I recetved my new cauldron today.
Finally, my laboratory is complete!

For days, I have been gathering and drying ingredients in
anticipation. What shall I mix fiest? I have a strong hunch)
about ravens feather and mandrake root. /tnd they say you

can never go wrong with a toad.

But then, what do they know? This is my laboratory, my
researcl)! Once I have published my theories, the others will
be coming to me! I am determined to prove that I have the

greatest mind that ever studied alchemy.

8o now, I shall light my fice, for it is time to get to work.
Knowledge, wealth, and fame can all be found in the mucky
depths of the cauldron.

Overview

Two to four playcrs take the role of alchemists competing fo
discover the secrets of their mysﬁcal art. Points can be earned in
various ways, but most points are earned by publishing theories
- correct theories. Therein lies the problcm.

P[aycrs gain knowledge b}r mixing ingmdienfs and testing the
results using acard-scanning appona tablet or smar‘tphonc.Thcy
deduce how to make potions that fhcy can sell fo adventuress.
Gold pieces can be spent on magicaj artifacts, which are very
powcrful but also Very expensive.

Players reputations go up and down as their theories are
published or disproven. At the end of the game, reputation is
converted fo points. Points are also scored for artifacts and
grants. The player with the most points wins.
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A A new student, How delightful! T'm always glad to
meet 2 someone whose heact butns with the Fice of science.
Jve you ready to uncover natures mysteries? Ready to
imake discovertes that will eacn respect and admication?
Well, my young Friend, this ts a long journey. Tt will
tequire perseverance and a keen mind, Det us begin stmgply,
by mixing a potion from ingredients we can find on a walk
theough the forest. See? Here is a musheoom. And here 1s
a toad. Now all gou need is a fully equipped alchemical
laboratory, T'1l wait while you set one up.

Che Card Reader

Toplay Alchemists, you will need the Alchemistsapp on your
smartphone or tablet. To get the app, scan this QR code.

Or enter cgeas/ald info your web browser. The app is free.
You've already paid for the game.

(To play without the app, sce the facing page.)
OhAl
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Only one device is necessary. Players can share.

Oncc you havc downloaded the app, launch # and fap the
W button. Please enfer this fouretter

cocle: DMO.

Mixing Potions

Ready? WonderFul! Now toss these ingredients into your

cauldron and stic until the substance changes color.

Alchemists mix potions by mmbmmg two different
ingredients. Tap the EIEEREEEIIN button and scan
these two cards with the camera:

You may have to adjust your angle fo get both cards in the
picture. When the app recognizes the cards, they show up
in the bottom half of the screen. When the app displays the

corect ingredients, tap IEEEERIN-

Congratulations on mixing your ficst putiuu.' IF you
; : .
Followed my instructions correctly, you mixed @ which

s a },tra[ing |lut}.uu.

How 15 it pussihlt that two seemingly ordinary ingredients
could combine to make S‘.'IIIl’fhiH!‘[ extraocdinary? Well, it's
time For gou to learn a little !hf'ulu,
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Each ingredient corresponds fo exacily 1 alchemical. An

alchemical has a red aspect, a green aspect and a blue

aspect, and each aspect can be posifive or negative.

When two alchemicals combine, matching aspects amplily,

and they make one of these potions:
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To hgure out what potion is created, look for a match in sign
and color befween a big circle on onc alchemical and a
little circle on the other

E.ramp]&r

Basic Principles of Alchemy

Pup Quiz:
I shall reveal the true nature of scotpion and bird claw,

Now, can you tell me what potion you will get when you
combine the two?

To check your answes, scan this picture:

@

Deduction

Mixing potions 1s easy once you know which alchemical
corcesponds to which ingredient. But we dont know! Isal
TI‘JT UJ”lll'L‘[Fll]? "Sll |I1:)r‘l|J [“g'i!‘;':il"‘) 'HEliI.illg to hp 5nlU|.’[!.
Jnd so much grant money available for our research,

In your First experiment, , you discovered that mushroom and
toad combine to make o . What does this fell you about

their alchemicals!
There are only § ways fo make &
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We don't know which pair of alchemicals we have, and we
don't know which ingredient corresponds fo which halt of
the pair. But we do know that mushroom and foad cannot be
any of these four alchemicals:

Yy )

because !hcy do not have the &9 sym.bd. Their red aspect

is negative.




©o be a successful alchemist, you need to keep an ardery % Pop Quiz: g ]
notebook. E})e Neu,tta,[ pﬂtwn 1 have already revealed the alchemical for bied claw. Find .~;

out what happens when you mix bird claw and toad, Then ,l‘

Cach alchemical has exactly one alchemical that ;
g tell me; \What alchemical must corcespond fo toad?

neutralizes it. When you combine a neutralizing pair, you

get a potion that has no magical effects, although it does
'
make a tasty soup. .7&

1 two alchemicals have no matching aspnds they neutralize
cach other fo make a neutral potion .
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o s & 1a 1818 & Ia Do not become discouraged when you mix a neutral
22 [2Xle (2 12 (2 |2 potion. Cour experiment has H(Illa.”g given you a lof of
e L% L6 LN LB L% 1S 1S information. Now jou just need to ftquru out how to use it.

ings to know: Mnd now, my young alchemist, your fundamental trainin
gs y young y g
The tesults friangle is for recording the results of your Each akhemical has exacly one alchemical that is comglete, Well, complete enough. T have to get back to

expetiment. Take a €9 foken and put it at the infersection noutralizes it (1 makes a red, bhue, or green pofion with work.
of mushroom and foad. any other alchemical).

T wish you much success in all your endeavors, and if you
m dcduc:i’m gfid is .far Tc:}fdmﬁgi’sa; your uzt{pfcﬂm«;ﬂ o A ikleaialt sbabieer Tus. B opposite sign s should ever happen to publish an important discovery, be

you. Your experiment elimin possibilities for
Ss:mmﬁ tﬁ;;:ﬁ:w;oijbﬁ;m{uﬁ ::dl; h:nvi ¢+ On your deduction grid, alchemicals that neufralize

sure fo gie proper credit to the alchemist who taught you
everything you know.

cach aspect (cach color).

& S rona each oﬂ'«:lr are in adjaonrd.mm. Note the horiontal

Nonilad i, i L v bands of light and dark shading.

n;ur .uchongrﬂk:: otyourfu'son use. Tou can m iod - - e — ;

€S USINg any system you wan s

Selection by Hand Web-Based Card Reader
Tm‘ \d’d l‘mdf" gr\:& you i}m ‘men fo srf st mgnd'cn 5 L\.' r'\t a!. hc.mls 5Lz|:Lh3’dr1"cau0m you can }mri i \»cb l‘.‘asu:l
hand. [nstead oFsL.mnmg cards, you will hide the card reader version of the app. On the web, cards are selected E\. hand.
from the other of:m:rs and tap on the two mgrcc]!cnts you
are rruxmg Eway!hmg -:lsc wurks il\c samce.

—— -:.W

Qhe Gamemaster Board

IF for some reason you want fo play Alchemists without using an electronic device, one person
can play gamemaster and act as the card reader. The gamemaster can use the box lid fo keep the

gamcmaslcr h'iang!: hlddm {l‘l:ll'l'l thc OH\C!' p]a)ru-s.

The gamemaster mixes up the 8 ingredient tiles and inserts them secretly and randomly info the 8
slofs. The gamemaster does nof need fo worry about the actual alchemicals. The result of mixing any
wo ingtedients is given by the triangle.

The gamemaser handles every situation that normally requires the card reader. For example,
whenever a player needs fo ‘scan” ingredient cards, the player passes the cards face down fo the
gamemaster. The gamemaster looks up the resulting potion and then gives the answer that the card
reader would give in that situation. The gamemaster can then put the ingredients in the discard

I£ the battery on your smarfphone dics and you want fo use the gamemaster triangle to finish your
game, just convert the four-letter game code fo an ordered list of 8 ingredients using this simple
algorithm: ... Actually, on second thought, maybe we should keep that information fo cursclves. But it T
you know the batteryis dying, someone who isn't playing can take the role of gamemaster by pecking ( o [ P

at the answersin the app and setting up the gamemaster friangle accordingly. mgf?dfeﬂt HIBS

Gamemaster Exam:

This gamemaster trimglc is set up so you can “scan’ all three cxamﬂr.s on this page and give the
same answers that the card reader would,
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b, but the craft of alchemy is about more than mixing
potions. Alchemists seek knowledge, of course, but what
they teuly walue is prestige. Making your mack on the

P ——

woeld will not be easy. You need to publish before yous
colleagques do, expose the flaws in their theories, and get
the powerful artifacts before they are all sold out. You
see, you are not the only alchemist in town.

a
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adventurer tiles

Shulle the adventurer tiles face

the game. (Put it back in the box
without lookin
adventurer arj st the stack l))r the

adventurer space.

conference tiles

variant. The conference files go info

adventurers. The one marke
il goces above the botfom adventurer.

—\

goes under he fop fwo

dDWI"I and randmbr remove one fmm

at it) Turn up the fop

Use this side /==~ &:r the apprentice
variant ot this side X, for the master

the adventurer stack. The one marked

ig-8

ety

A Master or
= /pprentice?

You can D[a\, Alchemists either as masters or ‘mpr*n‘mcs
For your fiest game, we recommend you play the apprentice
variant. A few of the rules are simpler, and the academic
lonlfr{ NCEs are more ;0"% \‘nk E\«ln 0, 1" \__\T;fr\ the h.i[[
range of possibilities.

A fev defails of setup dt;‘tnc] on which variant you are

playing.

QCwo, Theee, or Four Players?

This side of the board is for a four-player game. The sctup
;L“[' twoor .‘}“‘Cf F;ﬂl\_"l:!'.‘ b 1‘}11‘ same, C\L‘t‘Pf }'ﬂu use ri’f L’Eh{'.r
side of the board.
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artxfact row

you mix apotion. | |

discard only one o the
icnks. A colka
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Your nexd artifact costs

Bell Patons.

(Trans.m ute ‘In gredzent

i-:i _

actwn 5pace ".

