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o) 4 - The Gallerist

m " 4s are wild! As you play a 4, you may
change its number to 1-7 or its color

| to orange, pink, blue, or purple. This

makes it easier to play! If you change

it, the next card you play must match

the changed 4. Changing its number

doesn’t change its patron power.

When you change a 4, it changes for all purpos-
es this furn other than its power. For example,

if you change it to a 2, it will count fowards
having the most 2s!

5 -The Dealer

As you play a 5, choose to either
draw a card from your deck right
now, or to get +$1 on your turn to buy.

Tip: To help remember that a patron
power gives you +$1, nudge it up in
your line of number cards: [l B B H
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For the rest of this turn, powers that
draw cards draw you an extra card.

Example: you play a 5 then a 3. You discard a
card and draw 2. Then you play a 4 and draw 2.

5 -The Schmoozer

6 - The Investor

On your turn to buy, you may trash
another card from your discard pile or
played cards for bonus money.

The better the card you trash, the
more bonus money you get.

7 - The Hoarder

As you play a 7, choose a color. For
the rest of this turn, whenever you
play 2 cards of the chosen color
(counting the 7, if it’s the right color)
draw 1 card.

Example: you play . and choose red. You play
. and draw 1. You play . and . then draw 1.




