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

For days, 1 have been gathering and drying ingredients in

anticipation. What shall I mix first? I have a strong hunch

about ravens feather and mandrake root. /nd they say you
can never go wrong with a toad.

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

qreatest mind that ever studied alchemy.

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

s Kotey
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Overview
Two to four players fake the role of alchemists competing fo
discover the secrets of their mystical art. Points can be carned in
various ways, but most points are earned Ey pubhshmg theories
- cortect theories. Thetein lies the problem.
Players gain knowledge by mixing ingredients and testing the
results using a card-scanning app on a tablet or smartphone. They
deduce how to make potions that they can sell to adventurers.
Gold pfe.cﬂs can be spent on magfcal artifacts, which are very
powerfu but also very expensive.
Pla \,rer's reputations go up and down as their theories are
published or &qumuan At the end of the game, reputation is
converted fo points. Poins are also scored for artifacts and
grants. The pla}fe.r with the most points wins.
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Al A new student, How delightful! Tm always glad to
meet a someone whose heart bucns with the fire of science.
frre you ready to uncover nature’s mysteries? Ready to
make discovertes that will earn respect and admiration?
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Well, my young friend, this is a long journey It will
require perseverance and a keen mind, fiet us begin simply,

=

.fi': by mixing a potion from ingredients we can find on a walk
theough the forest, See? Here is a mushroom. And hete is
a toad. Now all you need is a fully equipped alchemical
laboratory, T'll wait while you set one up.
Che Card Reader
Toplay Alchemists, you will need the Alchemists app on your
smatfphone or fablet. To get the app, scan this QR code.
Or enter cge.a,sfa!d into your weh browser. The app s free.
You've alteady paid for the game.
(To play without the app, see the facing page.)
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Only one device is necessaty. Players can share.
Once you have downloaded the app, launch it and fap the
: :Enl.s_'r Bame f{r.d button. Please enter this four-letter
code: DEMO.
Mf + +
ixing Potions
Ready? Wonderfull Now toss these ingredients into your
cauldron and stic until the substance changes color.
Alchemists mix potions by combining two different
ingredients. Tap the N ECEYSEIRENINN button and scan
these two cards with the camera:
\
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You may have fo adjust your angle o get both cards in the
picture. When the app recognizes the cards, they show up

. in the bottom half of the screen. W]'--m the app displays the
B2 correct ingredients, fap 8 :

X

R = —

Basic Principles of

Congeatulations on mixing your first putmu F you

ollowed my instructions correctly, you mixed g, u.rl]:(h
is-a healing potion,

How is it possible that two seemingly ordinary ingredients
could combine to make something extraocdinacy? Well, it's
time for you to learn a little theory.
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Each ingredient corresponds fo exactly 1 alchemical. An
alchemical has a red aspect, a green aspech and a blue
aspect, and each aspect can be positive or negative.

When two alchemicals combine, maiching aspe.d's amp!ify,
and ihcy make one of ihcsc potions:

-
@ HEALING 53 SPEED @ WISDOM

L -
@ PARALYSIS Q INSANITY

-
@ POISON

To figure out what potion is created, look for a match in sign
and color between a Big circle on one alchemical and a
little circle on the other:

E.rampifes:

Pop Quiz:
T shall reveal the true nature of scorpion and bind claw,

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

To check your answer, scan this picture:

Deduction

Mizing potions 1s easy once you know which alchemical
cocresponds to which ingredient. But we dont know! Tsat
that wonderful? So many mysteries waiting to be solved,

Jnd so much grant money available for our research,

In your first experiment, you discovered that mushroom and

foad combine fo make <. What does this fell you about
their alchemicals!

There mon!y $ ways fo make
e @
v
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We don't know which pair of alchemicals we have, and we
don't know which ingredient corresponds fo which half of
the pair. But we do know that mushroom and toad cannof e
any of these four alchemicals:

e Yo X

because they do not have the & symbol. Their red aspect

is negative.
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To be a successful alchemist, you need to keep an ordecly
notebook.
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}‘J“ J" J" J‘.- J‘- ; J-a ..;- + :% o
|;X &+ J._X o | " bo & N a
[2X|2 [2X[=2 |2 |2 [2 |2 . -
e le e ia & 12 = [= Do not become discouraged when you mix a neutral @@
sXlz [eXle @ 12 (& |2 !mtinn. Lour vrxlmims-!t! has atl.ua_llg given you a lot .nf
I L8 L 19 (2 lg Lo L& information. Now you just need to quure out how to use it

The tesults triangle is for recording the results of your

Che Neutral Potion

Each' alchemical has exactly one alchemical that
neutralizes it. When you combine a neutralizing pair, you
get a potion that has no magical effects, although it does
make a tasty soup.

[Fwo alchemicals have no matching aspecs, they neutralize
cach othet fo make a neutral potion <.
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Tl'iings fo know:
o Each akhemical has exactly one alchemical that

Pop Quiz

1 have already revealed the alchemical for bird claw. Find
out what happens when you mix bird claw and toad, Then
tell me: What alchemical must cocrespond fo toad?
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Jnd now, my young alchemist, your fundamental fraining
is comglete. Well, complete enough. T have to get back to
work.

experiment, Take a @9 foken and put if at the infersection

i neuttalizes if (I makes a red, blue, or green potion with

any other ach'nemmaJ) T wish you much success in all youE endeavors, and if you
The deduction grid is for recording what your experiment | An alchemical’s neutralizer has the opposite sign for should ever happen to publish an important discovery, be
fells you. Your experiment eliminates ¢ possibilities for P e sure to give proper credit to the alchemist who taught you

mushroom and foad, as shown. In general, you will have
fo proceed by eliminating possibilifies until only one
possibility remains.

everything you know.

+ On your deduction grid, alchemicals that neutralize

cach other are in adjacent rows. Note the horizontal
bands of light and dark shading.
p—l e e

Selection by Hand

The card reader gives you the option fo select ingfrcr] ients by

Your deduction grid is for your personal use. You can make
nofes using any system you want.

