Rules for a Hasnamus who dies:
SCENARIO 1 – DIE WITH ASTRAL BODY:
You do not die.  You reincarnate as a 1, 2 or 3 brained-being.  1 or 2 brained-beings can only escape reincarnation by cleansing and do not escape if they crystallize a Mental or Causal body.  Only a 3 brained-being who dies with a Mental or Causal body can move to scenario 2.

Procedure:  Discard all Part-of-Center cards in your hand and all Law-cards in your Law-pile.  Keep your Astral-disks and any Mental-disks in place and remove your Physical body chips.  Keep all chips that are on the JOKER but remove all other chips from the board.  Start with 3 Food, 3 Air and 1 Impression in the Diagram of Nutrition, 7 Part-of-Center cards in your hand and 3 Law-cards in your Law-pile (just as you did at the beginning of the game).

Roll for type:

Roll type 1, 2 or 3 = reincarnate as a 1 brained-being.  Move TRIPLE your roll each turn.

Roll type 4 or 5 = reincarnate as a 2 brained-being.  Move DOUBLE your roll each turn.

Roll type 6 = reincarnate as a 3 brained-being.  Move your roll each turn.

Start play:

Start play just as you did at the beginning of the game (see FIRST TURN:).

Note: If you cleanse yourself, you continue playing as a 1, 2 or 3 brained-being until you die.  Remember that a cleansed Master can take opposite sides of the die or he can roll again and take roll.  1 & 2 brained-beings continue to move TRIPLE or DOUBLE their roll choice until death.

SCENARIO 2 – DIE WITH MENTAL OR CAUSAL BODY:
You die.  Keep 7 Part-of-Center cards from your hand or draw to bring your hand to 7 cards.  Replace your Mental-disks with chips and roll to determine the Planet of your Hasnamuss.

Roll for Planet:

Roll a 1, 2, or 3 = Remorse of Conscience.  Move your roll each turn. 

Players who roll a 1, 2 or 3 roll again.  If the player rolls the same number he is cleansed.   Note: Remove 1 chip from the JOKER.

Roll a 4 or 5 = Repentance.  Move DOUBLE your roll each turn.

Players who roll a 4 or 5 roll again.  If the player rolls the same number he is downgraded to the Planet of Remorse of Conscience.

Roll a 6 = Self Reproach.  Move TRIPLE your roll each turn.

Players who roll a 6 roll again.  If the player, again, rolls a 6, he advances to the planet of Eternal Retribution and can never escape.  He is out of the game backwards!

Note: If you cleanse yourself, you are free of the planet.  Move your roll each turn.  Remember, a cleansed Master can take opposite sides of the die or he can roll again and take roll.  







