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4x Character Cards4x Character Cards

32x Time Blocks

Director

Designer
Programmer

Artist

OFFICE VIBES
OFFICE VIBES

OFFICE VIBES
OFFICE VIBES

OFFICE VIBES

OFFICE VIBES

Spend at least 1       on 
a Downtime card every 

round.

Immediately lose 2 Morale.

LEVEL UP SKILLS

Spend at least 1        on 
every job you can every 

round.

Immediately lose 3 Morale.

BUILD BRIDGES

At least 1 other player 
increases their morale 

every round.

Everyone immediately loses 
1 Morale.

You brought some leftover
brownies you baked to share with 

the team.

Everyone gains 1 Morale.

Looks like you didn’t make as many 
brownies as you thought...

1 other player gains 1 Morale.

You burned the brownies you 
promised to bring everyone.

Everyone loses 1 Morale.

Extra Brownies!

You watched a great video on 
motivating team members.

Pick 1 player. 
They can work any job this round.

Hours of cat videos later, 
you’re tired, but happy!

Lose 1       this round but 
gain 1 Morale.

You showed the team a 
video. Then another. And another.

Everyone loses 1       this round.

Down the rabbit hole...

You can’t stop humming your favorite 
song. Your enthusiasm is infectious!

 
The first Job you play a        on

requires 1 less         to complete.

You can’t stop humming your favorite 
song. It’s distracting yet inspiring.

1 other player gains 1 Morale.
A di�erent player loses 1        . 

You can’t stop humming your 
favorite song. It’s annoying!

Everyone loses 1        or 1 Morale
 (their choice).

Radio, Radio

Doggy!!! 

Everyone gains 2 Morale
and 1 extra Time Cube.

Seriously, who doesn’t love dogs?

Everyone gains 1 Morale.

You spend your lunch hour and 
breaks walking your dog.

You cannot put a cube on a
Downtime card this turn.

Furry Friends

It seems like a serious argument is 
about to break out, but you help 

cooler heads prevail.

Nothing Happens.

You can cut the tension in the o�ice 
with a knife.

Downtime cards can only have 1 
player’s cube on them this round.

The Argument

You’re so annoyed with the team 
that you go home early.

You cannot use your last
  this round.

Sitting in tra�ic actually gave you 
the time to think of some new ideas.

You may use 1 of your extra
Time Cubes this round.

Late for work again...

You cannot use your first
  this round.

You come in so late that the rest of 
the team had to cover for you.

No one can use their first
  this round.

Traffic Jam

Launch Party!

Set Dress

Implement Music

Console Porting

Enter Open Beta

Create Game Trailer

Launch Party!

Set Dress

Implement Music

Console Porting

Enter Open Beta

Create Game Trailer

3 workers decide to take a 
lunch break together. They 
laugh, gossip, and relieve 

some stress.

3 di�erent players may put a Time 
Cube on this card to gain 1 Morale.
The player left behind loses 1

Morale from FOMO.

LUNCH BREAK

1 2 3

The o�ice is a bit of a mess.
The dishes are piling up and 
it’s dragging the team town. 

And what’s that smell???

1 player may put 4 Time Cubes 
on this card to clean the o�ice.

If they do, everyone gains 2 
Morale.

CUBICLE MESS MANIA

1 1 1 1

Ain’t nothing better than a 
few good memes everyone 

can relate to.

When this card has 6 Time 
Cubes on it (from any number 
of players,) everyone gains 2 

Morale.

MEME HOUR



 Welcome to Lucky Draw Entertainment, a small 
indie game company working out of Columbus! Our team 
of four workers recently created a highly successful game, 
Gnat Attack, and are eager to release our next upcoming 
title in the very (very…) near future. However, with just a 
week left to work, there’s still a good amount of tasks and 
jobs left to be done, and things are starting to get crazy in 
the office. Can you help us out? Each member of our team 
specializes in a different field, but we all need to work 
together to get this game done. 

GOAL OF THE GAME

Over the course of 3 rounds, you and your Dev team must finish up the remaining jobs 
for your game before it can successfully be released. If even a handful aren’t completed, 
it’s highly likely the title will flop, and your studio’s image will be ruined. Do you all have 
what it takes to complete every job with only 100 Hours Till Launch? 

