MONITORSHIP
W i l l yo u p l e a s e t h e D . O . J . ?
A Compliance BoardGame by Alexandre Serpa
Your company's Compliance Program is under a
two-year D.O.J. imposed monitorship and you are
responsible for ensuring the best possible
outcome

The game was designed to represent - to a limited
extent - real interactions related to the
management of a compliance program and its
professionals in the field

Are you up to the challenge? Or will the other
companies under monitorship get better results
than you at the end of the two years?

However, because it was designed as an abstract
game, no prior knowledge of compliance
programs is required to play

Your program is fully assessed at the end of each
year - complemented by less comprehensive
assessments

It is also not necessary to speak a specific
language to play, since all the necessary
information is in graphical form (language
independent)

During the monitorship duration you will be able
to perform actions such as hiring, allocating,
training
and
promoting
compliance
professionals,
aiming
to
improve
the
implementation status of each of the eight pillars
of your compliance program and receiving points
of approval from the monitors
Your objective is to be the company with the best
assessment results from the monitors at the end
of the two years

Have fun hiring, training, promoting and
managing your limited resources to satisfy
the D.O.J. and be the WINNER

Credits: Alexandre da Cunha Serpa – Concept, Creation
and Design
Classification: Euro-Style, Abstract, Worker Placement,
language independent boardgame with a Compliance
Theme
Players: 2 to 6
Age: 12+
Duration: 60 to 120 minutes
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OVERVIEW
RECRUITING POOL
(Pg. 11)

TURN TRACKER
(Pg. 9/10)

PLAYER TURN ORDER
(Pg. 6)

CORPORATE
UNIVERSITY
(Pg. 12)

BAG FOR EXPERIENCE
OR RANK INDICATORS

12 CHALLENGE OR
OBJECTIVES CARDS
(Pg. 18)

VICTORY OR
APPROVAL POINTS
(VP) TRACKER
(Pg. 17)

REF CARD FOR
POSSIBLE ACTIONS
(Pg. 8)

12 BOOSTER CARDS
13 (Pg. 17)

BAG FOR BOOSTER
CARDS

8 PILARES / 8
PILLARS

* Estas cartas estarão
dentro da Sacola para
serem compradas de
forma aleatória / These
cards will be inside the
Bag to be taken
randomly

BANCO / BANK

6 PLAYER TRACKER
CARDS
(Pg. 7)
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ICONOGRAPHY
tokens for the six
different companies

Compliance profissional
/ Worker

profissional experience
level / rank
Corporate University
The 4 different
professional types
RECRUITING POOL
The different professional types
represent the ‘diversity’ of the
work force

*

Victory or Approval
Points (VP)
Income

One Action
Cost or Payment

Booster
Cash or Resources

Pillar (Implemented)

The 8 Pillars

Objectives or
Challenges Card

Executive Bonus

Can’t repeat

Pillar rank of
implementation
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SETUP
II
(The images depict a 4-company game)
i.

Each player - or Company - starts the game with $ 7 already
distributed along with their tracker card and one worker (*,
with Rank = 1) to be placed in any of the pillars (according to
the pillar restrictions)

ii.

Depending on the number of Companies in the game, remove
Tokens with an “X” from the corresponding columns or rows
of both the Corporate University and the recruitment pool

iii.

Shuffle the Challenges / objectives cards

iv.

Each Company Rolls the dice to identify which company will
be the first to choose in which slot of the turn to play

v.

i.

The company with the highest number in the die chooses
first, the second next and so on

ii.

If there is a tie on the die, the two tied companies roll
the die again to break the tie

iii.

Only on the first turn will the dice be used to define
the order of choice of the turn order slot, in
subsequent turns the choice will be made in reverse
order to the current play order - that is, the last
company to play this turn, will be the first company
choosing in which slot to play the next turn

Each Company then selects in which slot to play the first
turn by placing its token in the corresponding slot on the
turn order marker
i.

The Robotics company got 6 in the die, Telecom 4,
Electric Cars 3 and Nuclear Energy 1

ii.