R P S PR G 1L LY ..
Web~Based Card Reader

At alchemists.czechgames.com, you can find a web-based
hand. Instead of scan ning carr}s,you will hide the card reader  version of the app. On the web, cards are selected E}r hand,
from fhe other playees and fap on the two ingredients you

are mixing, Everyti’ting else works the same.

Che Gamemaster Board

IF for some reason you want fo play Alchemists without using an clectronic device, one person
can play gamemaster and act as the card reader. The gamemagter can use the box lid fo ltaep the
gamemaster triangk hidden from the other p!ayﬂs.

The gamemaster mixes up the 8 ingredicnt iles and inserts them secretly and randomly info the 8
slots. The gamemaster does nof need fo worry about the actual alchemicals. The result of mixing any
two ingredients is given by the riangle.

The gamemaster handles every situation that nmmaﬂy requires the card reader. For cxample,
whenever a player needs fo “scan” ingredient catds, the player passes the cards face down fo the
gamemaster. The gamemaster looks up the tesulting potion and then gives the answer that the card
reader would give in that situation. The gamemaster can then put the ingtcdicnis in the discard
pile.

I the battery on your smartphone dies and you want fo use the gamemaster friangle fo 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 curselves. But if
you know the hatfery is dying, someone who isn't playing can take the role of gamemaster by pecking
at the answers in the app and setting up the gamemaster friangle accordingly.

7
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inglhientiles )

Gamemaster Exam:

This gamemaster friangle is set up so you can “scan” all three examples on this page and give the
same answers that the catd reader would.
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b, but the craft of alchemy is about more than mixing A
potions. Alchemists seek knowledge, of coucse; but what — M&St?f or

they teuly value 1s prestige. Making your mark on the ‘
world will not be easy. You need to publish before your _ ﬂpp[‘enttce?
colleagues do, expose the Flaws in their theories, and get
JA  the powerful artifacts before they are all sold out. You
see, you are not the only alchemist in town.

Qwo, Three, or Four Players?

This side of the board is for a four-pfaytr' game. The setup
fortwo or three pfayr_rs is the same, except you use the other

side of the hoard.

e — i e
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You can pfa); Alchemists cither as masters or apprentices.
Foryaur fiest game, we tecommend you pl’ay the apprentice
variant, A few of the rules are sim__nftt', and the academic

conferences are more fargiving. Even so, it offers the Rl
range of possifaifi['ics.

A few details of setup dcpenu' on which variant you are

Lﬂa‘ying
sy

adventurer tiles
Shulfle the adventurer files face

down and randomly remove one from
the game. (Put it back in the box
without looking af it.) Turn up the fop
adventurer and sef the stack by the

adventurer space.

™ conference tiles
Use this side /=~ for the apprentice

variant ot this side 3, for the master
variant. The conference tiles go info

the adventurer stack. The one matked

Sp
)
i

=/ o 3 r, I i
W-— w goes under the fop fwo = . - 7 AN T ; M%m'- v )
adventurers. The one marked W - W =il 4 . gl i D ulm
il goes above the bottom adventurer. al t‘F act row | ,.,.a:’.:.fﬁﬂim

PRI | Your neat artifact costs ) that act
} you can perdorm that action
‘dax.d mJyAe::,]z[ the | 2 gﬁu less. A Ber that, ¥ axain abter wcrywc.is done.
mx“‘!tnk.- e i arh'hdswd}uu 1 guuhs& bl Limit once per round.
c}lmmdﬂm!umly. ' i
Sell Potions
i T e

= |
/|

Y|

i, G~ | 5

Sell.P | Cransmute ‘.gxgref;ﬁnt . @
— action space g\ T attion:Shace se 'l

g

- 9

i
3

e



artff;’lct ¢ afds -

Divide the cards info decks [f,
HH ,and mﬂ] Shutfle each deck
indspcndad] . Draw 3 cards at

random from deck || and place them |
in the arfilact row. Draw 3 cards at

tandom from decks [[[[ and J[[[II

and pfaoc them in tows heside the .

game board. The selected artifacts are
all face up. Haybrs may look at them
at any time. Return the rest of the

artilact cards fo the box. They will not f.
be needed this game.

ESI\U[HC the [a\ror cards and B
'_T’ f hcrn h&l‘c tace do by

e j— hete for use asan ordet
ﬁ i /- matker.

e R e— n"ﬁ-—‘-e-._"-‘.
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Exhibition Board
Set this board aside for now. You will use it in the final
round.

Tnediade e
Pyl 1o Bypcdd piccrs.
Gain had mamypuink of

order space
rewards for choosing this
space

order markers
Each })!&yﬁf sefs one flask

L ' unused cubes
= / : space
| bospxtaf o -
¥ L‘/ paralyzed
' D& B alchemists
order space

ingredient
cards

Shuffle the ingredients
and deal § face up fo the
ingredients row. Lieave
the rest of the deck on the

hoard Face down.
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" Plager’s Laboratory

Public Section

The types of potions you have already made, your grants,
your arfifacts, your number of gold pieces, and the number
and fypesof cardsin your hand are always public knowledge.

Player board

/i'ctiﬁn Cubes k
e

The number of action cubes depends on the number of
players.

o two pfzytrs: § cubes.

o three players: § cubes.

L [GU]' Playﬁfs: 4 C'Ubﬁs

Leave extra cubes in the box.

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

the adventurer stack. This reminds you fo take the Full

complement at the end of the first round.

Private Section

The types of ingredients and favor cards in your hand, the fypes of seals
you play, the ingtedients in your experiments, and your deductions from
tesults are always kept sccret from the other players. This information

can be hidden hehind your labofa}ufy screen.
Bid cards Favor Cards
o Qe Each player draws 2 favor cards,
:' o -,-: y chooses one fo keep and one fo
“« % .

\‘-‘,-_’_‘.Td’- i

Assembling Your Daboratory

o

Laboratory

Ingtedient cards

Apprc ntice Variant: Each ]:Jayu' draws 3
ingrcdicnis From the fop of the deck.

Master Variant Each pla:,m draws 2
ingredients from the fop of the deck.

,_1\11

&

Seals

gegee

) Hﬂ

The cauldron can
also go on the left
or right side. It can
¥ even stand alone.