SETUP
 Firstly, have everyone pick a character 
card! There are four options, each with a 
specific career field that is the character’s 
role. The four options are the Artist, Designer, 
Director, or Programmer. Once picked, please 
refer to each other as your characters—you’re 
now the team behind Lucky Draw.
 Then, each player takes 7 Time Cubes, 
all of the same color. Place 5 of the Time 
Cubes on the 5 spaces on top of the character 
card and one on the third position of the 
Morale Scale on the bottom of the character 
card. The other 2 Time Cubes are set aside--
these are your character’s Extra Time Cubes.
 Each player then takes 1 Aspiration 
Card. 
 Finally, shuffle the CEO, Downtime, 
Job, and Office Vibes cards into separate 
decks and place them on the table in reach of all players.
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brownies as you thought...
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Extra Brownies!
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motivating team members.
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you’re tired, but happy!
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video. Then another. And another.
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You can’t stop humming your favorite 
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song. It’s distracting yet inspiring.

1 other player gains 1 Morale.
A di�erent player loses 1        . 
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 (their choice).

Radio, Radio

Doggy!!! 

Everyone gains 2 Morale
and 1 extra Time Cube.

Seriously, who doesn’t love dogs?

Everyone gains 1 Morale.

You spend your lunch hour and 
breaks walking your dog.

You cannot put a cube on a
Downtime card this turn.

Furry Friends

It seems like a serious argument is 
about to break out, but you help 

cooler heads prevail.

Nothing Happens.

You can cut the tension in the o�ice 
with a knife.

Downtime cards can only have 1 
player’s cube on them this round.

The Argument

You’re so annoyed with the team 
that you go home early.

You cannot use your last
  this round.

Sitting in tra�ic actually gave you 
the time to think of some new ideas.

You may use 1 of your extra
Time Cubes this round.

Late for work again...

You cannot use your first
  this round.

You come in so late that the rest of 
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3 workers decide to take a 
lunch break together. They 
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1 1 1 1

Ain’t nothing better than a 
few good memes everyone 

can relate to.

When this card has 6 Time 
Cubes on it (from any number 
of players,) everyone gains 2 

Morale.

MEME HOUR



WORKDAY SETUP
 Draw three Job cards and three 
Downtime cards, and lay them out on the 
table face-up in reach of all the players.
 Everyone draws an Office Vibes card 
and reads it out loud to the  team. They then 
take the action on the card that corresponds 
to their current morale level. 
 Lastly, have the Director draw a CEO 
card and read it to the team. Now get ready 
for the workday to begin!
IMPORTANT: At the beginning of each 
three Workdays, repeat these steps.

TURN ORDER
 Play always starts with the player 
playing as the Director, and then moves 
clockwise.

 
PLAYER ACTIONS:
 During their turn, players will have a 
few actions to choose from. They can:

• Place a Time Cube on any available Job 
card that their morale allows them to 
work on.

• Choose to take a minute for themselves 
and play on any available Downtime 
Cards.

• Decide to take a “break” and pass, 
moving on to the next player’s turn (This 
turn’s Time Cube cannot be used for the 
remainder of the round). 

 Once all 4 players have taken their 5 
turns, the round ends and a new one begins. 
Each player returns their Time Cubes to 
their card and proceed to Workday Setup.

MORALE
 The Morale Scale gauges how happy 
your character is, and how well they’re 
doing physically and mentally. Each player 
has a morale meter on their Character card 
that starts halfway at 3. 
 When a card or effects tells you to 
lose Morale, move the cube on your Morale 
scale that many spaces to the left. When told 
to gain morale, move the cube to the right.
 There are three sections to the Morale 
Scale: Low, Middle, and High, with two 
slots in each.
 Depending on where on the scale 
your character is at, their morale may limit 
the ability to play on certain cards or do 
specific actions: 

• High Morale means a player can work 
on all Job cards, regardless of type. 

• Middle Morale allows players to work on 
not only their role, but also the role from 
the player to the left of them. 

• With Low Morale, players can only work 
on their Job type. 

