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GAME RULE BOOK

OBJECT
Master fields before the other players do.

GAME PIECES
• Knowledge game board
• Knowledge game cards (approx. 140 cards)
• Knowledge synapses (65 pom-poms)
• Knowledge neurons (approx. 70 strips)
• Knowledge ability and power markers (10 rings)
• 2 six-sided dice

GAME SET-UP

One player randomly places colored pom-poms to fill all holes in the Knowledge game board, which 
consists of two parts:  (i) the "brain" area, where players place neurons, and (ii) the "mastery" area, where 
five fields of mastery are labeled.  Another player then randomly places Knowledge the five ability markers 
in the brain area and the five power markers in the mastery area of the board.  Another player then 
chooses which color he or she would like to play.  Then the remaining players choose their colors.

Note that a player's color represents his or her "core competency," i.e., the red player's core competency is 
red, the blue player's core competency is blue, and so on.

Note also that white pom-poms should NOT be placed in the mastery area of the game board, but that all 
other colors can be placed in both the synapse and the mastery areas of the board.

TURNS

Game play proceeds by turn.  A turn proceeds in the following order:

• Active player rolls dice at beginning of turn
• All players collect cards according to the rolled number
• Active player places neurons
• Active player negotiates card trades with other players and trades in core competency cards for 

other cards
• Active player masters fields by trading in cards at the specified cost (see chart below)
• Active player's turn ends when he or she passes the dice to the next player
• Each player reduces his or her hand to a maximum of seven cards by discarding cards before the 

next player rolls
• Game play ends when all five fields have been mastered or when one player has clinched a point 

victory
• The player with the most points wins (see chart below)



COLLECTING CARDS

Each player begins the game with one card of each color, i.e., one red card, one blue card, one green card, 
and one yellow card.  Thereafter, players collect additional cards each turn according to a roll of the dice.  
The rolled number determines which type of cards, if any, each player can collect (see chart below).  The 
number of cards a player can collect depends upon how many synapses of a given color the player's 
neurons are connected to.

For instance, if a "2" is rolled, all players can collect red cards.  If player Jane has currently got three 
neurons in place, and all the synapses connected by those neurons include exactly one red synapse, Jane 
can collect one red card.  If her neurons were connected to exactly two red synapses, she could collect two 
red cards, and so on.

Roll Effect
2 or 3 Collect Red (all players)
4 Collect Green (all players)
5 Place Two Neurons (active player only)
6 Collect Core Competency of Player to Left (active player only)
7 Collect Own Core Competency (all players)
8 Discard One Card (all players)
9 Collect Core Competency of Player to Right (active player only)
10 Collect Yellow (all players)
11 or 12 Collect Blue (all players)

Note that orange synapses do NOT count for card-collecting purposes.

When the rolled number indicates that only the active player can collect, no other player than the player 
whose turn it is can collect any cards.

Tip:  the game is structured so that a player is most likely to collect cards of his or her own core 
competency color, which can then be used by the player directly or traded in for cards of different colors.

PLACING NEURONS

Each player starts the game with 16 neurons of his or her core competency color, e.g., the red player starts 
with 16 red neurons.  Each player also starts with one orange, "wildcard" neuron.

A player's first neuron placement must connect at least one synapse of his or her own core competency.  
Thereafter, the active player may, during his or her turn, place an additional neuron on the board according 
to the following rules:

• each additional neuron must connect to one of the player's neurons that are already on the game 
board

• placing a neuron that connects to the active player's core competency synapses on both sides 
(e.g., a yellow neuron bridging two yellow synapses) do NOT cost any cards

• placing a neuron that connects TO a synapse that is not the active player's core competency (e.g., 
a yellow neuron that connects to a red synapse) costs one card that is the color of the new synapse 
being connect to (e.g., a yellow player connecting to a red synapse must play one red card)

• as soon as the active player plays a card to place a neuron connecting to a new synapse, he or she 
cannot place any additional neurons that turn

• if a player places a neuron over another player's neuron, the other player is "traumatized" and the 
other player's neuron gets removed from the game board and returned to his or her hand

• if a player chooses to place an orange neuron instead of a neuron of his core competency color, the 
orange neuron is a "wildcard" in that (i) ALL player can now treat that neuron as one of their own 



and (ii) the orange neuron can never be removed through the traumatizing

Thus, under the above rules, a yellow player could place a new yellow neuron that connected two yellow 
synapses at no cost, and then, during the same turn place another new yellow neuron that connected to a 
red synapse at the cost of one red card.  Then, the yellow player would not be able to place any more new 
neurons that turn.

When a player's neuron is connected to a synapse that is marked with one of the ability markers (e.g., the 
"Humility" marker), that player possesses the given ability (e.g., humility).  However, if the player ever loses 
that neuron (by being traumatized by another player, for instance), the player no longer has that ability until 
he or she connects another neuron to that synapse.

Note that no neuron can connect to a white synapse; these synapses are dead for all players.  The only 
exception to this rule is that provided by the power of forgiveness discussed below.

Note also that orange synapses are "wild," meaning that any player can connect to them at a cost of one 
card of any color.