“*" .-.a-a—‘.%“

ot -.s—



e e e e

artifact cards

Divide the cards into decks [,
Il . and I[T[. Shutfle cach deck
independently. Draw 3 cards at
random from deck || and place them
in the arfifact row. Draw 3 cards af  GEeg

tandom from decks [[[[ and T }
and place them in rows beside the
game board. The sclected artifacts are
alltace up. Players may look at them
at any time. Return the rest of the

Exhibition Board

Set this board aside for now. You will use it in the final
round.

. ) Yty Y. - id . i“.
(e :
4, ot weile.

artifact cards fo the box. 'ﬂ\c}r will not
be nceded this game. SE

order space
rewards for choosing this
space

Rendzof~roundd

¥ husiness ceminder order markers

Each piaycr sets one flask
here for use as an order

markcr.

¥ G
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xR [avoricards @
= Shuffl the favor cards and

paralyzed
alchemist’s
order space

ingredient
cards

Shaffle the ingncdimfs
and deal § face up to the
ingredients row. Leave
the rest of the deck on the
board face down.

T
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ingredients row
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" Players Laboratory

Public Section

The types of potions you have already made, your grants,
your artifacts, your number of gold pieces, and the number
and types ofcards in your hand are always public knowledge.

Player board

Jction Cubes

The number of action cubes depends on the number of
players.
¢ fwo pfaycrs: 6 cubes.

o theee players: § cubes.
+ four players: ¢ cubes.
Lieave extra cubes in the box.

In all cases, you use only 3 action cubes in the
first round. Put your remaining cube or cubes on

the adventurer stack. This reminds you fo fake the Full

mmp!emcnta! the end of the first round.

Private Section

The types of ingtedients and favor cards in your hand, the types of seals
you play, the ingtedientsin your experiments, and your deductions from
resulls are afwa)rs kept secret from the ofher piaycrs. This information
can be hidden behind your lsboratory screen.

Favor Cards

Each player draws 2 favor cards,
chooses one fo I{ccp and one fo
discard.

Laboratory

Ingredient cards

Apprentice Variant: Each pla)'u' draws 3
ingredients from the top of the deck.

Master Variant Each pla}\:r draws 2
ingtedients from the fop of the deck.

. AR

o

\

922297
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The cauldron can
also go on the left
o right side. If can
® cven stand alone.




Cheory Board

grants
Arrange them as shown.

reputation markers

Each player puts one flask on
fhe 10 space to mark inifial
reputation.

— e

conflict tokens

Used only in the master variant. For the apprentice
vatiant, leave these in the box.

Starting Player Token

Give the starting pfaycr foken to the playcr who was
mod recently in a laboratory.

Initializing the Card Reader

Al the start of the game, launch the app s:]ccf !hc mastcr
ot apprentice variant, and fap the |§ ame
button. The app will randomly assign cach lngmdmni
a different alchemical. (So if you were hoping fo gain an
advantage by remembering the answers from the previous
game, you are out of luck)

Each randomization has a four-letter code. Write this down.
[Fyou need fo complete the game on a different device (for
exampk it ynur ﬁrsf mrd reader runs out of power), just
tap (S W and type the code into the new
device. It wz” use ['Bc same randomization as the first device.
This system also enables you o play with fwo or more card
readers f you wish.




The

Che Round

game is played in six rounds. At the beginning of each round, players choose their play order. Then players declare

all their actions for the round. During the round, actions are evaluated in order, clockwise around the board.

Cboosmu Play Order

_ Gou start your day with a leisurely
| walk through the forest, looking for

interesting things to grind up in your
labocatory. Ot pethaps you spend
some time doing favors for people
m exchange for
Favors later, of course.

Beginning with the player with
the starting player marker and
proceeding clockwise around the
fable, each player chooses an order
space. Liower spaces give you more

cards but leave youafa disadvanfagc
when mscﬂving actions.

When i is your turn fo choose, place
your order marker on one of the
unoccupied order spaces and drav

the indicated cards.

TW Pla}tfs cannot C}mﬂx f}lc samc space, a“d no ong can
choose the green space at the very bottom. That's a special
space for alchemists who dranka 5 potion on the previous

sound. Sec page 10, In a 2- playcr game, you cannot choose
the space labeled

atound fown ..

Drawing Ingredients
Draw the indicated number of ingredients from
the top of the deck. Do not take any of the face-
up cards. Those are available only from the
Forage Ingredient action space.

Drawing Favor Cards

These represent Favors that the fownskolk owe
you. Draw the indicated number of favor cards
from the fop of the deck.

IF cither deck runs out of cards, shulfle its discard pile fo
make a new deck.

e e
Favor Cards

Favor cards give you a single-use advantage dusing some
part of the round. Thcvwrﬂ 1L” you when t};c) can be used.
Some favor cards say pfa‘, rmmrd.a!c!y These must be
played as scon as you draw them. Cards are explained in
detail at the end of this rulebook. A[‘cry\m pIa_va favor card,

if goes fo the discard pi]c,

+ +

Getting Nothing
Sometimes (usually when confer-

’ | ence deadlines are appwa(hing:'

a2 - you need to get things done
quickly. In that case, forget ingredients, forget. favors. You
just eat a quick breakfast and cun off to get your work
done.

choose this space, you draw no cards, but at least you
mﬁm fo go first ... or maybe second.

Paying Gold

and eat them on your way theough town.

Sometimes you dont even have
time to make hreakFast. Instead,
you buy fresh rolls from the baker

To choose this space, you must pay1 gdd picce. [f you don't
have the goH, you cant choose this space.
On this space you draw no cards, buf you are guaranteed fo
go first. Yes, sometimes i is that important.

Play Order

For the rest of the round, p]xy order will be defermined by
the order of the markers on the order spaces.

The starting player marker vill have no Hurther effect this
round. At tie end of the round, it will be passc.d fo the left
and the next round will havea different starting playu‘

Declaring Actions

Once all players have chosen an oeder space (and drawn
their cards), it is time fo declare actions. The player lowest
on the order spaces must declare his or her actions first,
followed by the next lowest player. and so on. Players who
chose the higher spaces (with fewer cards) will have the
ad\raﬂtagc of seeing what othee playtrs are dnfng hefore ﬂ\cy
declare their own actions. When it is your furn fo declare
actions, you declare all your actions at once.

Place your action cubes on the actions you want fo take

this round. Different spaces have different requirements as
illustrated below.

Each p!aycr has their own row, mrrc.sponding to their
position on the order spaces. I you are lowest on the
otder spaces, you declare actions first and place your cubes
in the botfom tow at each action space. The next player
places cubes in the row fust above the botfom row, and so
on. The playcr l\ig\‘\cst on the order spaces will go last and

place cubes in the highest row. In a 2-player game, the tows
marked D or are nof used.
EJ:JMFJC\'

In the illastration on the left side of this page, Blae is lomest.
He mast declate actions first. Red goes next. Note that in the
illustration at the bottom of this page, Red's cabes ate always
in the middle rom. Green is ﬁfgﬁesi She declares actions once

she knows everything that Blue and Red plan to do. Her cabes
go in the first rom.

First Round Exceptions
In the first round, you are allowed only

“ 3 action cubes. In later rounds, you may

use I‘,‘[\U!‘ i‘l.l” set OF l‘Ut‘(’.S. (Tht numbcrnfﬂuhrs dr.pm&s on

the number of players. See page 6)
The three actions marked with this symbol are not

available in the Brst round.

Resolving Action Spaces

Each action space i tesolved in ordes, clockwise around the

board, as shown.
oS ol KT

RESOLVE THE ACTTON SPACES IN ?T‘HS ORDER

@8 000 O ees
&0 800 88 &0
00O eee 88 (D

FIRST ACTION REQUIRES 1 CUBE, THREE ACTIONS ARE
A SECOND ACTION REQUIRES POSSIBLE HERE. EACH
1 MORE. REQUIRES 1 CUBE

ACTION REQUIRES 2 FIRST ACTION REQUIRES 1 CUBE,
CUBES, ONLY ONEACTION ~ ASECOND ACTION REQUIRES
ALLOWED. 2 MORE.




On cach action space, players fake their actions in order,
beginning with the player on the highest occupied row.
When you fake your action, remove your cube. (O remove
both cubes if the action requires 2 cubes.) Once everyone
on the action space has taken their firsf action, players with
fwo actions may fake their second, in the same order.

Example:

Once all players have taken
their actions in the order shown,
they move on to evaluate the
next action space.

0
0OCO
aCD)
3 5

Declining Your Action

When it is your turn fo perform an action, you
change your mind and your action insfead. IT':I
up your cube (or cubes) and puf it on the unused cubes

space @i - At the end of the round, every pair of unused
cubes will allow you fo draw 1 favor card. Sec page 16 for
details.

Actions Avatlable in the First Round

Fuoe actions ate available fo you in the first round. We will cover these first.

F’otaue For Ingredient

G:tansmute Ingredient

Buu f’ttttfa.ct

To f:nll the ulq[?dun! you want,
sometimes you have fo spend a
little extra time in the forest. Be
sure to bring a stout walking
{ stick to ward off wolves, bears,
¢ and nwal alchemists.

When it is your tum fo fora
for an ingtedient, you may fﬂE
cither 1 face-up ingredient from the row or draw 1 random
ingredient from the fop of the deck. Cards in the row are
not replaced, so players who play later may have a more
limited choice. Once all the face-up cards are gone, your
only choice is fo draw from the fop ofthe deck. (Or you can
alvays decline the action and move your cube fo the unused
cubes space.)

Onceall plsytrs have finished H'mr actions hert femove any
remaining face-up ingredients from the board and put them
in the discard pile face down. A new set of § face-up
ingredients will be dealt at the beginning of the next round.

This venerable alchemist has
discovered how to turn ingre-
dients into gold. He'll be happy
to share the gold if 1_|uu'1| supply
] the ingredients. Maghe hes too
old to Fumge for  himself.
Or maybe he
getting up early enough to beat

just  dislikes

the other Foragers.

When you play this action, discard 1 ingredient and fake 1
gaH piece From the bank. On this space, gomg first does not
give you any a&vanlagc.