Uheory Board

grants
Arrangci'hcm as shown.

reputation markers

Each p]aycr puts ohe flask on
fhe 10 space to mark initial
repuation. g

conflict tokens

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

Starting Player Token

Give the starting player foken to the player who was
most recentlyin a laboratory.

Iutializing the Card Reader

At the star of the game, launch the app, select the master Each randomization has a four-letter code. White this down.

or apprentice variant, and fap the NEENINENGIM  [f you need fo complete the game on a different device (for

butfon. The app will randomly assign cach ingredient  cxample, if your first card reader runs out of powes), just

4 diﬁcranj afchamcal (SG i you were hoping to g&i!‘l an fap : :Euh?r Bame (ud'L 3!1(1 in(‘. the (‘.Uflﬁ into the new

advaniagc hy ramc.ml)cring the answets from the previous device. It will use the same randomization as the first device.

game, you are out of luck) This system also enables you to play with fwo or more card
readers if you wish.
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Che Round

The game is played in six rounds. At the beginning of each round, players choose their play order. Then players declare
all their ackions for the round. During the round, actions are evaluated in order, clockwise around the board.

Chuosmq Play Ocder

~ Sou start your day with a leisurely
Y walk through the forest, looking for
inferesting things to grind up in yous
labocatory. Ot perhaps you spend
some time doing favors for people
atound fown .. i exchange for
Favors later, of course,

Bcginning with the playcr with
the starting player matker and
proceeding clockwise around the
table, cach player chooses an order
space. Liower spaces give you more
cards hut leave youata disadvaniagt
when resolving actions:

When it is your turn fo choose, place
your order marker on one of the
unoccupied order spaces and draw
the indicated cards.

Two players cannot choose the same space, and no one can
choose the green space af the very bottom. That's a special
space for alchemists who dranka 5 potion on the previous

round. See page 10. In a 2-player game, you cannof choose
the space labeled .

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

Drawing Favor Cards
These represent favors that the townsfolk owe
you. Draw the indicated number of favor cards
trom the fop of the deck.

I cither deck runs out of cards, shulfle ifs discard pile fo

make a new deck.
F‘dii—-——&%——-ﬁh-n

Favor Cards

Favor cards gIve you a singft-ust aﬁ\.'ani'agc during some

part of the round. Thcy will Ecﬂyou when %hty can be used.

Some favor cards say “pfay immedéafc!y". These must be

played as soon as you draw them. Cards are exphined in
detail at the end of this rulebook. Alfer you play a favor card,

it goes fo the discard pih‘..

Getting Nothing

Sometimes (usually when confer-
‘ l ence deadlines are approaching)

e you need to get things done
quickly. In that case, forget ingredients, forget Favors. You
just eaf a quick breakFast and run off to get your work
done,

[t you choose this space, you draw no catds, but af least you
will getfo go first ... or maybc second.

Paying Gold
time to make breakfast. Instead,

I i ~a ' yout buy Fresh rolls From the baker

and eat them on your way tl}mugh town.

Sometimes you dont even have

To choose this space, you must pay 1 gold piece. I you don't
have the gc!d, you cant choose this space.
On this space you draw no cards, but you are guaranteed fo
go fiest. Yes, sometimes it is that important.

Play Order

For the rest of the round, play order will be defermined by
the order of the markers on the order spaces.

The starting player matker will have no Further effect this
round. At the end of the round, it will be passed to the left
and the next round will have a ditferent starting player.

Declaring Actions

Onee all players have chosen an ordet space (and drawn
their cards), it is time fo declare actions. The playu' 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
advantage of secing what other players are doing belore they
declare their own actions. When if is your furn fo declare
actions, you declare all your actions at once.

Place your action cubes on the actions you want fo fake

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

®@® 000 O e®
0O ®00 88 BC

2
00 &8s

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

Each player has their own row, mrrespund'[ng to their
position on the order spaces. It you afe lowest on the
order spaces, you declare actions first and place your cubes
in the bottom row at each acton space. The next playﬂ'
places cubes in the row just above the hottom row, and so
on. The player highest on the order spaces will go last and
place cubes in the highest row. In a 2-player game, the rows
marked D or @ ate not used.

Examﬂ.-r

In the illasteation on the left side of #his page, Blize is lomest.
He mast declare actions first. Red goes next. Note that in the
illustration at the bottom of this page, Reds cabes are almays
in the middle rom. Green is highest. She declates actions once
she knows everything that Blue and Red plan o do. Her cubes

gofnﬁsﬁrs! ros.

Fiest Round Exceptions
Iy the First round, you afe allowed unl}'

’9 §3C![Dﬂ Ll.lbﬁb [n !Bft_l roum:]s yClll IT!E}I'

use your bull set of cubes, (The number of cubes dcpmds on
the number of!:iaycrs See page £.)
The three actions marked with this sym bol are not
B, auatfabfc in the ﬁrsf round.

Resolvinq Action Spaces

Each action space is tesolved in order, clockise around the
hoard, as shown.
i AT T _-'!:. -‘-.l! =

RESOLVE THE AC'HON SPACES N TH!S ORDER.

ACTION REQUIRES 2

HR.S'F' ACTION REQUIRES 1 CUBE.
CUBES. ONLYONEACTION  ASECOND ACTION REQUIRES
ALLOWED. 2 MORE.




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

Actions Available in the First Round

Five actions ate available to you in the first round. We will cover these first.

Forage for Ingredient

) Erampfe;

85 Ornce all plagers have taken
their actions in the order shown
iﬁcy move on to evaluate the

next action space.

Cransmute Ingredient

Declining Your Action

When it is your_furn fo p-u‘[crm an action, you may
change your mind and decline your action instead. Pick
up your cube (or cubes) and put if on the unused cubes
space @il - At the end of the round, every pair of unused
cubes will allow you to draw 1 favor card. See page 16 for
details.

To fimrl.he ingredient you want,
sometimes you have to spend a
little extra time in the forest. Be
sure to bring a stout walking
stick to ward ofF wolves, bears,
and rwal alchemists,

When it is your tum fo forage
for an ingredient, you may fake
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 of the deck. (Or you can
always decline the action and move your cube to the unused
cubes space.)