Tip:  placing an orange neuron can be a smart move if a player expects to be traumatized in that location, 
since orange neurons cannot be removed through trauma.  However, remember that once an orange 
neuron has been placed, all other users can treat that same orange neuron as though it were their own.

TRADES

During his or her turn, a player can trade cards.  Cards can be traded with other players at whatever 
exchange rate (e.g., one red for two blue) the two trading players agree upon.  Cards can also be  
exchanged with the general stock of available cards (the house), but only as follows:

• a player can exchange three cards of his or her core competency color for one card of a different 
color (exception:  the power of meaning, discussed below)

• if a player has seven or more cards in his or her hand, that player can discard all cards in his hand 
and receive a starting hand (i.e., four cards comprising one card of each of the four colors)

Note that players who are not the active player cannot trade with anyone other than the active player.

Note also that a player CANNOT exchange cards that are not of the color of his or her core competency 
with the house.  But such cards can still be traded to other players.

MASTERING FIELDS

During his or her turn, a player may master one or more of the fields of mastery but only if the following 
requirements are met:

• the player currently has a neuron connected to all abilities that are prerequisites for the given field 
to be mastered (see chart below for prerequisites)

• the player has and trades in all the required cards identified in the portion of the game board that 
corresponds to that field

Thus, for example, let's say that the randomly placed pom-poms that appear in the mastery area assigned 
to "War" comprise two green, one yellow, and one red pom-pom.  If player Jane wishes to master the field 
of war, she must (i) meet the prerequisite for war (i.e., have a neuron connected to the "Willpower" ability) 
and (ii) trade in two green, one yellow, and one red card.  Upon doing so, the pom-poms are removed from 
the "War" area of the board, since Jane has mastered that field.  



Field Prerequisites needed
Love Empathy, Humility, Willpower
Art Taste, Empathy
Death Willpower, Humility
Science Logic
War Willpower

Once one player has mastered a given field, that field can no longer be mastered by anyone else.  The 
player who mastered the field gets the points that correspond to that field according to the following chart.

Field Points
Love 3
Art 2
Death 2
Science 2
War 1

Additionally, the player who mastered the field of "Death" gets the tie-breaker benefits described below.

POWERS

Each field is associated with a special power as shown in the following chart.

Field Power gained
Love Meaning
Art Creativity
Death Forgiveness
Science Discovery
War Resilience

Each power acquired by a player provides that player special benefits that no other player enjoys as shown 
in the following chart.

Power Benefit
Meaning player's core competency cards can be traded in at a rate of 2-for-1
Creativity player's new neurons can be based off of any player's existing neurons
Forgiveness player can treat white synapses as core competency synapses instead
Discovery player can play an additional neuron, and at no cost, each turn
Resilience player can retain 8 cards in his or her hand between turns instead of 7

Mastering a given field gives the player who mastered that field a single, one-time opportunity to acquire 
the power associated with that field.  But this opportunity is use-it-or-lose-it:  the opportunity must be 
exercised at the moment the given field is mastered, or the opportunity is lost forever for that player and for 
all other players.

To acquire the new power, the player mastering the field associated with that power must trade in an 
additional card.  The color of the additional card must be that of the pom-pom marked by the power marker.

Thus, for instance, let's say that player Jane has mastered the field of war by exchanging two green, one 
yellow, and one red card.  Let's also say that the "Resilience" marker had been placed at the beginning of 
the game on the red pom-pom in the War area.  In this case, Jane could acquire the power of resilience by 
trading in a second red card at the moment she mastered the field of war.  If she chooses to and has the 
additional card necessary to do so, Jane removes the resilience marker from the board and puts in by her 
own stock of neurons.  She has acquired the power of resilience and its associated benefits for the rest of 
the game.  Specifically, Jane can retain eight cards in her hand between turns, while all the other players 
must reduce their hands to seven cards between turns.



Note that powers are cumulative.  Thus, for instance, a player with both creativity and discovery can play 
an additional neuron each turn, and that additional neuron does not need to be connected to any of that 
player's existing neurons; it can connect to some other player's existing neuron.

SUMMARY CHART FOR FIELDS OF MASTERY

Field Cost Points Prerequisites needed Power gained
Love 8 cards 3 Empathy, Humility, Willpower Meaning
Art 6 cards 2 Taste, Empathy Creativity
Death 6 cards 2 Willpower, Humility Forgiveness
Science 6 cards 2 Logic Discovery
War 4 cards 1 Willpower Resilience

WINNING THE GAME

A player wins the game by scoring the most points.  Points are scored only by mastering fields according to 
the above chart.

Thus, for example, if Jane masters love for 3 points and art for 2 points, she has a total of 5 points.  If Bill 
masters science and war, he has a total of 3 points.  And if Tom masters death, he has a total of 2 points.  
Jane is the winner.

Ties are resolved according to the following rules in the following order.

• if one of the players tied for the lead has mastered death, that player wins the game
• if none of the players tied for the lead has mastered death, the player with the most neurons on the 

board at the moment of the tie wins
• if the players who are tied for the lead also have the same number of neurons on the board, the 

player who mastered death wins the game, even if he or she is not tied for the lead

For game updates and more information, visit www.inventerprise.com/knowledge.
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