Thus, Robotics was the first to choose and selected
slot 4, Telecom the slot 2, Cars the slot 3 and Energy
chose slot 6 – Energy secures to be the first company
to choose in which slot to play the next turn

III

IV & V
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TURN PLAYER ORDER
I

(The images depict a 4-company game)
i.

In the first round, and only in the first round, the order of
play is defined using the order of choice defined by the die
(see page 5)

ii.

The turn order marker indicates the income/ benefit that
each company will receive on its turn, which are
i.

ii.

iii.

First slot: receives the right to conduct training
for only $ 3 - regardless of the rank of the
professional to be trained (this benefit cannot be
saved for later turns)
Second slot: receives $ 2 from the bank on the
turn

iii.

Third slot: receives 1 victory point (VP) in the turn

iv.

Fourth slot: receives $ 4 from the bank on the turn

v.

Fifth slot: receives $ 2 from the bank on the turn

vi.

Sixth slot: You receive the right to conduct a
training for $ 2 less than the normal training cost
(this benefit cannot be saved for later turns)

CURRENT TURN
ORDER

Order in which
to choose the
slots for the
next turn

1.

Telecom

2.

electric
cars

1.

Nuclear
energy

3.

Robotics

2.

Robotics

4.

Nuclear
energy

3.

Electric
cars

4.

Telecom

The definition of the CHOICE order of the move order for
the next shift will be reversed from the move order of this
shift, like this (see page 10 - item J):
i.

The Nuclear Energy company will be the first to
choose which slot the next round will play in,
Robotics the second, Electric Cars the third and
Telecom the last

ii.

Any free slot can be chosen by the company instead
of choosing

iii.

The only rule as to which slot to choose applies to
the company that was playing in the sixth slot and
which will be the first to choose :: it will NOT be
able to choose to play again in the sixth slot

II & III
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PLAYER TRACKERS
i.

The player's or company’s tracker card is used to keep the
traceability of the company's situation in relation to:
i.

ii.

ii.

I

Which / how many pillars of the company's compliance
program are implemented
i.

Whenever the company implements a pillar, it must
mark that pillar as implemented on its TRACKER
card

ii.

If a pillar is ‘de-implemented’ - due to the withdrawal
of a professional either for training, termination,
or relocation to another pillar - the company must
remove the corresponding mark from its tracker

the diversity of the company's workforce
i.

Whenever the company hires a professional with a
'new' background, it must mark that background
with a token on its tracker - it is not necessary to
track the number of professionals for each
background, only the first professional hired is
relevant

ii.

When the company loses (due to termination or
poaching) the last professional of a given
background, it must remove the corresponding
mark from its tracker

II

In the example on the right the Telecom company has
i.

The Risk Assessment and the Investigations pillars
implemented

ii.

At least one professional from each diversity
background on its team
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ACTIONS & SCORING
The game takes place in 8 turns during which each company will carry out actions and be
evaluated by the monitors, which can result in additional resources or approval points
(VP) for the company

TURNS

PHASES PER TURN

In each turn there will be different phases during which different activities take place –
those phases are detailed in the `monitoring calendar` (details on pages 9 and 10)
The TWO actions of each company, during each turn, include:
✓

✓

✓

Actions costing ONE action (that is, they can be repeated or combined):
✓

Hire compliance professionals from the recruiting pool – those
professionals have diverse experience and seniority (page 11)

✓

Promote your team's professionals through training (page 12)

✓

Request and receive resources from Senior Management (page 13)

✓

Reassign your team´s professionals to a different pillar (page 14)

✓

terminate professionals and get resources (through saving) (page 15)

Actions costing TWO actions (they will be the ONLY action of the turn):
✓

Promoting your team's professionals immediately (page 13)

✓

Hire professionals from competitors (poaching) (page 14)

You will earn approval points (VP), or resources, in the following situations:

✓

In the 4th quarter of each year according to the number of pillars implemented
in your company AND according to the diversity of your workforce (page 10 item D / E)