Once all players have finished their actions here, remove any
remaining face-up ingredients from the board and put them

in the discard pilc face down. A new sct of § face-up
ingredients will be dealt at the beginning of the next round.

- s . el

This venerable alchemist has
discovered how to furn ingre-
dients into gold. Helll be happy
to share the gold if you'll supply
the ingredients. Magbe he's too
old to Furagp for  himself.
Oc magbe he just dislikes
getting up early enough to beat
e the other foragers.
When you play this action, discard 1 ingredient and fake 1
gold piece From the bank On this space, going fiest does not
give you any ad\aaniagc.

Whenever you discard ingredients, no one else gefs fo see
what you discarded. The discard pile should ajways be face

down.

Tip: This is a quick way fo get the gold picce you really
need ... or an ineHicient way fo get the two gold pieces you
really, really need. Skilled alchemists, however, will make
most of their money by earning grants and selling potions
to adventurers.

Buy Artifact

Nothing says “success' like a
shelF full of expensive hardwate.

When you buy an artifach, take

one of the cards in the artifact

{ rowand pay the cost in the upper

left comer. Keep your artifacts

on the fable in front of you where

everyone can see them.
==Y5),

a colleague sells or tests
a potion, you may look at
onc of the ingredients,
Choose it sandomly.
Limit once per round,

Early arfifacts have etects that last the entire game. If an
clfect does not specity that it is limited fo once per round,
then you can use if every time it applies.

Other artifacts have an immediate effect that can be used
only once. Using this effect 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 the card.

At the beginning of the game, the arfifacts tow has only
artifacts labeled |f . The arfifact row is not replenished, not
even if they have all been taken. During the conference at
the end of round 3 (and again at the end of tound §) any
temaining artifacts will be discarded and the next three
attiacts will be placed in the row. Until then, the [[][ and
m artifacts ate kept face up on the fable so that players
can read them and plan ahead.

EFFECT |
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i 6xpgnments @est on Student Drink Potion

B e i Bt i aiiias becase A stu_dpnl wi}l .drin[z angt}?ing This s the simple.st way to find

B of the ... issues .. arising from the winged pig outbreak, foc science. Until he gets sick. out what a potion does. OF

B So now alchemists have to test their potions on people. (T“]_'?" hell deink a‘mgthmg for course, it does have some

(- Foctunately, the town has a qood supply of alchemy science and | gold piece. drawbacks.

B students. fnd in the worst case, you can always try your | The first player fo use this action | The advantage fo experimenting

N potion yourself space performs the experiment on yourself is that you do not

Il The final fvo actions of fhe round give you the mos as described abov. have fo pay any gold picces. The

PR information. This is where you mix fwo ingredients and see Players who cxperiment lafer dlgdvaniagt 15 ﬂ'f”‘i the negative

V  what happens. The procedure for mixing a potion is the may be af a disadvantage. Once potions have an impact on you.
same whether you are Testing on a Student or Drinking the ~ the shadent drinks a negative potion, his zeal for science The cffect is different 3"‘30"11_“2
Potion yourselF: is considerably diminished. For everyone playing after the fo _ﬂ“" 001‘”_ of the negative

player who mixed the negative potion, the action costs 1 potion you drink:

gold piece. (You always have the option of declining the
action and moving your cube fo the unused cubes space.
If you cannot pay the student’s fee, then you must decline
the action.)

Every tound you get a new student - one whose heart burns
with the fire of science, one who doesn't know about what
happened fo the previous student. So the first experiments
of the round are a!wa}rs free until someone mixesa negative
potion.

@ This is a potion of insanity. You don't remember
dunking it noc do you remember duing naked
cartwheels through the town square, But everyone

else remembers.

You lose 1 point of teputation ,
¥ This is a potion of paralysis, It's haed to get up in
a the morning when you cant move gour limbs,

s Move your order marker onto this
| order space. Next round, you will not

Example: choose an otder space with the ofher
; : R 6 Yellon goes first. The fiest player never  players. Instead you will draw the cards indicated by this
1. Choose 2 of your ingtedient cards fo mix. ﬁ X K. o has to pay, so Yellom tests on the  special order space and play last.

2. Place them in your cauldron so that no one else can see

them.

iden i

~ Test on Student WM Drink Potion |

dc:pcnding on the action space.

§. Scan the cards and tap EEEEEIN when the reader
recognizes them.

5. Show the result to the other piaycrs. Yes, fhcy willlearn
which potion you made, but ﬂ'.cy will not know which
ingrcdicnis you used.

6. Put the corresponding result foken in your results
h‘iang!e,.

7. Put the corresponding result foken on your player
beard, to remind the other pla}!ers that you have made
that potion (unless you already have that foken there).
This is mandatory. Potions you have mixed are public
knowledge.

8. Discard the ingredients you used. Ingtedients are always
discarded face down.

(Evcn i your group has agm:d fo use the card readers

“select by hand” option, you still put the two ingredients in

the cauldron. That way you won't forget fo discard them.)

The major difference befween the two actions is what

shudent forfm, Mﬂg ;a
That's 300&' nens for Blae. [} means
he doesn’t have fo pay either. He
mives 4.
The student is still happy Green
@ doesn’t have do pay Mjﬂéﬂg either.
D She mives &. Now the student is
unhappy, bat Green reminds him that
she told him the risks and there’s mﬁ&iﬂg he can do about #.
Now s Red's burn. If she mants to test a potion on the student,
she mast pay 1 gold piece to the bank. She does so and mixes
& . It really doesn’t matter what she mixes, Yellow and Green
will shll have bo pay 1 g-of& piece each i ffmy want fo peform
their second bests.

e
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Hmu[[‘ipft pfayers drink a :d potion, fhcywiﬂaﬂ have their
order matkers on the green space at the bottom. Those who
put their markers there fiest will pfay ahead of those who put
their markers there later:

This penalty lasts for only one round. IF your matker has
been on the paralysis space for the entire round, 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 puf your marker back again.)

@ Congratulations! Sou have just sucvived drinking
poison. /¥s a student, you must have bullt up an
immunity, But even so, you dont feel that great.