Whenever you discard ingmdicnfs, no one else gets fo see
what you discarded. The discard pile should always be face
down.

Tip: This is a quick way fo gef the gold piece you really
need ... of an inefficient way fo get the fwo gnld picces you
really, really need. Skilled alchemists, however, will make
most of their money by caming grants and selling potions
fo adventurers.

‘“f}!f]l[ll] 5‘1[]5 ﬁu[{l 55 Ili"t' a
shelF full of expensive hardwate.

When you bu}' an artifact, take
one of the cards in the arfifact
f mwandpayihc costin the upper
left comer. Keep your artifacts
on the fable in front of you where

c\.tryonc can see them.

ala VICTORY POINTS
' WAl AT THE END OF
. THE GAME

Immediately after
a mﬂugur. sells or fests
a potion, you may look 1t
one of the ﬁ\gredic.nh.
Choost it randomly.
Limit ance per round

Ear!y arfifacks have clffects that last the entire game. If an
chect docs not specity that it is limited fo once per round,
then you can use it every time it ap}lic&

Other artifacts have an immediate efect that can be used
only once. Using this cffect is part of your Buy Arfifact
action.

Most artifacts are worth victory points at the end of the
game, Some have variable victory points that are explained
on thc Card.

At the beginning of the game, the arfifacts tow has only
arfifacts labeled i] The artifact row is not fr.plcms}wd not
even if they have all been taken. During the conlerence at
fhe end of round 3 (and again af the end of round §) any
remaining arfifacts will be discarded and the next three
artifacts will be placed in the row. Until then, the [[]] and
I artifacts are kept Face up on the table so that players
can read them and planahead.
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Experiments

The town council has banned tests on animals because
of the .. anising from the winged pg outbreak.
So now alchemists have to test their potions on people.
Fortunately, the town has a good supply of alchemy
students. /nd in the worst case, you can always try your

1SSUES ...

potion yourself

The final two actions of the round give you the most
information. This is where you mix two ingredimfs and see
what happcns. The prtx:c&un: for mixing a potion is the
same whether you are Testing on a Student or Drinking the

1. Choose 2 ot your ingm&imt cards fo mix.
2. Place them in yout cauldron so that no one else can see

them.
L Ty NN o NEETTTIEN

depending on the action space.

¢ Scan the cards and tap EEEEREN when the reader
recognizes them.

5. Show the result to the other players. Yes, ﬂ)c)'wi[”cam
which potion you made, but they will not know which
ingtedients you used.

6. Put the corresponding result foken in your results
frianglr..

7. Put the corresponding result foken on your player
hoard, fo remind the other p]a)rcrs that you have madc
that potion (unless you already have that foken there]
This is mandafory. Potions you have mixed arc public
knowledge.

8. Discardthe ingrcdimis you used. Ingn:dimts are a|ways
discarded face down,

(Even if your group has agreed fo use the card reader’s
“select by hand” option, you still put the two ingredients in
the cauldron. That way you won f forget fo discard them.)
The major difference between the fwo actions is what
happens when you mix a negative potion. The effects of the
@ - and o potions are quite unpleasant. Thaf's why
alchemists have students.

Your First Round

ﬂ:est on 8tudent

/¥ student will deink anything
|:||[ 5[[(’,'"“’ bﬂtl’ }]E gE'[S Slfi‘
Then hell drink anything for

science and | gold piece.

| The first player fo use fhis action
space performs the experiment
as described above.

Ha)rcrs who experiment later
may be at a disadwniagc. Once
the student drinks a negative potion, his zeal for science
is cmsidcmb[y diminished. For everyone p].'lying alter the
player who mixed the negafive potion, the action costs 1
gold piece. (You always have the option of declining the
action and moving your cube fo the unused cubes space.
IF you cannot pay iﬁj student’s fee, then you must decline
the action.)

Every round you get a new student - one whose heart burns
with the fire of science, one who doesn't know about what
l\a.ppcnc& fo the previous student. So the first experiments
of the round are always free until someone mixes a negative
potion.

EIIIHPIG.‘
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Yellow goes fiest. The first p[uyer neoer
has to pay. o 'fef/; on !ﬂsfs on the
stadent fot free, making .

That' gooa nems fnr Blue, It means
he doesn’t have fo pay cither. He
mives o .

The student is skl .":appy Green
doestit have o pay anything either
She mives &. Now the student is

unhappy, but Green reminds him that

she bold him the risks and theres nothing he can do about #.

Now #5 Red's turn. .ﬂ‘ she wan's fo fest a potion on the student,
she must pay 1 gold piece to the bank She does so and mixes
& . It really doesn’t matter what she mixes. Yellow and Green
will still have to pay 1 gaf& piece each 5[ !ﬁcy want to pe{form
their second tesks.

—d

e

Dunlt Potwu

This is the simplest way to find
out what a potion does. OF
course, it does have some
drawbacks,

| The advantage fo experimenting
on yourself is that you do not
have fo pay any gold pieces. The
disadvantage is hat the negative
potions have an impact on you.
The effect is different according
fo the color of the negative
potion you drink:

@  {[This is a potion of insanity. You dont cemember
danking it, nor do fjou remember ﬂoiug naked
cactwheels theough the town square. But everyone

else remembers.
You lose 1 point of reputation ¥
L J

This is a potion of pacalysis. Tt's hacd to get upin

”R’ lllUl'I'liJlg ‘.l.lli't‘ll. you Ldllr[ move HHUI Hllll.l':.

w  Move your order marker onfo fhis
: order space. Next round, you will not
S choose an order space with the other
pfaycr& Instead you will draw the cards indicated by this
spcml order space and pla}' Jast.
This penalty lasts for only one round. IF your marker has
been on the para.lysis space for the entire tound, you can
move it off when it is fime fo begin drinking pofions, so that
no one will confuse your marker with those of players who
paralyze themselves now. (Of course, if you drink this potion
again, you'll have fo put your masker back again.)

@ Congratulations! You have just sutvived deinking

porson. /ks a student, you must have bult up an
inmunity. But even so, you dont feel that great.
Gou'll need to spend some fime recovering.

‘ Instead of taking your action cube back fo your
player board, put it on the hospitalspace. Forthe
next round, you will have 1 less cube o use.

No negative potion can affect you twice in the same
round. Positive and neutral potions have no game effect, but
you will cxpericm asensation of deep reliet.

Other Fun @bzngs @hat Can Happen To You When You fre Paralyzed

IF multiple players drink a & potion, they will all have theie
UIT]C[ mdf'i(crb on ‘hl.. hf‘ccn Space df fhf. bt"fam. T;“}‘:C Wh\)
put their markers there fiest vill play ahead of those who put
their markers there later.

IF the starting player marker is passed fo a player who is
paralyzed, the paralyzed player passes the marker fo the left.
(The player on the left is getting all the advantages of being

starting pfaycr and if would not be fair if the same player gof
those .munni.%ca two rounds in a mw) In the unhl{cw event
that the pfa\,er on the left is parafyzr& foo, the marLcr Letpq
go!ng around the Iabfc unhI it gets fo an unpars AI\-Ltd DEE\.\:I‘

[n the incredi bi\ unirl(tl'\, event that all phycﬂsm parafvzcd
don't pass the m.}rf«:rat all. Next round, the k!arhng pIdvcr
will Ec the one who would have started this round.

“W. "‘"“-F_ e

You now know enough fo playyour first round of Alchemists. Well, almost the entite round. There are a few things that happen after the Drink Potion action space is resolved, buf you can read

about those defails lafer

I you wanf, you ean play your First round now. Then, come back here and learn about the other 3 action spaces. The rules for what to do at the end of the round are on page 16.




Actions Avatlable 1n the Second Round

After the first round, oll actions are available and players have the full complement of action cubes. Hopefully, you
learned something about the ingredients in the first round. Now it's time to put that Fnowledge fo use.

Sell Poti
ell Potion
- /¥ speed potion for a swift
e attack, a splash of poison
to eliminate an enemy —
adventurers need potions
of all kinds and they know
where to buy them. Selling
potions 15 a good way to
make a lot of money if you

..
&
.
o
3
-
-
[
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know what qnu.ﬁ’ doing,
Or a little money iF you think you can fake it.

At the beginning of cach round (except the firsf) a new
adventurer appears in fown. The adventurer vill be waiting
here when it is time for you fo sell a potion. The botfom
part of the file shows which potions the adventurer would
like fo buy.

Note that this action requires 2 action cubes and you can
use it nnl}' once per round. It is different in another way
aswell: You might not be playing in the usual order. We'll

explain thatina bit. First, let's talk about what happens when
it i your urn.

Offering a Potion

When it is your furn fo sell a potion, you must choose one
of the three potions the sdventurer wants. Your choice is
limited by players who have acted ahead of you.

In 2 $-player game, you move one of your action cubes from
the action space fo the space below the potion you plan fo
sell. This blocks off that potion for those who FJa)' atter you.
Whether you successtully mix that potion or not, those who
play alfer you will not be able o choose it.
In a 3-player game, the adventurer will buy only fwo
potions. If you are the first to sell a potion, you may choose
any of the three. If you choose the third potion, you put a
c:ic there and # is blocked off, leaving fwo for the second
player to choose. If you choose cither of the first two, your
cube blocks off both of the first two, and the second player
fo sell will have only the third option. Either way, only fwo
pla)w:rs can sella potion each round.
In a 2-player gamc, only the fiest p[aycr can sell a potion.
The space marked [ | 23 | blocks off all three potions.
Inall cases:
o The first }Jaytru.lwayshas the option fo sell arlycfl'h: 3
potions.
¢ The maximum number of potions that can be sold is 1
less than the number of players.
IFyou don't like your options when if is your furn, you can
decline your action. IF everyone declares this action, one
player will be unable fo sell a potion. This player must
decline the action and move his or her cubes fo the unused
cubes space. (Sec page 16,)

Offering a Guarantee

When you sell a potion, does it have to be exactly the one
the adventurer wanted? OF course not! Youre an alchemist,
not a perfectionist. But to keep your arms from being
lopped off; you do need to offer a money-back quaranter.

