
2 Cards 
in hand

1 Baggage 
Icon

Draw 2 Cards.
5 - 2 Cards in hand, 
-1 Baggage Icon = 2



Scores at 1 will cause the player affected to 
have a neurosis. Every turn a player has a 
score of 1, they suffer a Neurosis. They 
must raise their score above 1 through the 
use of cards to remove the neurosis.

To determine the effects of neurosis, refer 
to the EFFECTS OF NEUROSIS card.



The amount of emotional baggage you accumulated as a result of 
playing the card is indicated by the bag icon(s) at the bottom left of the 
card. Leave a card with baggage face-up in front of you after playing.
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Freedom is Tied - Altruist +1 Point  Jester +2 Points
Jester wins Fun - Jester +4 Points (6 Points)
Altruist wins Belonging - Altruist +4 Points (5 Points)
Altruist wins Power - Altruist +2 Points (7 Points)
The Altruist wins 7 to 6.


