



CREATED BY PETER WAKE (2020) PAGE 16 

 
Figure 14: ENTP Card 

 
Figure 15: ESTJ Card 

 
Figure 16: ESFJ Card 

 
Figure 17: ENFJ Card 
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Figure 18: ENTJ Card 

Employee Working Style 
Cards 
 

 
Figure 19: Employee Working Style Card 
Back 

 
Figure 20: The Builder Card 

 
Figure 21: The Creator Card 
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Figure 22: The Daydream Believer Card 

 
Figure 23: The Defender Card 

 
Figure 24: The Director Card 

 
Figure 25: The Expert Card 
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Figure 26: The Flatliner Card 

 
Figure 27: The Friend Card 

 
Figure 28: The Rebel Card 

 
Figure 29: The Searcher Card 
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Figure 30: The Spirit Card 

 
Figure 31: The Star Card 

 
Figure 32: The Technology Dinosaur Card 

 
Figure 33: The Virus Card 
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Figure 34: The Wallflower Card 

 
Figure 35: The Weakest Link Card 

 
 
 
 
 
 

Manager Style Cards 
 

 
Figure 36: Manger Type Deck - Back 

 
Figure 37: Coercive Manager Card 
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Figure 38: Pacesetting Manager Card 

 
Figure 39: Coaching Manager Card 

 
Figure 40: Democratic Manager Card 

 
Figure 41: Affiliative Manager Card 
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Figure 42: Authoritative Manager Card 

 
Unplanned Event Cards 
 

 
Figure 43: Unplanned Event Card - Back 

 
Figure 44: Employee Calls in Sick Card 

 
Figure 45: Manager Calls in Sick Card 



CREATED BY PETER WAKE (2020) PAGE 24 

 
Figure 46: 10% Budget Increase Card 

 
Figure 47: 20% Budget Increase Card 

 
Figure 48: 30% Budget Increase 

 
Figure 49: 40% Budget Increase Card 
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Figure 50: 50% Budget Increase Card 

 
Figure 51: 10% Budget Decrease Card 

 
Figure 52: 20% Budget Decrease Card 

 
Figure 53: 30% Budget Decrease Card 
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Figure 54: 40% Budget Decrease Card 

 
Figure 55: 50% Budget Decrease Card 

 
Figure 56: Scope Increase (Design) Card 

 
Figure 57: Scope Decrease (Design) Card 
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Figure 58: Scope Increase (Problem 
Solving) Card 

 
Figure 59: Scope Decrease (Problem 
Solving) Card 

 
Figure 60: Scope Increase (Research) 
Card 

 
Figure 61: Scope Decrease (Research) 
Card 
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Figure 62: Scope Increase (Internal 
Communication) Card 

 
Figure 63: Scope Decrease (Internal 
Communication) Card 

 
Figure 64: Scope Increase (External 
Communication) Card 

 
Figure 65: Scope Decrease (External 
Communication) Card 
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Figure 66: Scope Increase (Technology) 
Card 

 
Figure 67: Scope Decrease (Technology) 
Card 

 
Figure 68: Scope Increase 
(Documentation) Card 

 
Figure 69: Scope Decrease 
(Documentation) Card 
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Figure 70: Scope Increase 
(Presentation) Card 

 
Figure 71: Scope Decrease 
(Presentation) Card 

 
Figure 72: Overtime Card 

 
Figure 73: Global Pandemic Card
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