Qou'll need to spend some time cecovering,
Instead of faking your action cube back fo your
player board, put if on the hospital space. Forthe
next round, you will have 1 less cube fo use.
No negative potion can affect you hwice in the same
round. Positive and neutral potions have no game chect, bt
you will experience a sensation of deep relicl.

Other Fun Things That Can Happen To You When Cou Are Paralyzed

statting pfaytr. and itwould not be fair if the same p[aycr got
those arivanfagcs two rounds in a row,) In the unfikc[y cvent
that the pfayer on the left is parafyzed, oo, the marker keeps
going around the fable until it gets fo an unparalyzed playes.

}‘- IE)PCEE “;TE yu ml;;mmagj;htg ::nﬁznf;ﬁ:ﬁ[:ﬁt 1§ the starting pfaycr marker is passed fo a F}ay{:‘! whais In fF:lt incrcdibfy uniij(c!y event that all pfaycrs ate parafyz-cci,
\ aJc]';cI:s;:s havc?fuﬁ:nis. i 4 ; d pamfyzcd, the parafyz-eu' pfayct' passes the marker fo the left. d‘lm t pess the matker at all. Next raunlﬂ. .H‘C starting pfaycr
) fThc Ffﬂyﬁl‘ on the leb & gtrfingaﬂ fhe ar!\.'anfagcs of Ecing will be the one who would have started this round.

! ey —— : —

| Uour Pirst Round

) You now know enough fo play your fiest round of Alchemists. Well, almost the entire round. There are a few things that happen after the Drink Potion action space is tesolved, but you can read
! about those details lafer.

2 F you want, you can play your first round now. Then, come back hete and learn about the other 8 action spaces. The rules for what fo do at the end of the round are on page 16.
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Jctions Avatlable 1n the Second Round

Affter the first round, all actions are available and players have the fll complement of ackion cubes. Hopefully, you
learned something about the ingredients in the first round. Now i's time to put that knowledge o use.

Se otiun

Jt speed potion for a swift
attack, a splash of poison
to eliminate an enemy -
adventurers need potions
of all kinds and theq know
where to buy them. Selling
potions is a good way fo
make a lot of money if you

know what Umt'ﬂ‘ dotng,
Or a little money iF you think you can fake it.

At the beginning of each round (except the firsf) a new
adventurer appears in fown. The adventurer will be waiting
here when if is time for you fo sell a potion. The bottom
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 only once per round. It is ditferent in another way
as well: You might not be playing in the usual order. We'll
explain that in a bit. Fir, let's falk about what happens when
it is your furn.

Offering a Potion
When it is your furn fo sell a potion, you must choose one

of the three potions the adventurer wants. Your choice is
limited By pla}'ers who have acted ahead of you.

Ina "l-pl ayer game, you move one of your action cubes from
the action space fo the $pace below the potion you plan fo
sell. This blocks off that potion for those who play akter you.
Whether you successfully mix that potion or nof, those who
play abter you will not be able to choose it.
In a 3-pfaytr game, the adventurer will ]au:,r nn}y two
potions. If you ate the first fo sell a potion, you may choose
any of the three. If you choose the third potion, you put a
cube thete and # is blocked off, leaving fwo for the second
playet fo choose. If you choose either of the first fwo, your
cube blocks off both of the first fwo, and the second ]:Jayer
fo sell will have only the third option. Either way, only two
players can sell a potion each round.
Ina E-pla}'cr gamc, onfy the first ph}mr can sell a poﬁon.
The space marked [r:jl blocks off all three pcﬁons.
In all cases:
o The fiest p!ayef aJways has the option fo sell any of the 3
potions.
» The maximum number of potions that can be sold is 1
less than the number of p]ayers.
IF you don’t like your options when it is your turn, you can
decline your action. IF everyone declares this action, one
p]ay\ar will be unable to sell a potion. This p!a}mr must
decline the action and move his or her cubes fo the unused
cubes space. (See page 16)

Offering a Guarantee

When you sell a potion, does it have to be exactly the one
the adventurer wanted? OF course not! Youte an alchemist,
not a perfectionist, But to keep your arms from being
lopped off, you do need to offer a money-back quarantee.
Your guarantee says how close you will be fo the potion the
adventurer wants. There are four levels of quality:

Levels of Quality

J' Exact match. You mixed the potion with the cortect
Eﬁv’ sign and correct color,
: Correct sign. You mwcd a potion with the correct

~J sign, but ['hc wrong colot.

o_ Neutral. You mixed the neutral potion.

T W Nrong sign. You mixed a potion with the wrong

& a'gn CO[U!‘ 1§ unmown

——w = -

When it is your turn fo scﬂ a potion, pui your oiha acfion
cube on the space next fo one of these levels of quality.
(Ignote other players” cubes. Multiple playets can offer the
same guaranicc.)
You are guarantecing you will make a potion that good or
better, and you are charging the price shown on the same
row as your cube. [f you mix a potion worse than what you
guaranteed, you don't get paid. If you mix a potion beffer
than what you guaranteed, you get paid only for the level
you guaraniccd

"Trust me. Tt's worth 1t.”

E éﬁf jﬂ\’ou can charge ¢ gold

%

P picces for the exact-match
guarantee, To get paid, you must mix a potion with the
cortect sign and correct color.

jA——

“This should be just as qood.”
You can nhargt 3 go]d pieces

Mixing the Potion

Mixing a potion for an adventurer is similar fo mixing a
potion for an experiment. You st up 2 ingredient cards in
your cauldron and tap the il N button.
The card reader will display the six effective potions. Tap
the one the adventurer wants you to make. (Even i you know
youringredients make a different potion, you still have fo fap
the potion you chose from the adventurer hlc)

When you scan the cards and tap SEEEIN the card
reader will not reveal what you mlxcd I le ]usi tell you how
close you were by displaying one of the four levels of q-uahly
Show your result fo the other p!ay?.fs If you mixed «3, or
<4 , then you know exactly which potion you made. Mark it
on your resulls frlanglt and your pla}ra‘ hoard with fokens, as
you do when you perform an experiment. If you mixed 4 &
then you know the sign of the potion and you know which
color if wasn't. Take a bicolored ambiguous result foken (like
& & cic) and mark your results triangle. (You need
not matk ambiguous tesults on your player board) IF you
mixed “ then you know only the sign. Take an uncolored
ambiguous result foken (4 or =)) and mark your result.
An example is onthe next page.
]fyoumciﬂmim'm.so[:,mur v w
guarantee, fake your money Hom Q & ‘
the hank. Regard]'ess nf your e

guaranh:c a result of & or ‘t aIways causecs you to
lose 1 pnmt of rcputahnn As usuaj discard your fwo
ingredients face down.

