


Example: After 14 rounds, Margarete and Alfred have both flipped four 
of their five golden Treatment tokens, more than anyone else. Margarete 
did not manage to flip her value 6 golden Treatment token. Alfred has 
two value 2 Treatment tokens remaining face up for a total value of 4. 
Alfred has the lower total value of remaining Treatment tokens, so he 
wins the game.

AlfredMargarete

Freud Card
In rounds 13 and 14, any suit can score. However, if 
cards are played with the same number, there is a 
hierarchy for determining their priority (i.e., which 
cards go closest to Freud). For cards played on the 
Sun side, Circles take priority over Hexes, and Hexes 
take priority over Diamonds. For cards played on 
the Moon side, Diamonds take priority over Hexes, and Hexes take priority over 
Circles. Ties within the same suit are broken by the Sun and Moon tiebreaker 
icons, as usual (see page 6).
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overviewoverview
In the solo game, you play against the automated opponent, the Id. 

If the Id flips over all six of its Treatment tokens, it wins. If you flip over all 15 
of your Treatment tokens, you win. Otherwise, the game ends after 14 rounds. 
If you have more golden Treatment tokens flipped over than the Id, you win. 
Otherwise, the Id wins.

setupsetup
Set up the main area up as you would for a 2-player game. Next, choose a 
difficulty setting (easy, medium, or hard) and lay out six golden Treatment 
tokens for the Id, according to the corresponding pattern shown below. These 
will be the only Treatment tokens the Id uses. Give the Id a Professor token.

SOLO MODESOLO MODE

HardMediumEasy
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playing the gameplaying the game
• Before choosing your card, flip this round’s non-player Dream card beside 

the Client, as usual.

• After you play your card, draw and reveal 1 Dream card from the deck for 
the Id (and place the Id’s Professor token on it).

• Arrange the cards and resolve them, as usual. 
However, the Id’s card may always score—even if it 
is off-suit.

• Determine the Id’s gap and score its highest-valued 
Treatment token(s) possible. (The Id always prefers 
to flip over its highest valued tokens rather than 
multiple tokens that equal the same amount.)

• Check if either player has flipped 
all their Treatment tokens. If 
so, the player who did wins! 
Otherwise, continue playing.
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If your Dream card has one of the numbers shown,
add 1 to your scoring value. 

If your Dream card has the Sun/Moon, add/subtract the
amount shown when determining your scoring value. 

If you play the farthest Dream card from the current Client, 
add/subtract the amount shown when determining your
scoring value.

If you play the closest Dream card to the current Client,
add/subtract the amount shown when determining your
scoring value.

If your gap is 0 or 1, add 3 to your scoring value. 

When scoring, you may disregard the next Dream card (i.e., 
skip it). Assess the gap between your Dream card and the 
next closest card. 

Before choosing and revealing your cards, draw 1 random 
Dream card from the deck and place it face up beside the 
current Client. After the players reveal their cards, add this 
card to the arrangement.

After revealing your cards, draw and reveal 1 random 
Dream card from the deck and add it to the current 
arrangement. 16