 
 When possible, to add to the fun, consider 
roleplaying the morale your character has. 
What would a 6 Morale be, versus a 2? 
 Morale is easy to lose, and can 
be difficult to gain back if not 
planned for. Sometimes all it 
takes is a shoddy trip to work 
to throw someone off the rest 
of the day. Make sure to talk 
with your team about how 
you’re doing, and strategize 
how to keep up the pace while 
still taking care of yourself!
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brownies you baked to share with 
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Looks like you didn’t make as many 
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promised to bring everyone.
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You watched a great video on 
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They can work any job this round.
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you’re tired, but happy!

Lose 1       this round but 
gain 1 Morale.
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video. Then another. And another.

Everyone loses 1       this round.
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and 1 extra Time Cube.
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You spend your lunch hour and 
breaks walking your dog.

You cannot put a cube on a
Downtime card this turn.

Furry Friends

It seems like a serious argument is 
about to break out, but you help 

cooler heads prevail.

Nothing Happens.

You can cut the tension in the o�ice 
with a knife.

Downtime cards can only have 1 
player’s cube on them this round.

The Argument

You’re so annoyed with the team 
that you go home early.

You cannot use your last
  this round.

Sitting in tra�ic actually gave you 
the time to think of some new ideas.

You may use 1 of your extra
Time Cubes this round.

Late for work again...

You cannot use your first
  this round.

You come in so late that the rest of 
the team had to cover for you.

No one can use their first
  this round.
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Launch Party!

Set Dress

Implement Music
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Enter Open Beta

Create Game Trailer
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3 workers decide to take a 
lunch break together. They 
laugh, gossip, and relieve 

some stress.

3 di�erent players may put a Time 
Cube on this card to gain 1 Morale.
The player left behind loses 1

Morale from FOMO.

LUNCH BREAK

1 2 3

The o�ice is a bit of a mess.
The dishes are piling up and 
it’s dragging the team town. 

And what’s that smell???

1 player may put 4 Time Cubes 
on this card to clean the o�ice.

If they do, everyone gains 2 
Morale.

CUBICLE MESS MANIA

1 1 1 1

Ain’t nothing better than a 
few good memes everyone 

can relate to.

When this card has 6 Time 
Cubes on it (from any number 
of players,) everyone gains 2 

Morale.

MEME HOUR



PLAYING Time Cubes
  Every Character card has a space for 
5 Time Cubes on the top. 
 Three of them are magenta with a 
file folder icon (listed as “In” on their time 
card) while two of them are blue with a plus 
symbol (listed as “Out” on their time card.)
 Time Cubes played from the magenta 
“in” spaces can be placed without penalty 
or restriction (beyond Job type.)
 Time Cubes played from the blue 
“out” spaces, however, are special. These 
blue “out” spaces represent the character 
taking appropriate breaks during the work 
day. 

 A Time Cube can be played from a 
blue “out” space on a Downtime card with 
no penalty. 
 If a Time Cube is played from a blue 
“out” space on to a Job Card, the player 
immediately loses 1 Morale for choosing 
to work through their break.
  If there is no available Downtime 
card to play a Time Cube on, a player may 
pass, leaving their Time Cube on the Out 
space.
 There is no penalty or reward for not 
playing a Time Cube.
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Furry Friends

It seems like a serious argument is 
about to break out, but you help 

cooler heads prevail.

Nothing Happens.

You can cut the tension in the o�ice 
with a knife.

Downtime cards can only have 1 
player’s cube on them this round.

The Argument

You’re so annoyed with the team 
that you go home early.
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Sitting in tra�ic actually gave you 
the time to think of some new ideas.

You may use 1 of your extra
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Late for work again...
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few good memes everyone 
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When this card has 6 Time 
Cubes on it (from any number 
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Morale.

MEME HOUR

Properly managing your time is key to a winning effort! Many 
Downtime cards offer ways to increase team morale, but the 
number of players who can put a Time Cube on them may be 
limited. Some Workdays may require more Time Cubes than 
you can play purely from  your “in” spaces, requiring some (or 
all) players to decide if they should work through their break or 
risk failing a job. Of course, allowing your Morale to drop too low 
offers its own complications in later rounds.
Be sure to communicate with your team members to figure out 
the best way to balance working jobs and taking an appropriate 
amount of down time.



