How to Play

Emptiness Card Game Rulebook

The goal of this game is to be the first player to empty all cards from your hand by skillfully combining
Enlightenment, Energy, Disruption, and Equilibrium cards. Players must manage their hand, counter
opponents’ actions, and balance strategies between accelerating their own card depletion and
hindering others, all within a system inspired by spiritual growth and energy dynamics.

Game Setup and Flow Overview

At the start of the game, each player is dealt an agreed-upon number of cards (typically 6 for 3-5
players, 8 for 2 players). Once all players receive their hand, they collectively decide who will go first.
The turn direction (clockwise or counterclockwise) is also agreed upon before the game begins.

The first player places a valid card or combination onto the central discard pile to begin. Subsequent
players follow the turn direction and take actions one by one, either playing their own card(s),
countering the previous play if eligible, or drawing a card if unable to play.

Players place their cards on top of the central discard pile — the game does not involve creating
separate piles per player. All actions interact with the shared center pile, much like the system seen
in classic "One Card" games.

If the draw pile is ever depleted, shuffle the discard pile thoroughly and place it face-down to form a
new deck. The game continues seamlessly from this new deck.

Enlightenment + Positive Discard 2 cards, then either discard 1 more
Energy card or draw 1 card

Enlightenment + Negative Draw 1 card

Disruption + Negative Discard 2 cards, both you and opponent draw 2
cards

Disruption + Positive Only opponent draws 1 card

Equilibrium + Energy Discard 2 cards

Equilibrium (solo) Discard 1 card

Disruption (solo) Both you and opponent draw 1 card

Enlightenment (solo) Discard 1 card

Positive/Negative Energy (solo) Cannot be played alone



Turn order (clockwise or counterclockwise) can be chosen freely at the start of the game.
Turn Structure

On your turn, you may play and discard one card or one valid combination.

After discarding, your turn ends.

The next player may counter or play/discard a card; after their action, their turn ends.

If you cannot play or discard (for example, only Energy cards remain), draw one card and end your
turn.

Counter Rules

Only the next player in turn order may counter, and only immediately after the previous action.If the
next player does not counter, no further counters are allowed for that action.

Deck Depletion

If the draw pile is empty, shuffle the discard pile to form a new deck.

Number of Players Starting Cards per Player Estimated Playtime (minutes)

1 (Single Player) 8-10 5-10

2 8-10 10-15
3 6-7 15-20
4 6 20-25
5 6 (optionally 7-8) 25-35

A 6-card hand is the most stable for 3-5 players, while 8 or more is suitable for 2 players. For 3
players, choosing between 6 and 7 cards per player ensures both strategic depth and smooth pacing.

Glossary of Key Terms

Hand: The set of cards a player holds.

Deck: The stack of cards from which players draw.

Discard Pile: The pile where played or discarded cards are placed.

Draw: To take a card from the deck.

Turn: A player’s opportunity to play or discard cards.

Counter: A special card or combination played by the next player to negate the previous action.
Combination: Playing two or more cards together for a special effect.

Solo: Playing a single card without combining it with others.

Enlightenment Card: Allows efficient discarding or flexible hand management.

Energy Card: Comes in Positive or Negative types; must be played as part of a combination.
Disruption Card: Used to hinder opponents or disrupt the game flow.

Equilibrium Card: Enables balance effects, often involving discarding or countering.

Basic Effects of Each Card Type



Enlightenment: Discard cards or enable hand management.

Positive Energy: Used in combinations for beneficial effects or counters.

Negative Energy: Used in combinations or as a counter; often increases hand size.

Disruption: Forces opponents to draw cards or disrupts their plans.

Equilibrium: Balances effects, often allowing extra discards or negating actions.

Example Turn (2 Players)

Player A’s Turn

Plays Enlightenment (Solo) and discards 1 card.

Player B may discard any one Energy card.

Player B’s Turn

Plays Disruption (Solo).

Both A and B each draw 1 card.

Player A, as the next player, may counter with a Positive Energy card (negates effect for everyone)
or a Negative Energy card (both A and B draw 1 additional card).

Example Card Combinations

Enlightenment + Positive Energy: Discard 2 cards, then either discard 1 additional Energy card or
draw 1 card.

Disruption + Negative Energy: Discard 2 cards, then both you and your opponent each draw 2
cards.

Equilibrium + Energy Card: Discard a total of 2 cards.



Emptiness Card Structure and Symbolism

Each card goes beyond being a simple game tool—it symbolizes a state of energy that we encounter
in life.

Enlightenment Card

Symbolism:
The light that breaks ignorance, the gaze that penetrates to the essence.

Function:
The most powerful tool for emptying. Playing this card represents letting go of one attachment you
have been holding onto.

Energy Cards (Positive / Negative)

Symbolism:
The dual forces of yin and yang that compose the world.

Function:
Energy cannot exist alone. It must combine with Enlightenment or Equilibrium to create meaningful
action.

e Positive accelerates the process of emptying.

e Negative may lead us into deeper reflection (drawing a card), guiding us inward.

Disruption Card

Symbolism:
The collapse of fixed ideas, external trials and upheaval.

Function:
Interrupts an opponent’s flow or introduces unexpected change. It is training in discovering
emptiness within confusion.

Equilibrium Card

Symbolism:
The Middle Way (#1;&), a calm and balanced state of mind.

Function:
Corrects imbalanced energy and enables stable, steady emptying.



Solo Play Guide: Sensing the Destiny of Your Mind (Tarot Style)
When using this game alone, follow these steps to reflect on your spiritual state:

1. Purify the Mind

Close your eyes and take three deep breaths.
Ask yourself: “What energy is governing me right now?”
Or bring to mind a specific concern.

2. Draw the Cards
Randomly draw three cards and place them side by side.

e First Card (Past/ Cause):
The origin of the energy you have been holding onto.

e Second Card (Present / State):
The core of your current mental and emotional condition.

e Third Card (Advice / Outcome):
The action needed to reach emptiness.

Example Interpretation

If you draw:
[Disruption] — [Negative Energy] — [Enlightenment]

This suggests that a past external shock has left you dwelling in negative thoughts. However, it
indicates that the time is approaching when the light of awakening will help you release and empty
this state.

Custom Rules for Developing Spiritual Sensitivity
Do not be bound by fixed rules. Emptiness has no single correct answer.
Meditation Rule

Whenever you play a card, briefly recall and speak aloud a personal experience related to the word
on the card (e.g., “Positive”), and release it as you play.

Intuition Rule

Practice sensing your opponent’s energy without looking at their cards. Try to guess which card to
play based solely on intuition, training your spiritual awareness.
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