✓

At the beginning of each turn depending on which slot the company chose to
play in (slots 2, 4 and 5 earn resources and slot 3 victory point) (page 6)

✓

In quarter 1 of the second year if you manage to exceed the objectives
(challenges) for that quarter (these objectives vary from game to game) (page
18)

✓

In the last turn if you are the company with the highest number of pillars
implemented AND with the smallest workforce (efficiency) (page 10 - item K)

✓

In the last turn when you exchange your money for victory points (page 10 - item
L)

✓

in the third quarter of each year, depending on your position (in relation to the
other companies ) in the implementation status tracker of each of the eight
pillars (page 10 - item C)

✓

At any time when you exceed a pre-defined number of implementation points in
each pillar (only the first company to reach these milestones will earn the
points) (page 16)
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TURNS & PHASES

TURNS

PHASES PER TURN
TURNS (The images depict a 4-company game)
i.

Each of the 8 rounds - or quarters - of the game are made up of
different PHASES which are represented just below the circle
with the calendar symbol - and which vary according to the
quarter (details on page 10)

ii.

Two tokens are used to track the progress of phases and
turns - the large gavel tracks the quarters and the small gavel
the phases of each quarter, which must occur in the order they
are listed in the calendar

iii.

In the action phase of each turn, companies play according to
the order selected in the previous turn, executing their two
actions before passing the turn to the next company

I

II
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TURNS & PHASES

TURNS
PHASES PER TURN

PHASES EXPLAINED
each of the 8 turns - or quarters - of the game are composed of different PHASES which are explained below
A. GRADUATION PHASE: All companies remove the professionals who are already in the GRADUATION column of
the corporate university and assign them to any pillar of their choice (adjusting the corresponding
implementation markers for the pillar)
B. ACTION PHASE: Each company uses its two actions sequentially according to the turn order (selected during
the previous turn)
C. PILLARS REVENUE PHASE: In this phase, companies will check in what position in the implementation rank they are
for each of the 8 pillars and will receive the corresponding revenue/ benefit
D. IMPLEMENTED PILLARS REVENUE PHASE : In this phase companies will check how many IMPLEMENTED pillars
they have in their program and will receive the corresponding revenue

E. DIVERSITY REVENUE PHASE: In this phase companies will check how many different professional backgrounds
they have on their team and will receive the corresponding revenue
F. EXECUTIVE BONUS PHASE: In this phase companies will pay (to the bank) the bonus of their executives in the ratio
of $ 1 for each professional with experience level = 3 and $ 2 for each professional with 4 or more experience
levels
A. for every $ 1 the company does not have to pay the bonus, 2VP will be removed from the company

G. CHALLENGE / OBJECTIVES CARDS DRAW PHASE: In this phase the three community challenge cards are drawn
H. CHALLENGE / OBJECTIVES SCORING PHASE: In this phase each company WINS (or LOSES) the amount of VPs
corresponding to the result of the challenge they chose
I.

UNIVERSITY PROGRESS PHASE IN : The penultimate phase of each shift is the phase in which all professionals
who are in the corporate university are moved to the next stage of training

J. TURN ORDER SELECTION PHASE: The last phase of each turn represents the selection of the play order slots
for the next turn
K. SCORING PHASE FOR EFFICIENCY IN PILLARS IMPLEMENTATION: In this penultimate phase of the game the
company that has the highest number of pillars implemented with the smallest workforce (that is, the most
efficient) receives 5 VPs (if more than one company ties, all tied companies receive the 5 VPs)
L. SCORING STAGE FOR SAVED RESOURCES: In this phase each company will receive 1 VP for every $ 5 they have
saved at the end of the game (surplus of $ beyond multiples of 5 will be disregarded - that is, if at the end of the
game your company has $ 10, $ 11 , $ 12, $ 13 or $ 14 you will receive only 2 VPs)

10

HIRING
Hiring from the recruiting pool (The images depict a 4-company
game)

i.