Your guarantee says how close you will be fo the potion the
adventurer wants. There are four levels of quafify:

Levels of Quality

9 [:\JL[‘ maic }1 \IL‘U T]"I\Ed hl_ FQF'O’I Wl[‘i’l Ehc correct

signand correct color
.'L Correct sign. You mixed a potion with the correct
._J \!gn but the wrong color.
h | poki
Neutral. You mixed the neutral potion.

b \’\.mnz sign. You mixed a potion with the wrong

sign. Color is unknown.

When it is your furn fo sell a potion, put your other action
cube on the space next fo one of these levels of q'lmlli}'

(Ignore other players’ cubes. Multiple players can offer the
same guamn}c.c)

You are guarantecing you will make a potion that good or
better, and you arc charging the price shown on the same
row as your cube. [ you mix a potion worse than what you
guaranteed, you don't get paid. If you mix a potion betfer
than what you guaranteed, you get paid only for the level
you guaran!ccd

@ = Trust me. Its worth it"

s é?,- ﬂ*fou.;anchugugold

3 picces for the exact-mafch
guarantee, To get paicl, you must mix a poilm with the
correct sign and correct color.

j "This should be just as gﬂod."
,t‘ ;-FJ You can cl\srgc 3 gol& pieces
s bor this guarantee. To get

paid, you must mix a potion with the corredt sign. (If you get
the color correct, foo, you still get paid only 3'3

._‘- - TIFI'\ \kII’l"IJl[lg p““l'" was
Fi @ made in an actual laboratory

A and s quu{m[eed to haut no
unwanted effects. I call it homeopathetic medicine,”
You can charge 2 gold pieces for this guarantee. You get
paid as long as you don't mix a potion with the wrong sign.
So the nml'ral potion also meefs the terms of this guarantee.

T can absolutely quarantee

fi & \3 that thts 15 snanthtng mna

N e bottle,”

You get paid. You can charge only 1 gold piece, but no
matter what you mix, you get pa.id.

R A

" terms are as follows:

Mixing the Potion

Mixing a potion for an adventurer is similar to mixing a
potion for an experiment. You set up 2 ingredient cards in
your cauldron and fap the N EESTRRSIENIN button.
The card reader will display the six eflective potions. Tap
the one the adventurer vants you to make. (Even if you know
your ingredients make a different potion, you still have fo fap
fhe potion you chose from the adventurer file.)

When you scan the cards and fap w the card
readerwill not reveal what you mixed. It will just fell you how
close you were by displaying one of the four levels of qua lity.

Show your tesult o the other playcrs I you mixed Q, or
. then you know exactly which potion you made. Mark it
on )ﬂuf msu[fs h'lﬂﬂglﬂ lnd }'mlr Playﬂ bmfd wlf}l bhns 33
}‘Uu dﬂ \&\Cﬂ )IU.I Pcf;um an cxpcl‘tmcnf H P‘u m‘xc& ]
fhen you know the sign of the potion and you know whn:'l’l
color if wasn't. Take s'incolmnd ambrfueus result foken (Jike

& & cic) and mark your resu frmngfr. (You need
not matk ambnguous tesults on yout player board) IF you

mixed g then you fmow only the sign. Take an uncolored
amb!guous result foken (&) or =) and mark your result
An example is on the next page.

ﬁyount}fhcfcmsofyuur 9 w

guarantee, fake your money kron (&) Q ‘

the bank. Regardless Jof your
guarantee, a result of o oor a}ways causes you fo
lose 1 point of reputation. As usual, discard your two
ingredients face down.

Pou can make a little bit of money selling bad potions,
but word gets around, IF your reputation gets too low,
uimntnwra will be reluctant to buy fmm gnu

Money-Back 6uarautee and Terms of &de

T the undersigned adventurer assect and affiem that
T have been informed of the terms under which this
potion is sold, that I agree to such tecms, and that the ’

/Hl money shall be paid in advance and in the event
fba!‘ a known side effect” accompantes the puhms
declaced effect™ I will not ask for nor be entitled to

any compensation whalsoever. X

* Kaown side effects include but ace not limited to deowsiness,
dizsiness, halucinations, loss of consciousness, J’;gpemrrfviry.
nsomnia, p.’lr!:'af or pafire _m.r.afgsfs, and temparary
or permanent loss of wision, hearing, voice, ar limbs foc
even spontaneous growth of enticely new limbs (human o
otheruise).

** No parr of this guacanree shall be construed to

quatantes that the potion will manifest its
eclared effect.

£)




Thisisa 3 phya.' ganme. Grem went first
and fried o mix gy Choosing either
.;? ot g blocks off the other, so only
@ isleft

Red goes second, bat she doesn’t bnow
how to make a negative potion with
her ingredients. She doesn’t mant
risk fasing reputation, so she declines
her ackion and moves her cabes to Hhe

H!!HS&E CJJLGS Space.

Nowitis Yellow's turn. His only choice is
&, and he decides fo try it. He places
one ackion cabe ander the potion and the other on the 2 go:"a

piece guarantee - he needs the money, but he's not sure what
fm Il make. (Green also offered this guarantee, bat that doesn't
malter)

Yellow sets ap 2 ingredients, tells the card reader he's malfng
&, and scans the cards. What happens next depends on what
the card reader says
Exact match! Yellon has made & . He marks this
resalt in his esalls .‘rr'nngf'c and on his p]ayc.' boarl
with & tokens. He also gains 2 gold pieces.
Y Correct sfgrt" Ba? ot the right color. Yellow has mads
' cither & or o . He marks his result with o & foken
and takes 2 ga[a pleces from the bank,

v  Hnm Yellow has made the neatral potion. He marks this
&)  resalt with 1) tohens and takes 2 gold pieces from the
" bank. The barbarian has to pay, but he isn't happy
Potions are supposed to do something! Yellow loses 1 point of

tepatation.
Blech! Yellom has mixed a positice potion mhen he mas
supposed fo mix something negative. He marks this
resalt with a 5 foken. He doesn’t get paid because he
didn't meet the ferms of his guatantee. And he loses 1 poinfgf
tepulation for not mixing a potion with the correct sign.

Offering a Discount

"®et yer potions heeere! Cheapest potions in town! Special
discount today for men with large axes!”

You've probably noticed that being first on this action space
gives you an even bigger advantage than usual. And if
everyone chooses this action, the last player doesn't get fo
sell apotion at all.

So before the hiest player chooses the first potion, everyone
has a chance fo fry fo become the first player by offering a
discount. Even though we explained all those other things
fiest, offering a discount is actually the first thing that
happens when it is fime fo deal with this action space. But
if you are the only player on the action space, you skip the
discount and go straight fo selling

Each player has four bid cards with discount values of 0,
-, -2, and -3. [E multiple players have declared a Sell Potion
action, "‘sc.y all kd sccrl:!]y }:y c}wosing one bid card and
putting it face down on the fable. When everyone has
chosen, they reveal their bids simultancously.

Adventurers like bigger discounts. Each card has a cerfain
number of smiley faces ). Reorder everyone's cubes based
on the smiley faces. Whoever has the most smiley faces gets
fo sell first.

But the usual play order s still important. It s the fie breaker
between playl:rs who offer the same number of smilcj faces.

Example:

Leave your card face up on the table until the action space is
resolved. Your discount limits your choice of guarantee.
When it is your turn fo sell a potion, you cannot offer a
guarantee whose discounted price would be zeto or less.
Example:

Red pfayeﬂ her -2 bid card

o She can offer an exact-mach guatantes at a price of 2 gold
Pﬂcﬁ

¢ She can offer a cotreck-sign guarantee of a ptice 9‘ 1 goﬂ
pice.

¢ She cannot offer either of the two lowest guatantoes.

Ecen if Red is certain she cannot meet the terms of the correct-

sign guarantee, she can still offer it. (Maybe she mants fo see if

het tso ingredients make a neatral potion. Or maybe she just

wants fo Hocf{ that potion for those who ;Jay after e, )

€ffects of Reputation

Your repufation goes up and down during the course of the
game. At the end, it gets turned info victory points, but it
also has an effect during the game. Adventurers pncfcr fo
buy potions from rcpuhiHs alchemists.

Green Zone: 14 to 17 Points
[t your reputation marker is in the green

E 9 20ne, you gef 1 extra smiley face added fo

your bid. For example, if you offer a discount of 0, you will
have 2 smiley faces instead of 1.

’ ’ Buf you also have more fo risk. Whenever

you lose reputation, you lose 1 point more.

For r:xarnp!t, if you sella potion that doesn't have the correct
sign, you lose 2 points instead of 1. If you lose 2 points of
reputation at a conference, you lose one more, for a fofal of
-3
This penalty applies even if the normal loss of reputation
fakes you out of the green zone. For example, if you have
14 points and sell a neutral potion, you end up with 12
points.

When youte this good, everyone expects more from you.

Blue Zone: 18 or More Points

E D IF your repufation is in the blue zone,
‘9 the stakes are even higher. You gei 1

extra smiley Face and you charge 1 extra gold picce for
any guarantee you offer. (So you could, for example, offer
the -3 discount and then offer the 3-gold-picce guarantee.
The re..sufiing price would be 1)
‘ “ Whenever you lose rcputahoulyou lose 2
points more. Again, the penalty applies
when you dart in the blue zone. For uamp]c if you have 18
points and you lose § af once, you will end upwuh 11 points.
(This can actually happen. But it's much more amusing when
it happcnsfo someone else.)

The higher you climb, the farther you can fall,
Red Zone: 6 Points or Less
When your reputation is thishad, you must

a = cl\arge 1 less golcl picee for any guaraniee
you offer. This is not a discount. It s a penalty applied akier
st”iﬂg order has been defermined. For cxarnp!r_. if you
offered the -2 discount, you would have to offer the exact
mach guarantee. (It's normally ¢ gold pieces, buf you must
charge 3 for if. Alter the discount, ifs price i 1.) You can't
offer the -3 discount anymore.

b The upsidc is that when you lose reputation,
yol.l 'DSC I Polﬂ* [css FOI‘ C\J'“Pfl’ SI.'”l'ng a
pohnn of the opposife sign has no effect on your reputation
now. IEa conference makes you lose 2, you lose only 1.
Your rcpurnimn can never go below 1. Am,r loss that would
fake it below 1 sfill leaves you with 1 point of reputation.