JOB CARDS
 Each round will give the team 3 new 
Jobs to work on.
  Every Job requires a certain skillset 
to complete; players may not place a Time 
Cube on a Job unless they are able to work 
on that Job type. Players only need to be 
able to work on ONE of the listed Job Types 
to place their Time Cubes, not both.
 (Every player is always able to work 
on a Job with a matching Role icon, and 
having higher Morale allows players to 
work on Jobs of other types as well.)
 Each Job card will also have its own time 
requirement. 
 To complete a job, the amount of 
Time Cubes on the card must be filled by 
the end of the round.

Ex: The Optimize and Bugfix Job requires 5 
Time Cubes to be placed on it in order to 
be complete. To place a Time Cube on this 
Job Card, a player must be able to work the 
Programming OR Design Job Type.

FAILING A JOB
 If Job cards are not completed within 
a round by placing all the required Time 
Cubes, the Job is Failed. 
 Any hours spent on them will not 
count for anything, and are essentially 
wasted time. 
 In addition to the wasted time, failing 
Jobs causes mounting penalties to befall 
the players:

1. After the first Job is failed, choose a 
player. They can no longer play their 
first Job Cube for the rest of the game.

2. If a second Job is failed, only 2 Downtime 
cards are drawn on subsequent turns.

3. Should the players fail three Jobs, the 

game ends, and the players have lost.

Downtime CARDS
 Each round will give the team 3 new 
Downtime cards they can use.
 Downtime cards offer ways players 
can spend Time Cubes from their blue “out” 
spaces without penalty. They also provide 
ways to improve office morale and provide 
other benefits.
 Downtime cards do not have Role 
icons, but are often limited to a certain 
number of players and have different Time 
Cube requirements. 
 Unlike Job Cards, Downtime cards do 
not have to be played on in order to complete 
the game, and do not offer penalties for not 
being worked or being left incomplete.
 

Optimize and Bugfix
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Ain’t nothing better than a 
few good memes everyone 

can relate to.

When this card has 6 Time 
Cubes on it (from any number 
of players,) everyone gains 2 

Morale.

MEME HOUR



CEO CARDS
 CEO cards are drawn every morning 
and represent communications from the 
“higher ups” at Lucky Draw Games. 
  They offer challenges and restrictions 
to the current round, possibly requiring 
players to change their strategy based on 
what affect they have on the game.
 CEO cards only affect the round in 

which they are drawn.

Office Vibes
 Everyone knows that more than just 
work happens in an office. At the beginning 
of every Workday, each player draws an 
Office Vibes card. 
 Each Office Vibes card is divided 
into three sections that correspond with the 
player’s Morale meters. When drawn, the 
player reads and performs the action listed 
in the appropriate Morale box.
 The top, green box is read when the 
player is in High Morale (the fifth and sixth 
spots on the Morale chart.)
 The middle blue box is read when the 
player is in Medium Morale (the third and 
fourth spots on the Morale Chart.)
 The bottom magenta box is read 
when the player is in Low Morale (the first 
and second spots on the Morale Chart.)

Aspiration CARDS 
 Unlike the other cards in the game, 
each player only ever draws 1 Aspiration 
card at the beginning of the game.
 Aspiration Cards have goals specific 
to that player. Be sure to check your 
Aspiration Card periodically through the 
Workday to ensure that you can complete 
its goal!
 When an Aspiration card is failed, 
follow the text listed on the bottom of the 
card.
 If 2 Aspiration cards are failed over 
the course of the game, the players lose.

WINNING THE GAME

 To win the game and successfully 
launch Lucky Draw’s newest title, your team 
must complete at least 7 Jobs throughout 
the entire game, without ever failing more 
than two. 
 Bonus points if you all still have high 
morale after the last Workday!

 You did it! You helped push out the rest 
of the game in just three short days… and 
survived! 
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Component List

4x Character Cards4x Character Cards

32x Time Blocks

Director

Designer
Programmer

Artist

OFFICE VIBES
OFFICE VIBES

OFFICE VIBES
OFFICE VIBES

OFFICE VIBES

OFFICE VIBES

Spend at least 1       on 
a Downtime card every 

round.

