You’re a member of the world’s
premiere super hero team!

Unfortunately, you were just assigned...
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The world is in crisis. Multiple crises, actually.

Natural disasters, invaders from other planets, and super villain
takeovers have popped up all over Earth. Is it a coordinated effort
on their part? Probably not, but the heroes are going to need a
coordinated effort of their own to get a handle on things! That's
where you come in.

You're part of an elite super hero force... but you're not down in
the action, you're in charge of helping heroes get to the action.
You'll deploy heroes all over the globe, so they can assist in
evacuations, shut down villains, and help de-escalate situations.
And what’s the best way to find out where people need help?

By watching the news, of course!

Look, it may not be the most glamorous super hero job, but it's
no less important. Sort of.

<- GUT VERTICALLY AND HORIZONTALLY
ON THESE INSIDE BLACK EDGES

Most NEWS CHANNEL cards let you move a hero in or out of a
specifically named location. Heroes are allowed to move to
adjacent locations in cardinal directions only: north, south, east
and west. If a hero is to move out of HONG KONG, for example,
they can move to SEOUL (north), SYDNEY (south), MEXICO CITY
(east), or DUBAI (west). Similarly, if a hero is to move in to
DUBALI, they can move in only if they are already at one of the
surrounding locations (PARIS, HONG KONG, NAIROBI,

MEXICO CITY.)

(These examples assume you have arranged your region
cards in a way that replicates the Earth’s actual layout.)

Because the Earth is round, heroes on the third card in your
region card tableau consider the first card adjacent, and
vice-versa.

However, because nobody wants to travel across the polar
landmasses, locations on the top row and bottom row of the
same region are not adjacent. For example, a hero in BUENOS
AIRES cannot move directly to NEW YORK via a “move in” or
“move out” action instruction.

There is no limit to the number of heroes that can be in any
single location.

MONITOR DUTY is a single-player, no-hand card game
about the organizational abilities of super hero teams,
playable in minutes.

3x Earth region cards
24x news monitor cards
5x hero tokens (can use coins, tiny chess pieces, whatever!)

Arrange the three Earth region cards in front of you, oriented
vertically, with the red “ESCALATED” side up. This creates a
three card tableau. It does not matter what order the three cards
are in, but if you do it wrong, somebody will “um actually”

you about it.

Each region card is divided into three locations.

Select three of your five hero tokens for initial deployment.
Place one hero on each region card in any one of the three
locations, but not inside a location that is in a horizontal row
with another occupied location. This is like Sudoku: one hero
per card per row.

EXAMPLE: Place hero 1 in NEW YORK,
hero 2 in DUBAI and hero 3 in SYDNEY

The remaining two hero tokens are in your RESERVES.

AGCORDION FOLD VERTICALLY
ON THESE GRAY LINES

If, at any time, all three loc

is instantly flipped to DE-ESCALATED. Heroes on the card stay
in their same locations after the flip.

A DE-ESCALATED region with all three locations occupied by at
least one hero each cannot be ESCALATED again until at least
one of those locations has been vacated.

The game ends when there are no more possible plays. IE, all
available news monitor action instructions cannot be followed.

The game also ends when all six “off” monitors are visible.

If you have revealed all six “off” monitors and all three regions
are flipped to DE-ESCALATED, congratulations this is a
complete victory!

If not, either take it as a complete loss, or consult the following
scoring table.

Each revealed “off” Each DE-ESCALATED [E=
monitor is worth —region card is worth

5-points 10 points

A complete perfect total victory game would tally 60 points.

ns in a single region have at least
one hero in them, and that region is ESCALATED, the region card

For a standard difficulty game, shuffle the 24 news monitor cards
and deal six face-down above the Earth region cards. A horizontal
grid of 3x2 looks very nice, but it does not matter how you
arrange these on your playing surface. These six face-down
cards represent six television monitors in a “turned off” state.

Take three cards from the top of the deck and, without looking,
flip the three-card stack face-up on any of the six face-down
cards. You will now be able to see the top card of the three.
Repeat this for all six face-down cards. You will have six stacks
consisting of four cards each: one face-down card at the very
bottom and three face-up cards on top.

With a bank of six “live” television screens in front of you, and
three heroes already in position around the globe, you are now
ready to play MONITOR DUTY!

DEPLOY ONE HERO IN RESERVES TO

ANY LOCATION

Select any hero token in your RESERVES and
place them in any location.

MOVE TWO HEROES IN TO [location]

Action instructions that specify moving two
heroes require legal simultaneous movement
of two separate heroes.

RETURN ONE HERO TO RESERVES
Select any hero token on any Earth region
card and place them in the RESERVES.

ESCALATE ANY ONE REGION

Flip any DE-ESCALATED Earth region card over
to the ESCALATED side. Any heroes on the card
stay in their same locations. DE-ESCALATED
region cards with all three locations occupied
by at least one hero each can not be ESCALATED.
This card cannot be played if there are currently
no DE-ESCALATED regions.

MOVE ONE HERO OUT OF ANY LOCATION
Select any hero currently in any location and
legally move them out to an adjacent location.

DISCARD ANY “MOVE ONE” CARD

Select any face-up news monitor card that
includes the phrase “MOVE ONE” in the action
instruction and discard it without playing it.
This card cannot be played if there are no
face-up news monitor cards that match the
“MOVE ONE” text criteria.

Each news monitor card has an action instruction on it. Most
cards fall into one of these two categories:

NEWS CHANNEL cards will have a named
location somewhere on the card, and an
action instruction in the bottom. (TV news
stations officially call this a “lower third”!
TV news stations are not known for their
creativity.)

COMMERCIAL cards will have an action
instruction on the bottom of the card.

All text aside from the action instruction and the named
location has no effect on playing the game.

Select one of the available face-up monitor cards and carry out
the action instruction. Then place that monitor card in the
discard pile. This will reveal a new face-up monitor card (or the
face-down “off” monitor card if you have reached the bottom
of the stack.)

The game ends when it is impossible to carry out any of the
available action instructions, or when all six “off” monitor
cards are revealed.

The goal is to make it through all six stacks

- with all six “off” monitors visible - and flip
all three Earth region cards to the DE-ESCALATED
side (via the DE-ESCALATION rule.) That’s a win!

Failing that, you can tally up your score and
see how close you get to saving the entire world.

Remember that after fulfilling
the action instruction
on any card, the card is discarded!

Try playing with two, three, four, eight or twelve news monitor
stacks! The card math works out with the same number of
cards in each stack, thanks to the number 24 having multiple
divisors. Playing with more stacks will give you more available
option actions and should be easier.

Special thanks to Rhonda and Clark. Playtesting and additional
support by Alessandra and Giuliana, Mike Fell, Chad Maurer,
Josh Tauzin, Kyle y and p: y others. My i
to Warner Bros for stealing old Super Friends screens for this
early access demo playtest edition.
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