
The Committee
Card Reference & Rulebook  ·  4–8 Players  ·  30–60 min  ·  Ages 14+

🔥  20 Crisis 💡  39 Solution ✍️  20 Amendment ⚡  15 Chaos 🕵️  8 Agenda

SETUP

Shuffle Crisis deck, place face-down in centre.

Combine Solutions + Amendments + Chaos into one

Action deck. Deal 6 cards to each player.

Deal each player 1 Agenda card face-down. Keep

secret until end of game.

Flip the top Crisis card to begin.

ROUND PHASES

1 Crisis — Flip and read Crisis card aloud.

2 Proposal — Each player places a Solution face-

down (or passes).

3 Reveal — All solutions flipped simultaneously.

4 Amendment — Attach Amendments to any

solution, including your own.

5 Debate — 2 minutes to argue, lobby, and

deceive.

6 Vote — Simultaneously point. Cannot vote your

own. May abstain.

7 Score — Most votes wins. Apply Amendments

first.

8 Draw — Draw back up to 6 cards.

SCORING

Win bonus (proposer) +3 pts

Per vote received

(proposer)
+1 pt/vote

Tie — win bonus only
+1 pt (per-vote still

applies)

Agenda bonuses end of game

Game ends when Crisis deck is exhausted or by agreement

after 8+ rounds. All Agenda cards revealed simultaneously;

bonuses applied retroactively.

KEY RULES

You cannot vote for your own solution.

Amendments attach to any solution, including your

own.

"No round points" (Emergency Recess, Tabling the

Motion) does not block agenda bonuses.

Chaos cards must be played at the phase shown on

the card.

When Action deck runs out, shuffle the discard pile.



AGENDA CARDS — REVEALED AT END OF GAME

The Bureaucrat +2 pts each round the winning solution

creates a document, policy, or committee.

The Yes-Man +2 pts each round you voted for the

winning solution.

The Contrarian +2 pts each round you voted for a solution

that did NOT win.

The Chaos

Agent

+3 pts each round a Chaos card visibly

changed the outcome.

The Procrastinator +3 pts each time a Crisis is tabled or deferred

without being resolved.

The Micro-

Manager

+2 pts each round the winning solution

had an Amendment attached.

The Optimist +1 pt each time any of your solutions receives

at least one vote (once per round).

The Grudge-

Holder

+2 pts each round the player to your

left's solution did not win.



🔥
Crisis Cards

One drawn per round. The problem the committee must solve.

20 cards







💡
Solution Cards

Your proposals. Play one face-down each round, then all are revealed simultaneously.

39 cards











✍️
Amendment Cards

Attach to any revealed solution — yours or a rival's. Each has a mechanical effect.

20 cards







⚡
Chaos Cards

Played from your hand at the phase shown on the card. Each card specifies when it may be used.

15 cards





🕵️
Agenda Cards

Your secret objective. Revealed simultaneously at end of game. Bonuses applied retroactively.

8 cards