When everyone believes you to be a terrible alchemist, it is
difficult to lower their opinion of you.




Pubhsh Cheory

Playars on the Publish Tl\eory
action space play in the usual
| order. With each action, a player
can either publish a new theory
| or endorse a theorythat someone

clse has published.

Publisig a New Theory

Cou can publish a theory about an ingredient when you
know its alchemical. Or when you think you know. O
when youre sure no one else knows, either. It's up to you to
decide whether to take a risk and publish eacly or to wait

until you are certain.
To publish a theary, pick up one of
& ‘ the alchemical fokens and place it
on one of the books on the ﬂ\cory
board. This is your public statement about the true identity
of the ingredient depicted on that book. To mark if as yours,
place one of your seals face down on any of the seal spaces.

Now pay your publisher! You give 1 gold picce to the bank.

What? Qou thought your publisher would pay you? No,
Friend. This 15 academics.

Once you have published your theory, gain 1 point of
reputation.

IF you look confident enough, no one realizes you might
be weong.

Seals
Keep your seals face
down in Hront of you or

RRRRE:C-

scrc.cn When you put your scal on a theory, play it face
down.

Why all the secrecy? Because your scal is actually a secret
bef on the accuracy of the theory.

Your starred scals are for your sure befs. You have fwo gn[d-
starred seals and three siver-starred seals. You save these
for theories on which you would stake your life. Well, maybe
not your life. But you are risking your reputation.
Gold-starred seals eam you § victory points af the end of

the game and silverstarred seals casn you 3, but onlyif the
theory is correct. [F the theory is wrong, you lose victory
points. (See page 17) Or you can lose reputation points if
someone debunks the theory during the game. (See page 14.)
The unstarred seals are for hc&ging against a cerfain
aspect. This is represented by a question mark on a
backgtound of that color. IF you are proven wrong about that
aspect of the ingﬂ:dicnfs alchemical, you subler no pcnall'y.
(Only the color matters, not the size of the circle) On the
other hand, unstarred scals are not warth anything at the end
of the game. (Sec page 17 for details)

Example:

Blae pm”is/rd the scorpion theary on the fgﬂ side of this page.
He pat his a seal on i fo ﬁcage against the red aspect.
If someone proves that scorpion contains &, Blue will lose no
reputation.

Unlessa fl'lcm'y is debunked, ifs seals remain face down and
secret unbil the end of the game.

"Dear Colleague: IF you are reading this letter it is because
my Theory of Scorpion has been called into question. T
would like it noted that T was alwag', certain about its
blue and green aspects. The red aspect, however, ..."

Available Tokens

and Ingredients

You can publish a theory only shout an ingredient that does
not currenfly have an alchemical foken on it. You can use
only a foken that is not currently assigned to any ingredient.

The reason for this is simple: Each alchemical foken
corresponds fo exactly 1 ingredient. Each ingredient
cotresponds to exactly 1 alchemical. So any other theory
irwdving that alchemical or ingrcdicnl would confradict the
published theory. Oh, you can fry fo tell the publisher that
the other theory is wrong, buf the publisher will not believe
you. That other I'hcory is publishc&: yours is nof. Ckar]y. the
published theory is the more credible one.

You may want fo gnash your fecth and rip out your hair, but
there is a better wayfo deal with such fools. You can unmask

their incompetence next round. See Debunk Thcory on the
next page.

L
Endorsing a Theory
Sometimes one of your colleagues publishes your theory

before you do. It ts unfoctunate that someone else will
get accolades for “discovering something that was already

obvious to you, but at least you can get some credit. Just
endocse that theory,

%

To endorse a theoty that someone
clse has published, put your scal on
it, just as you do when you publish a
theoty. You can’t endorse your own
theory- these can never be fwo seals
of the same color on a single theory.

You must pay 1 gold picee to the bank. You also must pay

1 goH picce fo every other playtrwlw a[ru&yhas hisor 1

her seal on that theory.

“ 3 "
OF course you can be 2 co-author ... for a price.

You gain no reputation for endorsing the theory. Except
for that, your scal now counts just as much as anyone elses
seal on that theory.

Each theory has space for three seals. In 2 2- or 3-player game,
everyone canendorse the same theory. In a §-player game, you
cannof endorse a theory that already has three seals.

Grants

Research societies are keenly interested in cectain
ingredients. So interested, in fact, that they are willing to
offer you a grant for your studies. OF course, you must fiest
prove that you know something about their field.

In the middle of the theory board are § grant files. Each
depicts 3 or ¢ ingredients that you can study o win the grant.
You win your first grant it you have seals on theorics about
) of the ingredients depicted on a grant file. (It doesn't
matter whether these seals represent origina] pul)licaﬁons
or endorsements, and it doesn't mafter whether the seals are
starred or unstarred)

Example:

Blue has published a theory of scorpions. If he can publish or
endorse a l‘fwory about cither toads or mushrooms, he will win
this grant immediatel.

When you win a grant, immc&iaiﬂy fake the filc and put it on
your board hace down. You immediately take 2 gold picces
from the bank. Each grant will also be worth 1 or 2 victory
points at the end of the game.

Che gold pieces ace intended to further the scientific cause.
Uon should only spend money on expenses that the grant
Ha ha! Just kidding. Mos!
alchemists spend all their qrant money on a shiny new

commiitee would approve of. ..,

artifact. IF anyone asks, you can say it's ‘an essential
piece of lab equipment enabling cutting-edge tesearch.

Once you have a grant no one else can fake it. If will be
yours for the rest of the game. Even if one of your theories is
debunked, you will not have fo give up the fike and you will
not have o give back the money.

Alter your first grant, you can gef more

eviink only by having sk omrall S o8 m
is the meaning of the “3” on the back of

your first fil.

IF you make a single publication or endorsement that
qualifics you for 2 first grants at once, choose 1 of them to

the ingredicnts depicted (or 3 of the ¢,
in the case of the middle grant file). This

be your fitst grant. You will need scals on three ingredients
fo quality for your sccond grant.




Delmuk Cheory

OF course, any thenru bearing an
alchemist's official seal s
B\ assumed to be a corcect theory,
\ But some theories are more
I correct than others.

| Technically, this action s
available in the second round,
but you won't be able fo use
it until a theory has been
puiilts!\ed If you prove a ih:ory
is wrong, you gain 2 points of
reputation. Of course, anyone with a seal on that theory is
at risk of losing reputation. Details are below.

The logic of debunking is simpler in the apprentice variant.
Ikyou are playing your first game, you can skip the master
dnl:un]iing rules for now. T]'my i

you have practiced apprentice debunking.
The apps debunking action works differently depending on
the variant you are playing. If you discover you have it set fo
the wrong variant, go back fo the main menu and change the
g Then TR

Apprentice Debunking

Top NSRRI and scf the card reader on the
fable where cveryone can see it. The card reader will display

the 8 ingredients and the 3 aspects. Debunking does not
use the ingredient cards in your hand.

To debunk a theory, you just need to show that one of the
aspects is wrong. Tap the ingredient of the theory you are
frying o debunk. Tap the aspect you are l\cping to prove
ong Then s I

The card reader will show everyone the sign of that aspect
of that ingredient. Compare it with the alchemical foken on
B heary.

IF the sign on the screen matches the sign of that aspect
on the foken, you have failed to debunk the theory. (That
docsn't mean if's correct. It just means you have failed fo
prove it is incorrect.) You lose 1 point of reputation for
wasting your collcagues' fime.

It the sign on the screen is the opposite of the sign of that
aspect on the foken, you have debunked the theory. Sce the
Consequences of Debunking box for defails.

In cither case, everyone now knows the sign of that aspect
for that ingtedient. They can matk that information in their
deduction grid.

When using this action, you are not allowed fo choose an
ingredient that doesn't have a published theory.

mOore sensc once

F‘M“—_‘-h-
Consequences of Debunking

In cither variant, the following things happen if you
debunk a theory:

1. Gain 2 points of reputation.

2. Remove the alchemical token from the theory board.

3. Reveal each scal that was on that theory.
b

; Pfa\rcrs who used an unstarred seal lose no pmms if the
cniarl: -hind the quuﬂm mark matches the aspect that
was used fo debunk the rhcory

5. Pfaycrs who used an unsfarred seal hcdging against a
different color lose § points of reputation.

6. Players who used a starred seal (silver or gold) lose §
points of reputation.

7. All scals thatwere on that theory are removed from play.
Seals are not reusable. (You can leave them face up near
the theory board so no one has fo make notes on which
seals have already been used))

8. IFyou have a cube on the Publish Theory action space,
you have the option of immediate publication.

E.ramp!e;

Blue asks the card reader to teoeal scorpiun:s blue aspect. The
card readet says D This does not debunk the theoty and Blue
loses | point of repatation.

Red goes next. She asks about scorpions green aspect. The
card reader says &Y. That proves that the alchemical foﬁm is

incortect.

Red gamsz points of rcpufaém cmﬁ' turns ovet the Hmee seals

Yellow hedged  Blue hedged bat

Green had
against the green ot agamnst the a starred seal
aspect, so Yellow green aspect, Blue Green loses

loses no reputation.  loses § points of § points of
repatation. repatation.

Al theee seals are removed from play for the rest of the game.

R
Debunking Your Own Theory

You can attempt fo debunk any theary, even onc that you
have pubhs}icd ot endorsed yourself. IF you are successhul,
you gain I points of reputation, but you will also lose
§ points if your seal does not hc&gc against the color you
used in debunking. If this happens, count the gain and loss
as one change in reputation: a 3-point loss,

For example, i you had 13 points, you would count fhis as a
3-point loss from 13, not a 5-pointloss from 15. (1f you don’t
knowwhy this matters, sce Effects of Reputation on page 12)

Immediate Publication

When you prove that a specific theory is wrong,
you have the option of immcdiatc.i:.r pubfishing a
new li’scor}.’. if you have any cubes on the Publish Thcwy
action space.
The theory you publish must be either:
o anew theory about the ingredient in the theory you just
&cbun;’ccd:
* Oranew Thcory im'oiuing the alchemical token from the
thcnr}; you just debunked.