Sell Potion

Gou can make a little bit of money selling bad pnt'mus,
but word gets around. IF your reputation gets too low,

adventurers UJ[” be reluctant to buy Frum gﬂu

S for this guarantee. To get d,

paid, you must mix a potion with the correct sign. (If you get
the color correct, too, you still get paid only 3)

= v “This amaging potion was
b S made in an actual laboratory

s

and is quaranteed to have 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.
8o the neutral potion also meets the ferms of this guarantee.

= -

L G 9k
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A

T can absolutely quarantee
that this is something in a
bottle.”

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

1l

iy

Money-Back ﬁuamutee and Terms of §a[e

1 the undersigned adventurer assect and affiom that
1 have been informed of the terms under which this
potion is sold, that T ageee to such terms, and that the
terms are as follows:

I money shall be paid in advance and in the event
that a known side effect* accompanies the potion's
declared effect™ T will not ask for nor be entitled to

ani compensation whatsoever, x

* Kaown side effects include but are not limited to deowsiness;
dizziness; halucinations, loss of consciousness, hyperactivity,
tnsomnia, partial oc entiee pacalysts, and femparary
o permanent lnss of vision, ﬁearfng, wpice, or [imbs for
even spontaneous growth of enticely new limbs (fuman oe
otherurtsel!

¥ No part of this quarantee shall be consteued ro

quarantee that the potion will manifest its
ared effect.

£)

e e e e
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This frm&fy !m{umn i looking for a potion.
Thisisa 3- pfaysr game. Green went first
.:m& !rssE fo mir . Choosing either
@G .Ed’ocksuf%eo&h&r scorr.’y
2 is kft
Red goes second, bat she doesn’t bnow
how do make a negative potion with
S8gll her ingredients. She doest’t want to
s risk losing reputation, so she declines
her action and moves her cabes fo the

anused cabes space.

Nowitis Yellow's turn. His only choice is
. and he decides to by it. He places
one action cube ander the potion and the other on the Q-goﬁ-
piece guarantee - he needs the money, but he’s not sure what
ke'll make. (Green also offered this guarantee, but that doesn't

matter)

Yellow sels up 2 ingredients, tells the card reader he's making
o, and scans the cards. W?:a!ﬁappens gt E'spemls ot what
the card reader says:
Exact match! Yellow has made é . He marks this
sesalt in his resalls triangle and on his player board
with & tokens. He also gains 2 gaf& pieces.
I Correct sfgr:" Baf ot the rfgft} color. Yellow has made
:_v either & or oy He marks his result with o & token
and takes 2 30!3 pleces fmm the bank
9 Hn. Yellow has made the neatral potion. He macks this
@_2 resalt with ) tokens and takes 2 gaﬁ pieces from the
~ bank, The barbarian has to pay, but he isn’t happy.
Potions are supposed to do something! Yellom loses 1 point of
reputation.
Blech! Yellow has mixed a positive potion when he was
supposed fo mix something negative. He marks this
result with a 3) token. He doesn’t get paid because he
didn' mect the teems of his guatantee. And he loses 1 point of
repatation for not mixing a potion with the correct sign.

e —

Offering a Discount

“Get 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
sella potion at all

So belore the first player chooses the first potion, everyone
has a chance o fry fo become the first player by offering a
discount. Even though we explained all those other things
first, offering a discount is actually the first thing that
happens when it is fime to deal with this action space. But
if you are the only pla}n:r on the action space, you ski p the
discount and 10 ﬁraighf to scﬂing.

Each player has four bid cards with discount values of 0,
-1, -2, and -3. [ multiple players have declared a Sell Potion
action, they all bid secretly by choosing 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 certain
number of smiley faces <. Reorder everyones cubes based
on the smilcy faces. Whoever has the most milcy faces gels
to sell first.

But the usual play orderis still important. It is the tie breaker
between playets who offer the same number of smiley faces.

Exmpfe:

BEFORE:

Leave your card face up on the table until the action space is
tesolved. Your discount limits your choice of guarantee.
When it is your furn fo sell a potion, you cannot offer a
guarantee whose discounted price would be zeto or less.
Exmp!’e

Red pfayaﬁ' her -2 bid card.

o She can offer an exact-mabch guarantee af a price of 2 gold
pieces.

o She can offer a correctsign guarantee at a price of 1 gold
Pmm

o She cannot offer cither of the to lowest guarantees.

Even fﬂec} is certain she cannot meet the derms qf the correct-

sign guarantce, she can shill offer . (Maybe she wants to see if

her two ingredients make a neatral potion. Or maybe she just
wants bo block that potion for those who play after her,)

-@Ffects. of Reputation

Your reputation goes up and down during the course of the
game. At the end, it gets furned info victory paints, but i
also has an effect ﬁuring the game. Adventurers prcf:r to
Euy pofions from reputa He alchemists.

Green Zone: 14 to 17 Points

g9

yout bid. For cxampfc. !fyou offer a discount of 0, you will
have 2 sm!it}«‘ faces instead of 1.

’ v But you also have more fo risk. Whenever

you lose repufation, you lose 1 point more,

For cxampf:, if you sella pol‘im that doesn ¢ have the correct

[t yout rcputaimn matker is in the green
zong, you get 1 extra smtfcy face added to

sign, you lose 2 points instead of 1. If you lose 2 poinis of
rcpuiaf‘ion at a conference, you lose one mote, for a total of

n

-4

This penalty applics even i the normal loss of reputation
takes you out of the green zone. For example, if you have
14 points and sell 2 neutral potion, you end up with 12
points.

When you're this good, everyone expects more from you.