Immediately lose 2 Morale.

LEVEL UP SKILLS

Spend at least 1        on 
every job you can every 

round.

Immediately lose 3 Morale.

BUILD BRIDGES

At least 1 other player 
increases their morale 

every round.

Everyone immediately loses 
1 Morale.

You brought some leftover
brownies you baked to share with 

the team.

Everyone gains 1 Morale.

Looks like you didn’t make as many 
brownies as you thought...

1 other player gains 1 Morale.

You burned the brownies you 
promised to bring everyone.

Everyone loses 1 Morale.

Extra Brownies!

You watched a great video on 
motivating team members.

Pick 1 player. 
They can work any job this round.

Hours of cat videos later, 
you’re tired, but happy!

Lose 1       this round but 
gain 1 Morale.

You showed the team a 
video. Then another. And another.

Everyone loses 1       this round.

Down the rabbit hole...

You can’t stop humming your favorite 
song. Your enthusiasm is infectious!

 
The first Job you play a        on

requires 1 less         to complete.

You can’t stop humming your favorite 
song. It’s distracting yet inspiring.

1 other player gains 1 Morale.
A di�erent player loses 1        . 

You can’t stop humming your 
favorite song. It’s annoying!

Everyone loses 1        or 1 Morale
 (their choice).

Radio, Radio

Doggy!!! 

Everyone gains 2 Morale
and 1 extra Time Cube.

Seriously, who doesn’t love dogs?

Everyone gains 1 Morale.

You spend your lunch hour and 
breaks walking your dog.

You cannot put a cube on a
Downtime card this turn.

Furry Friends

It seems like a serious argument is 
about to break out, but you help 

cooler heads prevail.

Nothing Happens.

You can cut the tension in the o�ice 
with a knife.

Downtime cards can only have 1 
player’s cube on them this round.

The Argument

You’re so annoyed with the team 
that you go home early.

You cannot use your last
  this round.

Sitting in tra�ic actually gave you 
the time to think of some new ideas.

You may use 1 of your extra
Time Cubes this round.

Late for work again...

You cannot use your first
  this round.

You come in so late that the rest of 
the team had to cover for you.

No one can use their first
  this round.

Traffic Jam

Launch Party!

Set Dress

Implement Music

Console Porting

Enter Open Beta

Create Game Trailer

Launch Party!

Set Dress

Implement Music

Console Porting

Enter Open Beta

Create Game Trailer

3 workers decide to take a 
lunch break together. They 
laugh, gossip, and relieve 

some stress.

3 di�erent players may put a Time 
Cube on this card to gain 1 Morale.
The player left behind loses 1

Morale from FOMO.

LUNCH BREAK

1 2 3

The o�ice is a bit of a mess.
The dishes are piling up and 
it’s dragging the team town. 

And what’s that smell???

1 player may put 4 Time Cubes 
on this card to clean the o�ice.

If they do, everyone gains 2 
Morale.

CUBICLE MESS MANIA

1 1 1 1

Ain’t nothing better than a 
few good memes everyone 

can relate to.

When this card has 6 Time 
Cubes on it (from any number 
of players,) everyone gains 2 

Morale.

MEME HOUR



 Jenny’s playing as Steph the Artist. At the beginning of her turn she notices her morale 
is low (1). Her morale level restricts her Time Cube placement only to Artist Job Cards (2). 
She notices that there is a Downtime card that benefits everyone if completed. Since the 
active Downtime card only needs 1 more Time Cube, Jenny decides to boost the entire team 
by placing her 3rd Time Cube from her Character card on the Downtime card time slot (3). 
Completing “The Game is Afoot” card awards everyone another Time Cube (4).
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can relate to.
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of players,) everyone gains 2 

Morale.

MEME HOUR

When the team is getting stir 
crazy, taking a game break may 

help inspire some new ideas.

4 players may put 1 Time Cube 
each on this card.
If they do, they all

gain 1 extra Time Cube.

THE GAME IS AFOOT

1 2 3 4

Console Porting

Enter Open Beta
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