Example:

Red has just proven that scorpion cannot be o& *d. U she has an
actions on the Publish Theory action space, she can tmet?mfc{
use one a}! thean to pablish a !Fmory assigning a Jﬂmnf
alchemical to scotpion o a fﬁw!y assigning ca h:r a Jffcrmi'
ingredient. Bat she cannot use this immediate action fo publish
something unrelated (6.4, a theoty that ravens feather is )

If you have 2 actions on the Publish Theory action space,
your first immediate publication uses up the hirst one. If you
carn a second immediate pubf!\almn it uses up the second
one.

IF you have no cubes on the Publish Theory action space, you
cannot fake ad\an.ngc of immediate pubiumn Immediate
publication is optional; you can wait for the Publish Theary
ackion space if you wish and then pu}.\!isl-n or endorse any
theory you want. (But don't forget that a colleague might
debunk a tf'n:ory and use this option to pub[ish ahead of
you,)
,.-m—-—““—-.—m
No Memory

Drinking all these potions does have its consequences.

You are allowed to publish theories that have been proven
false. For example, if a debunking action demonstrates that
scorpion contains & that does not prevent anyone from
publishing a theory that scorpicn is the alchemical )
You can cven puhiish a Ehcor\ that was debunked earlier
this round. The only limitation is that you cannof use the
immediate publication option fo publish the exact same
thcory fhat you just debunked. That would be very poor
form.




Master Debunking

Inthe master variant, it is not enough fo know which aspect

is wrong, you have fo know an experiment that proves that

aspect is wrong.

Example:

Lets say you want to debank the scorpion theaty on the facing

page. You need fo find something to mix ith scorpion o make

. @ or @. Any of these 3 resalls would prove that the

alchemical on the theory is incotrect.

T RS M8 and st the card reader where

cwryonc can sce if, It will disp[ay the 8 ingrcc]icnfs.

chunl(ing docs not usc the ingm}ienl cards in your

hand.

Select two ingredients. The card reader will show the seven

pations. Select one, and then consider these 2 possibilities:

1. The card reader will say that those 2 ingredients do
indeed produce the potion you selected.

2. The card reader will say that they do not produce the
potion you selected.

Explain which outcome will debunk a theory or demonstrate

a new conflict between two theories (as described below)

Once everyone understands your explanation, fap

[ Cafin )

If your experiment does not debunk a theory or at least

demonsteate a new conflict, you lose 1 point of reputation
for wasting the scientific comrnunity's time.

"}Dﬂ debunka l]'u:oly. that counts as success and you gain
2 points of reputation, In master debunking, it is possible
fo demonstrate a conflict without actually debunking a
pa.rficu!ar thcury, and that s also worth 2 points, Most ofthe
fime, however, you will have debunked something:

Debunking 1 Theory

The most common case i the simplest. You show that one
aspect of one ingrcdic:'d is the opposife of what has been
published. You gain 2 points and everyone with a scal there
is at risk of losing points, as explained in the Consequences
of chunlting hox.

Example:

You ask the card reader if scorpion and mashroom make .
The card reader agrees that they do. This disproves the theory of
scorpion in the example on the facing page. You have debunked
it ffm:ag& its green aspect. Eoeryone with a #reoq on that seal
ill lose § points except for those who played a seal that hedges
against green.

IEyou are learning masterdebunking, you can skip the rest
of the Master Debunking section and go play the game
now. All your debunking actions will probably be this type.
IF something weird happens in debunking, you can come
back and read the rest of this section.

Debunking 2 Theories

IF the board has theorics for both ingredients in your
demonstration, it may be possible fo debunk them both
simultancously. If you show they both have an aspect that
is the opposite of what their theories claim, they are both

debunked.

Before you have a chance fo
debunk the scorpion theory on
the facing page, someone
puﬁﬁsfm Fhis !lreory uf
mashroom. You ash the card
reader i scorpion and
mushroom make o ard the
card reader agrees that they
do. You have debunked both
theories i&mugfr their green
aspect.

When you debunk two theories, reveal all the seals on both
theories and add up the penalties for both. (IF a player loses
10 points, count if as one loss of 10, not two losses of §.)

Your reward for a successtul debunking attempt is still
only 2 points, even !hough you debunked two at once. You
get the option of one immediate publication, nof fwo.

Demonstrating a Conflict

Sometimes your demonstration shows that one of two
theories must be wrong, but it doesn't show which one is
wrong:

Example:

Before you can debunk the
scorpion fkeory. someone
publishes this theoty of toad.
You know toad and scorpion
make &. You ask the card
reader if this is so, and the card
reader agrees that it is.

The theory board claims that
toad and scorpion both have a
positive blue aspect. The card
reader has confirmed Hhis, so
you have not debanked either
ﬂﬁcory. Homever, you have shomnt that both theovies cannot
be true. According bo the theoty board. those ho ingredients
should make &.

Eramp}f.'

The sitaation is the same as above, e.xc%uf this time you ask the
card readet if scorpion and toad make . The card reader says
they do not. Bat if both theories are correct, &y is the potion
they shoald make. You have demonstrated a conflict.

Unlike the precious examples, a negative ansmer /mm the card
reader means success for you in this case. It also gives yoar
opponents less information.

Whenever you demonstrate a new conflict between two
thearies on the board, it counts as success and you gain
2 Poinis of rcpulatiun. No one loses poinl's, however,
because it is not dlear which i}mry is wrong: You don't have
the option of immediate publication.

%y

Theoies in Conflict
When 2 theorics are
conflict, mark them with
: = mh:}l'mg conflict fokens.
the seals no longer count for conferences, grants, and the
top alchemist award, (See page 16 for detai ) No one can

demonstrated fo be in
The seals and alchemical fokens remain on the theories, but
endorse a rlicory that is in conflict.

Conflict fokens have no effect during victory point scoring
at the end of the game. Theories in conflict may be used in

debunking attempts.

IF cither theory is debunked, remove both conflict fokens
from the board. The other theory s a normal theory once
again. (Even though it might be wrong)

Invalid Demonstrations

Your choice of ingmlicnfs and mu]ﬁng poﬁan should
cither

1. be able fo debunk at least one spcciﬁc H\cury: or

2. be able to demonstrate a new fw-ihnory conflich, as
described above.

IF your selection can do neither of those things you should
hit the [ button and rethink your demonsiration. IF you
pcrform a demonstration that does neither of these ihings.
it is a failed debunking atfempt and you lose 1 point of
teputation.

E.rump/a‘

Theories are pablished ot evety ingredient except mandrake
toot and ravens Jeather. The mly alchemicals not on the
theoty board are ,}?‘ and Bs Yelbw knows that mandrake
toot and raven's feather do not make 3. If he demonstrates
this in debanking, he will prove something is mrong with the
;‘&eo!y board, but this frgfcmaéfoﬂ is not goo(? emugﬁ! to debank
any specifc theoty, nor does it establish a two-theory conflict
because the two ingreﬂienfs have no pubfimﬁﬁ lkcary. He should
iry o ﬁn& some other demonst ration.

U fie ﬁJrgcfs this rale and shows everyone that mandrake oot
and rasen’s feather do rot make & ke will lose 1 point of
tepuatation.

When you demonstrate a fwo-theory conflict, it must be a
new conflict. If you demonstrate a conflict that is a}rcacly
dencted by a pair of conflict fokens, that is not a valid
debunking attempt and it will cost you 1 point of reputation.
However, you can use & ﬂ\cory under a conflict foken in a
demonstration of a different conflict.
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Qop Alchemist Award

New Adventurer

thplayuwiiﬁihcmasi seals on the
ﬁ theory board gains 1 point of reputation.
l?noibeoms have been publshed, noone

gets this award. If players are fied, all tied players gain 1 point.
1t doesn’t matter whether the seals are original publications
or endorsements. And of course it doesn't matter whether
they are starred or unstarred because that information is

secret. But if you are playing the master variant, don't count
scals on theories with conflict fokens.

Unused Cubes

have fo decline actions and
move cubes fo the unused cubes space. For cach pair of
cubes you have here at the end of the round, draw 1 Favor
card. (An unpaired cube docsn't get you anything)
Take hack your unused cubes. You should have the full set
now .. unless a Drink Potion action put you in the hospital,

Hospital
@ a Once the unused cubes space is

emply, move any cubes from the
l.ospdal fo the unused cubes spacc. ﬂ;cy will count as

unused cubes af the end of the next round.

around. Put the next one on the adventurer space.

IF this reveals a conference, it will occur af the end
of the next round, Set the conference tile on the conlerence
spacc, after the Drink Potion action spacc.

E Remove the old adventurer file if if's still hanging

Conference or no, turn the top adventurer file face wp. You
will always know which adventurer is coming fo fown one
round ahead.

Conlerence

ﬁ The alchemy conference 1s always well
attended. Stlchemists come from far and
g ‘ u.riLiv fo &'xdmugf knuw[rdgv wiﬂi ll]t‘i.l

%
$-v peers. Well, actually it's just a big brag

Fest, but the sandwiches are nice.

IF you st up the adventurer stack
correctly, there will be conferences af the
end of rounds 3 and 5. (If you didn't sct

it up correctly, fix it now) The conference fakes place akter
resolution of the Drink Potion action space and belore the
top alchemist award and other end-of-round business.
Those who have the required number of publications and
endorsements gain 1 point of reputation. Those who do not
will lose reputation points as indicated by the conference
tile, depending on the number of scals they have on the
theory board. As with the fop alchemist award, count all
seals (except for those on theories with conflict fokens).

End of the Round

A box next to the order spaces reminds you of the things that happen at the end of the round. Resolve them in the order shown.

No one enjoys the embarcassment of arcving at the
conference with nothing to brag about. There's always a rush
at the puhﬁsfwr's office when conference papers are due.

