BRIEF IDEA OF THE GAME

The idea of the game is to enhance one’s power and enrich oneself by
abusing one’s position, befriending the rich and powerful or defrauding
the public, with a view to becoming a KLEPTOCRAT. Starting from
“GO”, move Tokens around the Board on the throw of Dice. When
a Player’s Token lands on a space, Player must butter-up or defraud
the resident. The OBJECT of doing so is to enhance one’s influence

or increase one’s material possessions. National Purse and Chancer
p
spaces give the draw of a Card, the instructions on which must be
followed. Sometimes players land in Jail! The game is one of devious
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