With the cost of one action only, during each turn a company
could hire professionals twice

ii.

The hiring of professionals can be done from any of the free/
open columns (the ones without the 'X' token) and always
respecting the rule of hiring the first professionals from the
bottom

iii.

In the example to the right, only professionals marked with
yellow arrows could be hired because they are in the first
position of their columns (from the bottom up)

iv.

The cost of each professional - which is described to the left
of the tile - depends on A) row in which the professional is
placed and B) the amount of professional experience that they
have

v.

In the example on the right, the professional identified with the
red arrow would have a cost of “A x B = 2 x 2 = $ 4”

vi.

After selecting the professional to be hired and paying the
amount corresponding to the bank, you can

i.

assign the professional to any of the pillars - respecting
the allocation rules of each pillar (allocating a newly
hired professional in a pillar is NOT considered an
action) or

ii.

train the professional (which will be considered the
second action of the turn)

iii.

Make sure to update your tracker card that you have
hired a professional from the corresponding diversity
background, which in this case is the

A

b

*

Only the first professional of each diversity background
needs to be tracked (this tracker identifies the diversity in
the workforce and not the number of professionals from
each background)
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PROMOTING (TRAINING)
Promoting – by providing training (The images depict a 4-company game)
i.

With the cost of one action only, during each turn a company could
promote by training (TRAINING) twice

ii.

Training can be started as long there is a free entry slot at the
corporate university

iii.

The training cost - which must be paid as soon as the professional
enters the corporate university - will be equal to “2 times the amount
of final experience” (2x (n + 1), where ‘n’ is the amount of initial
experience)

iv.

In the example on the right, imagine that you are playing with the
Nuclear Energy company and want to train a professional:

v.

i.

Scenario A :: Training is possible because although the Robotics
company has already placed a professional to be trained, there
is still a free entry slot (second row)

ii.

Scenario B :: Training is also possible because although the
Telecom company has already placed a professional to be
trained in the second row, it did so in the previous turn and that
professional has already been moved forward in the training
phases leaving an entry slot open

iii.

You then allocate your professional in that slot and place a
token identifying your company just below the professional
identifying them as your employee

iv.

The amount to be paid for this training is $ 6, given this
professional has N = 2 experience when entering the university
and will leave with N + 1 = 3, and the training cost is “2x (n + 1)
= 2x3 = 6 ”

v.

If another company tried to train a professional in this round
this would not be possible, since the two entry slots are
occupied (1 by robotics, 1 by Nuclear Energy) (the third slot,
blocked by the token 'x', would only be available in a game with 5
or 6 companies)

The penultimate phase of each turn is the phase of 'moving
professionals to the next stage of training' - in this phase all
professionals who are at the university are moved one step to the right
- when they reach the second step they receive their additional
experience / rank token and in the next shift they will be moved to their
'graduation’ - being allowed to return to their work in any pillar to be
determined by the company (respecting the restrictions of each pillar)
i.

This means that each professional in training will NOT be
working for the compliance program for one full turn

A

B
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PROMOTING (no training) / GETTING RESOURCES
getting resources from top management
i.

With the cost of one action only, during each turn a company could
get resources from top management twice

ii.

The Company receives $5 from the Bank

Promoting professionals without the need to train them
i.

With the cost of TWO actions, during a turn a company would perform
ONLY this action

ii.

The company must choose any professional from its workforce (those
who are assigned to one of the eight pillars) and promote them
immediately to the next level of experience “N + 1”

iii.

For this promotion, the company will pay an amount equivalent to 3x
the final rank (n + 1) of the promoted professional

iv.

In the example on the right, the Nuclear Energy company wants to
immediately promote one of its professional who is currently with
Experience = 1 in the Policies and Procedures Pillar - and thus be able
to 'implement' the pillar (this pillar requires 4 experiences in total to
be considered implemented – you may find that information on the
implementation tracker at the bottom of the pillar - which turns green
– “implemented” – at 4 experience)
i.