New Atttfact Cards

Rl The end of the conference

) | Il also marks the arrival of new

;1______‘ A _.___.'f‘ arfifacts. Remove any arti-
- * facts still remaini on the

board and deal out the three new artifacts - level

the first conference or level J[[JI] after the second.

Then it's fime fo move on fo the fop alchemist award and the

other end-of-round business.

Setup For Next Round

[Fany ingmaicn! cardsare leftin the ingredients row, remove
them. Deal § new ingmdim!s to the row. If the deck runs out
(during setup or at any other fime) shuHfle the discard pile fo

maﬁc a ncwd

Move all the order markers off the order spaces, (Except for
any that wese put on the paralysis space this round.)

The starfing player marker should be passed one place fo the
left. (IF it is passed fo a player whose order marker is stuck
on the paralysis space, sec “Other Fun Things That Can
Happen To You When You Ate Paralyzed”, page 10)

Now you are r\'.ady for another round of dimovcry, gla'}r
and moc&ing the foal who pubﬁshcd that ridiculous ihm'y
about scorpions.

Che Final Round

The game lass six rounds. At the beginning of the final round, the final adventurer will be placed next to the Sell Potions action

space. (There are 6 adventurers, you mnaom(y chose 1 fo return to the box, and there was no adventurer in the Jfirst round)

Exhibition

Mostly, alchemists try to impress each other, but once in

a while it can be salisfuing to demonstrate ouc skills to
the masses.

When setting up for the final round, place the exhibition
board over the Test on Student and Drink Potion action
spaces. They will be replaced by the Exhibit Potion action
space. Sclect (TR on the card reader.
Exhibit Pofion actions are declared with your other actions.
You are limited o the number shown (3 in a four-player
game or § in a fwo- or three-player game).

This is the final action space fo be resolved, after Publish
Theory. Each cube is worth 1 action.

When it s your furn fo exhibit a potion, remove your cube
from the action space and place it on one of the six potions
depicted on the exhibition board, This is the potion you are
promising fo exhibit. (You can’t choose a potion you have
already successfully exhibited. The neutral potion is not

depicted because no one is impressed by foad soup.)

Prepare two ingredients in your laboratory as you do
for experiments, fap h on the card
reader, and scan the ingredients. Discard the ingredients
abterwards, as usual.

IF you do not get the result you claimed, move your cube fo
the , space. You lose 1 point of reputation.

I you are the Rest player to successfu”y exhibit that potion,
you gain 1 point of reputation. Put your cube on the ‘
space.

IF you successfully exhibit that potion but you arc not first,
your cube goes on one of the other spaces below. You getno
points for mixing that potion, buiynu can still fry fo mix its
opposife. Read on




IFyou successtully exhibit 2 different signs ofthe same color ~ You do not have fo play here in the Fnal round. Note,  Once all the actions are resolved, score the fop alchemis ‘-_‘]
during the exhibifion, then you have demonstrated mastery ~ howeves, that ingredients in your hand are worth nothing  prize and draw favor cards for pairs of unused cubes, as 3\
of that color. Score 2 points of reputation. (More than one  during final scoring, so this is your last chance fo make use  usual. Thenit is time for final scoring, "-),
player can score this bonus,) of them. 1
{

|

Final Scoring ,

ti— b B e o A —

Note that players are losing victory paints, not reputation {8
points. Thcy don't suffer a loss of 2 extra reputation for

Lcing in the blue zone. The red, green, and blue zones of the
scoring track have no meaning during final scoring.

Conflict tokens do not matter af this point of the game. The

seals score positive or negative points regaldlc.ss of conflict

Reputation Points and Victory Points

Victo ints are scored at the end of the game.

P §

Reputation bonuses and penaltizs do not apply o
I Pe PPy

" Reputation points are gained and lost during the
game. Cerfain arfilacts give you reputation bonuses, and
I\'Ddr one UE{LC S‘-Onng fm\.-l\ can a“fl“ hD‘-\f mqu NFUL‘JHJH
you lose.

them. Most victory points are positive, although you can lose

. 1 1 1 g . .
_\?010?5 when the truc identitics Glr T}IE mgrtc]n:n?s arc rcvc.a.fcd,

At the end of the game, score victory -poiﬁfs wiilow:

&2

ﬂ Special cases: IF a player has the

Magic Mirror, that player should count up points for the
Magic Mirror first, before other artifacts and grants.

IF a player has the Wisdom Idol, it is not scored unfil alfer
the Big Revelation.

&
D

o Now score one-third of a victory
J point for cach gold picce. Og, fo

put it another way, buy 1 victory
point for every 3 gold pieces, and keep any lelfover gold

picces as a tichreaker.

All reputation points become
victory points. So if you ended the
game with 16 points of reputation,
you begin final scoring with 16
viclory points.

Next, score the victory points for
your arfifacts.

Next, score the victory points for

Q yout grants.

iF you hﬂ\l{. any FSVO!' c:mls ]CH' n

your hand, cxchangc cach favor
card for 2 gold picces.

Che Big Revelation

And now comes the moment of truth. Place ihc cand madcr

where everyone can see it and tap i

Do you really want to show the answers? Pes, of course you
do! Ths 1s your moment of glory!
The card reader will tell you which alchemical was associated
with cach ingﬂ’.dimt Go thruugh the theories nnc—b}'-cnc.
On each fhcory. reveal all the seals.
If the theory is correct, each player scores the
following points for a correct seal:
+ Gold-starred seal: § points.
o Silverstarred seal: 3 poinks.

+ Unstarred seal: no points.
If the theory is incorrect, players losc points,
as follows:

+ Starred seak -§ points.

o Undtarred seal, nof properly hedged: £ points.

o Unstarred seal, properly hedged: no points.

How do you tell if the unstarred seal is "properly” hedged!

Look at the aspects of the incorrect theory. IF only one

aspect is incorrect, then seals hcdg:d against that color

are propcr’y f\cclgc& and seals I‘m&gcd against a different
color ase not propcrb; hcdgcd. If more than one aspect is
incorrect, then none of the seals can be properly hedged.

fokens. (If you are playing the apprentice variant, you aren’
using conflict fokens, anyway,)

Che Winner

The winner of the game is the player with the most victory
points. Break ics using leftover gold pieces, as explained
catlier. I¥ players are dtill tied, they remain tied. Well done!

Apprentice Vartant and Master Variant

There ate three differences between the two variants:

1. At the bogiﬂning of the game, apprentices get 3
ingn:dicnt cards. Masters got nnly 2

2. The conference tiles are different. (Masters are held fo
higl\er sandards)

3. The debunking rules are different. (Apprentice
debunking is much simpler) Don't forget fo st the card
reader o the correct variant,

We recommend you use the apprentice variant for your first
game. Affer fhat, ifs up fo you.

You can even mix and mafch the variants. For exampk, you
could start with 2 ingredients, use apprentice conferences,
and play by the master debunking rules.

It's also possible fo use the fwo variants as an equalizer for
newer players. A new player can start with 3 ingredients

while everyone else starts with 2. The conference files can

be Hlipped over fo apply apprentice standards fo the new
player and master standards fo experienced players. And the
app can be switched befween apprentice and master cluring
dc]aunl{ing.

Use these rules to make the game fun and &uﬂmging for
everyone!

-—




some examples of hom fo use what you learn.

Using Your Deduction Grid

Throughout the course of the game, you gain information from carious actions - even actions of other players. You can record this
information on your deduction grid using any system you want. The only one who needs to understand i# is you. This section gives

+ + +
Experimenting Ambtquous Results
i You get mus['ofycur information from the . You don't have fo be cetfain of the result
Test on Student and Drink Potion when you sell a potion. You can even use
actions. For example, you might mix foad it as sort of an experiment. For example, if

and mushroom and discover that ﬂ'lr.y
make . In fact that was our first
experiment on page 2.In your deduction
gfic], you would eliminate evety alchemical
witha @ These arenolonger possibilities
for mushroom or foad. In the illusteation,
these possibi]iﬁcs have been crossed out.

£ Debunking

You can get the same information from
the Debunk Theory action. These

demonstrations are pub[ic..

In master dc[mn]{ing, i another p'a

demonstrates that mushroom + toad = 3,
you can record that information in your
deduction grid. (However, # someone
demonstates that mushroom and foad
don't make &, it is less clear how fo use

:) 5 _:")_, _f"‘, that information. You'll have fo devise your
9 9 9 own sysi'crn for that!) .

| oo o v J In apprentice debunking you learn about
*F ] o o only one ingmdienf at a fime, but you are

T S L L

guarantced to get a spcciﬁc answer,
positive or negative. If any playa'

you were frying fo sell the & potion and
you mixed mushtoom and foad, the app
would sayyou gof an exact match, which is
just like learning this information from
drinking the potion yoursell.

Offen, the results are ambiguous.
Suppose you try fo make & from fern

- andioad. The card readee fells you fem +

foad = =,. What have you learned?

You know you have mixed cither & or
- Put the @) token in your results
friangle. You can climinate % and
s because hlicy cannot make é or :;

. Thisis marked for fern in red. You can also

mak it for toad, but it turns out that those
possibilities have been eliminated for foad
alrcady.

demonstrates that foad contains €, you can eliminate those four @ possibilities for foad.
Later, if another pfaycr demonstrates that mushroom contains o. you can mark that down
for mushroom.