Blue Zone: 18 or More Points
a 9 . If your reputation is in the hlue zone,
the stakes are even hnghcr You get 1
extra smlicy face and you cfmrgc 1 extra goH picce for
any guarantee you offer. (So you could, for cxampft., offer
the -3 discount and then offer the S—gofd—picct guatantee.
The re,suf['ing price would be 1)
‘ " Whenever you lose reputahun you lose 2
points more. Agam the pcnaﬂ'y 3ppf:cs
when you start in rhc blue zone. For cxamp!c if you have 18
points and you lose § at once, you willend up with 11 points.
(Thrs can ac!'uaﬂy happ{:n Butit's much more amusing when
it hal:pcns fo someone else.)

The higher you climb, the Farther you can fall.
Red Zone: 6 Points or Dess
When your reputation is this bad, you must

E = charge 1less gufel piece for any guarantee
you offer. This is not a discount. 14 is a penalty applied alter
st”ing order has been determined. For cxampfc, it you
offered the -2 discount, you would have fo offer the exact
match guaranfc:. f“'s normaﬂy‘f gafd picucs, bt you st
chargt 3 for it. Aber the discount, its price is 1.) You can't
offer the -3 discount anymote.

& The upside is that when you lose reputation,

fnsr. 1 point less. For c\:ampfc sc”mg &

pohon of the anosd'c sign has no effect on your reputation
now, I a conference makes you lose 2, you lose on[y 1.
Your reputation can never go below 1. Any loss that would
fake it helow 1 still leaves you with 1 point of reputation.
When everyone believes you to be a terrible alchemist, if is
difficult to lower their opinion of you.

e e e = e oS S S




Publish Theory

Plaers on the Publish Theoty
action space play in the usual
order. With each action, a player
can either publish a new theory
| or endorse atheory that someone

) clsc has published.

Publg a New Theory

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

until you are certain,
the alchemical fokens and place it

on oneg Giﬂk bmks on fh& ﬂ'ﬁﬁﬁ]‘y

hoard. This is your public statement about the true identity
of the ingredient depicted on that book. To mark it as yours,
place one of your seals face down on any of the seal spaces.

To publish a theory, pick up one of

Nowpay ynurpululishcr!‘fnu give 1 gnH picce to the bank.
What? ou thought your publisher would pay you? No,
Feiend. This is academics.

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

IF you look confident enough, no one realizes you might
be wrong,

Seals
Keep your seals face
clown i [1'011} of you ot

RRARE

scmn When you put your sr,zl ona ihcory pla}r it face
down.

Why all the secrecy? Because your seal is actually a secret
bet on the accuracy of the ﬂ'-wry.

Your starred seals are for your sure bets. You have two gold—
starred seals and three silver-starred seals. You save these
for theories on which you would stake your life. Well, maybe
ot your life. But you ate risking your reputation.
Gold-starred seals earn you § victory points at the end of

the game and silver-starred scals cam you 3, but only if the
theory is correct. If the theory is wrong, you lose victory
poins. (See page 17) Or you can lose reputation points if
someone debunks the theory during the game. (See page 14.)
The unstarted seals are for Bcdging against a certain
aspect. This is represented by a question mark on a
background of that color. If you are proven wrong about that
aspect of the ingredient s alchemical, you sutfer no penalty.
(Only the color matters, not the size of the circle) On the
other hand, unstarred seals are not worth anything at the end
of the game. (See page 17 for defails)

Emmlclfs:

Blue puf)!’i&fxeﬁ the scorpion theoty on the f‘gﬂ side of this page.
He pat his & seal on # fo hedge agatnst the red aspect.
If someone proves that scorpion contains & Blue will lose no
repatation.

Unless a theotyis debunked, its seals remain face down and
sectet until the end of the game.

“Dear Colleague: I you are reading this letter if is because
my Theory of Scorpion has been called into question. T
would like 1t noted that T was always cectamn about its
blue and green aspects. The red aspect, however, ..."

JAvatlable Tokens

and Ingredients

You can publish a theory only about an ingredient that does
not curtently have an alchemical foken on it. You can use
only a foken that is not currently assigned fo any ingredient.

The reason for this is simplc: Each alchemical foken
cortesponds fo exactly 1 ingredient. Each ingredient
corrcsponds fo cxacﬂy 1 alchemical. So any other ﬂ'mory
involving that alchemical or ingredient would contradict the
pul:!ishccl ﬂ\wr}n Oh, you can fry fo tell the pul:lishcr that
the other ihaory is wrong, but the pub!islm will not believe
you. That other theory is published; yours is not. Clearly, the
published theory is the more credible one.

You may want to gnash your feeth and rip out your hair, but
there is a better wayfo deal with such fools. You can unmask
their incompetence next round. See Debunk Theory on the

next page.

+
Endorsing a Theory
Sometimes one of your colleagues publishes your theory
before you do. It is unfortunate that someone else will
get accolades for “discovering something that was already
obuious 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 seal on
it, just as you do when you publish a
theory. You can’t endorse your own
theory - there can never be two seals
of the same color on a single theory.

You must pay 1 gofd picce to the bank. You also must pay

e R e e P

1 gnH picce fo cvery other p'ayr.r who a[rcady has his or ‘-:"J
her scal on that tﬁmry. -

“OF course you can be a co-author ... for a price.”

You gain no reputation for cndcrsing the ih:ory. Exccpf
for that, your seal now counts just as much as anyone else's
seal on that theory.

Each theory has space for three seals. In a2- or 3-player game,

everyone can endorse the same theary. In a$-player game, you
cannof endorse a theory that already has three seals.

Grants

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

In the middle of the theoty board are § grant files. Each
depicts 3 or §ingredients that you can study fo win the grant.
You win your first grant if you have seals on thearies about
2 of the ingredients depicted on a grant file. (It doesn't
matter whether these scals represent original puhlicaﬁons
or endorsements, and it doesn’t matter whether the seals are
starred or unstarred)

E.rampfe:

Blue has puﬁfsﬁe& a ifwary of scorpions. If he can paHfsft or
endorse a theoty about either toads or mushrooms, he will win
this grant fa:m&faia!y‘.