For this promotion the company will pay $ 6 (that is, three times
the final rank of “2”)

ii.

add an additional experience token to the relevant
professional and move the company token one position to the
right on the implementation tracker

iii.

As the Pillar was implemented, the Company will identify it as
implemented with a token on its tracker card
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POACHING FROM COMPETITOR & REASSIGNING PROFESS.
POACHING PROFESSIONALS FROM COMPETITORS –Players can agree that this action is not valid for any
given game

i.

With the cost of TWO actions, during a turn a company would perform ONLY this action

ii.

The company must choose any professional from the workforce of any of the COMPETITORS

iii.

And then offer “AT LEAST” a value of $ equivalent to the level of experience of the professional to be
hired + $ 2 (there is no maximum cap for the offer)

iv.

The company that is currently the employer of the ‘target’ professional has the chance to make a
counteroffer of ‘AT LEAST’ the same amount offered by the competitor
i.

As the company is already the professional's employer, it does NOT need to increase the offer to
retain the professional

ii.

In addition, if the counteroffer is made, the current employer will only need to pay the amount of
the counteroffer MINUS the current experience value of the target professional

v.

In the example on the right the robotics company makes an offer for the professional ‘brain’ with an
experience level of 2 from the telecom company for $ 6 (the minimum offer would be 2 + 2)

vi.

The telecom company - wanting to retain the professional - makes a $ 6 counteroffer
i.

vii.

As the professional is already employed by Telecom, they keep the employee and pay only $4 ($ 6
minus $ 2, equivalent to the professional's current level of experience)

If the Telecom company had not made the counteroffer, the robotics company would pay the total offer
price of $ 6

viii. Payment for contracting, or for the counteroffer, is made directly to the bank

Reassigning a professional to a different pillar
i.

With the cost of ONE action, during a turn a company could perform this
action twice

ii.

The company simply moves any professional from one pillar to another
at no cost

iii.

Don't forget to adjust the implementation tracker for the two relevant
pillars (reducing the professional's experience value in the source
pillar, and increasing it in the professional's destination pillar)

iv.

If the source pillar is no longer 'implemented', also update it on your
tracker card (the same is true if the target pillar becomes 'implemented')
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TERMINATING PROFESSIONALS
Terminating professionals and
obtaining resources due to salary
savings
i.

With the cost of ONE action, during a
turn a company could perform this
action twice

ii.

This action is used to obtain resources
($)

iii.

The company chooses any professional
assigned to any pillar, or in training, and
terminates them, returning them to the
recruiting pool

iv.

The terminated professional can be
placed in any free space in the
recruiting pool and the company that
terminated them will receive resources
based on the formula “Multiplier of the
job market x Level of experience of the
terminated professional”

v.

In the example on the right, the Telecom
Company decided to fire an employee
with experience level 4 who was
allocated to its Third Party Due
Diligence pillar - which was implemented

vi.

This employee can then be placed in
rows with multiplier 2 or 3 (since there
is no free space in row 4) in the
recruiting pool

vii.

The Telecom Company will naturally
allocate them to the row with multiplier
3 and receive “3x4 = $12”

viii. The company must remember to update
both the corresponding pillar
implementation tracker and its tracker
card (if necessary) with the termination
of the professional
ix.

The terminated professional is now
available to be rehired by any company
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PILLARS

I

IV

Description of pillar elements and mechanics
i.

Each of the pillars of the compliance program is identified by an icon and the
name referring to the pillar - in the example we have the MONITORING PILLAR

ii.

Just below the pillar icon are identified the types of professionals and levels
of experience that can be assigned to the pillar - in the example we have that any
type of professional with at least 1 experience can be assigned to this pillar

iii.

Below that we have the revenue / gain that companies will receive in the 3rd
quarters of each year depending on their position in the pillar implementation
tracker (first, second or third position)

i.

The tiebreaker criteria is i) the company that has the fewest
professionals assigned to the pillar, and ii) the company that is in the
higher slot in the order of play for the current turn

iv.

To the right we have the spaces in which each of the six companies can place up
to 4 of their professionals

v.