Testers: Vladimir Brummer, Jifina Mertova, Ales Vitek, Marcela, Vitek, dilli, Vitick, Jaja, Martin, Luki§, Krupin, Rumun, Kuba,
A @ﬁlﬂe Bg Zuzka, Honza, Rychlik, Zdenék, Paul, PitrPicko, Dita, Elwen, Ester, FlyGon, Gekon, Janda, Jirka Bauma, Lenka, Matkéta, Michal,
o Monéa, Olal, Patrik, Petr, Plema, Pogo, Radka, Stifa, Filip, Tomds, Tuko, Vodks, Yuyka, Yuri, Zeus, the Beno Board Game Club,

Mﬁtlls Kutrg and other participants at various gaming events ihmug'mui the Czech chub]i: and the world.
Tlustration: - !:DChatd Thanks to: First of all, I would like fo thank everyone who worked on this game, especially the artists and the graphic designers for
£z Do y their maximum cfort (and sometimes even slu:g:ss nights) they dccl&:a!c% fo malf:cibcﬂgnmc look this wcsofnr:.rlrwomlsa like
{ NMM Jakub P011t321 fo thank Dan Musil for help with the app, Jason Halt for lofs of help with the rulebook, and Paul Grogan for promoting this game.
) 6ra #C Desian: Fl[i[] M } And finally my girlfriend, Jifina Mertova, for her patience and all the support. Thanks fo hes, | always had the extra action cube

when | needed it 3).
Etﬂ-ll&lm. |H Juson Hﬂ[t Spccia' thanks to: Vlaada Chvatl, for fmammcnding this game fo CGE and lots of useful advice he gave me.
fioad Tester: Petr Murmak © Caech Games Edition, October 2014.
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Neutralizing Pairs

Advanced Cechniques

As cxplained on page 3, the ncutral
potion & is creafed by mixing two
alchemicals that have opposite signs in
every aspect Each alchemical has cxacﬂy
one alchemical that neutralzes if.
Neutralizing pairs are grouped fogether
on your l?cdl.m{'ion grid‘ (That is the
meaning of the light and dark shading)

You can leam about neutralizing pairs
through  experiments, debunking, or

Now go back and look at your previous
experiments while corsi&ering the
2 possibilities that ate lelf for feen. Can
you ﬁgurc out why the a result allows
you fo eliminate the fwo foad possibilities
matked in this illustration?

There are many other lines of reasoning
that we have not covered in this mmpk.
Part of the fun of being an alchemist s
finding clever fechniques that keep you

| - omsicpah:a& afyour cdlf.agucs

A S . ¥ —

sc.”:ing potions. If you discover that feen
+ mushroom = 5, that fells you those
- two ingredients are ncutralizing pairs. By
< itsell, this is not cmugh information fo
S -"fﬂ climinate any possibility. But you already
- have information about these ingredients. -
o w
X : 3 In the previous example, you discovered &> 7> &
s that fern cannot be v or Js Because [ o 5 -
oo mushroom neutralizes fern, you know v e o oo
i mushroom cannot be cither of the =Xvi [
.:‘ 2 alchemicals that neutalize these Green :) o .:J :J J
s arrows illustrate how this information
o ..X y - eliminates 2 possibilities for mushroom. ’_:J > :J 3 }J £} X
S The information goes both ways. In & ™) )
& the fiest experiment, you learned | v v v
o that mushroom must have @. Fern o Vv, v
W e neutralizes mushroom, so it must have LW " QO T LIS N

&. You can climinate the neutralizer of
cach alchemical that was climinated for
mushroom. This s illustrated by the purple

arrows in the picture.

Dedﬁctiaus and Hedging

In the end, cach of these ingredients has only
two possibilities remaining. You know their red
and blue aspects. [Fyou learn the green aspect
of one ingmdiml, you will be able fo deduce all
three.

But you mig"d need fo pu[)]ish a f]\cory before
you learn what you need fo know. That's why it's nice fo be
able fo hedge against green.




e
: —

-1

" Notes on Selected Artifacts

Feather in Cap

For example, if you correctly predict the result of mixing foad
and scorpion and then comd]y pmc]ici the result of mixing
foad and fem, you get 3 points because you used 3 different
i ients.

Special case: IF you also have the Magic Mortar, a colleague
will randomly choose 1 card fo be set aside for Featherin Cap
and the other will be returned fo your hand. Once you know
which card s returning fo your hand, you can decide fo not
use the Magic Mortar and leave both cards set aside fo be
counted for Feather in Cap.

Magic Micror

During scoring, you should count this arfifact fiest, while the
scoring track sti l{shm\s how many teputation points you had
at the end of play. If gives you extra points for reputation
only. The victory points you get from artifacts and grants have
no efect on the vahue of Magic Misror.

Round down: 1§ repufation poinis are worth fwo victory
points from the Magic Mirror; 15 are worth three.

Magic Mortar

Whenever you have fo discard the ingredients you used in a
potion, you ask another player to choose one of the two cards
at random. Only the chosen card is discarded. You keep the
other.

This app[ics to the Sell Potion, Test on Student, Drink Potion,
and Exhibit Potion actions.

Pertscope

You use the Periscope immediately affer you see the result,
before the next players action. The Periscope applies fo
the Scll Potion, Test on Student, Drink Potion, and Exhibit
Potion actions. It does nof apply fo the Thinking Cap artifact.

Printing Press

thn you endorse a theory, you shill must pay 1 gold piece
ts whose scals are already there. But you don't pay
tﬁmc& to ’]‘Ic Laﬂk T]'I.ls means you can P\l“ﬁ[’l new

lhcoms for free.
Robe of Respect

Each gain of reputation is bigger by 1. For example, if you
debunk a theory, instead of gaining 2 points, you gain 3.
Special case: If you successhully debunk your own theary
(see page 14) the Robe of Respect applies only if the result
4 nef gain in reputation (in ofher words, only if your seal
was hedged against the color you used in debunking). If you
subfer a net loss, the Robe of Respect does not apply.

Seal of futhority

For publishing a new theory, you get 3 points instead of 1. For
endorsing a theoty, you get 2 points instead of 0.

This bonus is cumulafive with the Robe of Respect. IF you
have both, you get  points for publishing a new theory and 3
for endorsing a theory

Chinking Cap

Use the HEEEETNEIIIONN button. You have fo show the
results fo your colleagues, as usual, but there is no penalty
for mixing negative potions. You are nof allowed fo use the
same card in both experiments. For example, if you want fo
fest scorpion + toad and fern + foad, you need 2 foad cards.

Wisdom Idol

Wisdom Idol is not scored with the other artifacts. You use
it alter the Big Revelation. When scoring seals for correct
theorics, your seals score 1 extra point, whether thcy are
starred o not. The Wisdom Idol does not apply fo incorrect
theorics.

Witchs Trunk
You can still choose order spaces with ingredients; you just
aren't allowed to draw the ingredient cards. You can sl

geot ingmdjcnfs from the Foragc. for Ingmdicnf action or the
Herhalist.

Favor Cards

Each favor card fells you when it can he p[aytd. You are

allowed fo play multiple favor cards at the same time. Their
CF;QCiS arc C“muh.ﬁ\m, as exﬁﬂ]‘ﬂcd bﬁ[ﬁ‘l‘.

Nssistant

Cour faithful assistant is happy to run an eccand so you can
get a little more work done.

In a 3 or §-player game, you can find your extra action cube
in the box. In a 2-player game (or a 3-player game in which
you pla)rz copies of this card at once) you can use an action
cube in one of the unused colors. Don't forget fo rehuen the
cube at the end of the round.

The Assistant just gets you an extra cube for this round. You
are still limifed fo the maximum number of actions allowed af
each action space.

Nssociate

"My associate and T would like to go Fiest. Will that be a
problem? No? Why, thank you.”

Because your cubes are in the fop row, everyone who declares
that action after you will have to put their cubes one row lower
than usual. If someone else’s cubes are already in the fop row
(because they played an Associate favor, foo) move those
cubes down fo the second row and put yours in the fop row.
In other words, a player on a higher order space has a bigger,
pushier associate than a player on a lower order space.

On the Sell Poion action space, your Associate makes you
st initially, but players still bid for the right fo go first by
offering discounts, as usual. (OF course, you win ties. Your
Associate is good at breaking ties.)

If you play two Associate favors, you must use them on fwo
ditferent action spaces.

Barmaid

She can find you a little stlrtlvt};ing to giuw yous Imtiuu an
extra punch,

Levels of quality are explained on page 11.

For exnnqnl: lets say you play the Barmsid favor and g
mlfmtxapoﬁmwrﬂ\ﬂ\cmmdmll
you tmx % dcounis as though you actually mixed . You
will not lose reputation for mixing a neutral potion nml you
meet the terms of your guarantec.
IF you play 2 Barmaid favors and get a result of %, the first
favor makes it count as an exact match and the second favor
gives you +1 reputation.

Custodian

It's nice to know someone who can let you into the lab eardy.

When you play fhis cand, place if next fo the board, between
the Transmute Ingredient and Sell Potion action spaces. If
works like a Drink Potion action space af an carlier time.
If you use 2 Custodian favors, you puf 2 cubes these. The
sccond card can go fo the discard pile immediately because
you need cn}y one o serve as the action space.

[f someone else has a]rcar]y p]nyr,d their Custodian favor in
that spot, use their card as the action space. Put your cube
above theirs in the usual play ordet

Actions taken on this space do not count against the limit of
2 Drink Pofion actions on the usual space. You can use the

Custodian favor even in the final round, when Drink Potion
is not available.

When it is fime fo perform the action, you have the option fo
decline it. Once all actions on the card have been resolved,
put it in the discard pile.

Herbalist

She knows all the secret paths llunugh the forest, and she
always finds the best ingredients,

You can discard any 2 ingredients. T]'my don’t have fo be 2 of
the 3 you have just drawn.

This card must be p]a)d 45 S00N as you drawit. [f you drav 2
at once, resolve the first one, then resolve the second.

Merchant

His advice is free. Euen better than free: It's profitable,

Use a cube o block off the potion you sell, as usual, even if
there s already a cube there. This might make it possible for
every player fo sell a potion.

It you ate not the first player and you play multiple Merchant
Favors, one favor essentially puts you in the same position as
the first p[ayer and you get 1 gnlfl piece for cach of the rest.

Shopkeeper

TF you spend a bit of time talking with the shopkeeper, you'll
discover that his prices are Flexible,

Playing more Shopkecper favors gets you a bigger discount,
but it is not possible fo fake the price below 0.

Sage

The old alchemist has many secrets. One secret is just how
much gold he can extract from.a raven's feather.

It you play 2 Sage favors, you get 3 gold pieces for one
ingredient. This is obvious from the card, but we didn't want
this vencrable alchemist fo be the only one without rulehook