At the bottom of the pillar tile we see the pillar implementation status tracker
i.

The green boxes identify from how many total experience levels (and not
the number of professionals) the pillar is considered implemented

ii.

The revenue arrows identified above the implementation status tracker
indicate the instant revenue that the company that first goes through
that point will receive (as soon as a company receives the revenue, an 'X'
token will be placed over it to indicate that it is no longer available)

∑
+
vi.

In the top example to the right, the Telecom and Construction companies have
the same amount of total experience in the pillar, but the Telecom company gets
the same experience with fewer professionals, being more efficient and placing
first, the Construction company in Second, Pharma will take third place

vii.

In the bottom example to the right, the construction company has the highest
amount of total experience ranking first, while the Telecom and Pharma
companies have the same amount of experience in the pillar and the same number
of professionals, given the Telecom company is in a higher slot - in the order of
play for the turn – Construction will rank second and Pharma third

II
III
V

V.A

V.B

viii. None of the companies has the pillar implemented (which happens only from 4
total experiences)
ix.

the first company to get 5 total experiences will receive revenue of $1 and
1VP, and the first company to get 7 total experiences will receive $2 and 2VP
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VP TRACKER & BOOSTER CARDS

Description of elements and mechanics
i.

The VP tracker, or victory / approval points tracker, marks the
instant position of each company

ii.

In the markings of 6VP, 12VP and 17VP we have the image of a rocket
that identifies that the company that arrives or passes through that
point will then draw a booster card

iii.

Take a booster card out of the green bag and decide whether or not
to buy it at the price indicated in the upper right corner of the card

iv.

If you decide not to buy the card, return it to the bag

v.

If you decide to buy the card, pay the corresponding amount to the
bank and keep the card by your tracker

vi.

This card can be used at any time during the game and then discarded

vii.

The available booster cards, their costs and (quantity) - are as
follows

II

III

NOT PAY FOR ANY ACTION THAT HAS A COST, $2 (3), $3 (2) e $5 (2)
PERFORM AN ADDITIONAL ACTION, $2 (3), $3 (2) e $5 (2)
HIRE FROM ANY POSITION IN THE RECRUTING POOL, $5 (4)

VII
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OBJECTIVES / CHALLENGE CARDS
Description of elements and mechanics
i.

ii.

The first phase of quarter 1 of year 2 is the phase of drawing
the objective or challenge cards - in this phase:
A.

The objective or challenge cards are shuffled

B.

Three of these cards are drawn and placed just
below the original deck

C.

The drawn cards are turned over to reveal the
challenge on each one

B.

iii.

I

In the fourth phase of quarter 1 of year 2 companies gain or
lose victory points (VP) according to the following
A.

Each company will choose which of the three cards
available will be 'their' challenge card (the same card
can be chosen by more than one company)

I.B

I.A

I.C
II

Each company then
i.

WILL gain VP's corresponding to the positive
DIFFERENCE of your company's total experience in
its relevant pillars if that total is HIGHER than the
target value of the challenge card OR

ii.

You do not receive any VP if the total experience of
your company in the relevant pillars is EQUAL to the
target value of the challenge card OR

iii.

You will LOSE VP's corresponding to the negative
DIFFERENCE of your company's total experience in
the relevant pillars if that total is LOWER than the
target value of the challenge letter

In the example on the right
i.

The first challenge card requires a total of 3 experiences in
the sum of the pillars Risk Assessment and 3rd-Party Due
Diligence

ii.

The second challenge card requires a total of 6
experiences in the sum of the pillars Top Management
Support and Monitoring

iii.

The third challenge card requires a total of 4 experiences
in the sum of the pillars Senior Management Support and
investigations

iv.

the Telecom company would choose the THIRD card as its
challenge, given Telecom has a total of experiences of 3 + 5
= 8 in the pillars of Top Mgt Supp + Investigations, against a
target of 4 - Which results in a gain of 4VPs
i.

The first and second cards would bring a loss of
1VP to Telecom
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