When you win a grant, immediatelytake the tileand put it on
your hoard face down. You immcc]iatcfy take 2 guH picces
from the bank. Each grant will also be worth 1 or 2 vietory
points at the end of the game,

The qold pieces are intended to further the scientific cause.
Gou should only spemf money on expenses that the grant
committee would approve of. ... Ha ha! Just kidding. Most
alchemists spead all their grant money on a shiny new
artifact. TF anyone asks, you can say its ‘an essential
piece of lab equipment enabling cutting-edge reseacch.”

Once you have a grant, no one else can fake it. I will be
youts for the test of the game. Even if one of your theories is
debunked, you will not have fo give up the file and you will
not have fo give back the money.

Alter your first grant, you can get more
grants on!y by having seals on all 3 of
the ingredients depicted (o 3 of the §,
in the case of the middle grant file). This
is the meaning of the “3” on the back of
your first tile.

It you make a single publication or endotsement that
qualifies you for 2 first grants at once, choose 1 of them fo
be your first gtant. You will need seals on three ingredients
o quality for your second grant.




Y Dehuuk Cheory

OF tcuusef any theory bearing an
alchemists official seal s
assumed fo be a correct theory.
But some theories ate more
correct than others.,

Y. Technically, this action is
available in the second round,
but you won't be able to use
it until a theory has been
pubhshcd If you prove a thcnry
is wrong, you gain 1 points of
reputation. Of course, anyone with a seal on that theory is
af risk of lcsing reputation. Details are below.
The logic of debunking is simpler in the apprentice variant.
Ityou are playing}mur first game, you can skip the master
c!)unking rules for now. Tl'-cy will make more sense once
you have pradiced apprentice dcblmlting.

The apps debunking action wotks differently depending on
the variant you ate playing. If you discover you have if set fo
the wiong variant, go back to the mam menu and cJ'-angt the
setting. Then tap

“ontinue Bame !

Apprentu:e Debunking

* Debunk Theory _| and set the card reader on the
fal;]c where everyone can see i, The card reader will display
the 8 Ingfcdlcnis and the 3 aspects. chunkmg docs not
use the ingrcclicnt cards in your hand.

To debunk a theory, you just need fo show that one of the
aspects is wrong. Tap the ingredient of the theory you are
trying fo del)unk 'Ta]:r ﬂ\c aspect you ate hoping fo prove
wrong: Then tap
The card reader will show everyone the sign of that aspect
of that ingredient. Compare it with the alchemical foken on
that theoty.

IE the sign on the screen matches the sign of that aspect
on the foken, you have failed to debunk the fhcory. {Thai
doesn’t mean it's correct. It just means you have hailed fo
prove it is imorrcd.) You lose 1 point of reputation for
wasting your colleagues time.

[ the sign on the screen is the opposite of the sign of that
aspcci on i]'m iokm, you have dr}junl(cd the f[';cury. See ihc
Ccnsc,qucnocs of Dcl)unjzing box for defails.

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

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

Consequences of Debunking

In either variant the foﬂawing things happen it you
debunk a thmry.

1. Gain 2 points of reputation.

2. Remove the alchemical token from !hcfhcmy hoard.

3. Reveal each seal that was on that Ehcmy.

€. Players who used an unstarred seal lose no points if the
color behind the question mark matches the aspect that
was used fo debunk Ehcfhcory.

5. Pfaycrs who used an unstarred seal hzdging against a
ditferent color lose § points of reputation.

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

points of reputation,

7. All seals thatwere on Ehaffheory are removed from pfay.
Seals ate not reusable. (You can leave them face up near
the H'ltory board so no one has to make notes on which
seals have afrf:ady been used,)

8, [fyou have a cube on the Publish Thmfy action space,
you have the option ol immediate pufaficaﬁun.

Exam pJ&'

Blue asks the card reader to teveal scorpion's blue aspect. The
card reader says & This does not debunk the theoty and Blue
loses 1 point of reputation.

Red goes next She asks about scorpfonfs' green aspect, The
card reader says & That proves that the alchemical token is

incorrect.
Red gains 2 points of reputation and turns over the three seals.

Green had

Yellow ﬁs&g&a Blue f!s{?ge& bt

against the green  not against the a statred seal

aspech so Yellon green aspect. Blue Green loses

loses no tepatation.  loses § points of § points of
repulation. repatation.

All three seals are removed from play forthe rest of the game.
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Debunking Your Own @éﬂty

You can attempt fo debunk any Ehtory, even one that you
have pulufislmd or endorsed yourscH. If you are suceesshul,
you gain 2 points of reputation, but you will also lose
§ points if your seal does not hedge againgt the color you
used in debunking. If this happens, count the gain and loss
as one c!umgc in reputation: a 3-point loss.

For cxampfc, it you had 13 poinfs, you would count thisas a
3-point loss from 13, not a S-point loss from 15. (If you don’t
knowwhy this matters, see EHects of Reputation on page 12.)

Immediate Publication

When you prove that a speciﬁc !ha{:r}' 1§ wrong,

you have the option of immtdiafcfy pubfishing a
new i’hcory. if you have any cubes on the Publish Thwry
action space.

The éheory you pubfish must be either:

s anew Ehcory about the ingrcdicnf in the Iheory you just
debunked:

* Oranew fhcory im‘o!\.‘ing the alchemical foken from the

ihenry you just debunked.
Examp!f&

Red has fust proven that scorpion cannot be . If she has an
actions on the Publish Theoty action space, she can fﬂm‘lﬂ(}ﬂfﬁf
ase one of them to pablish a ffrsory assfgmng a Jﬂm&n}
alchemical o sco rpxm ora !}rleorj ass{gmng -*5 foa Eﬂarw
ingredient. But she cannot use this immediate ackion to puﬁfﬁk
something untelated (e.g, a theory that ravens feather is )

If you have 2 actions on the Publish Thcary action space,
your first immediate puHicaﬁon uses up the first one. I you
eatn a second immediate pub!icafinn, it uses up the second
one.

If you have no cubes on the Publish Theory action space, you
cannot fake a&vanfagc of immediate pubf!caﬂon [mmediate
pubfuhon is op[’mnaf you can wait for the Publish Thcm

action space it you wish and then puhfish ot endorse any
['hcory you want. (But don't forget that a coﬂeagut mighi'

debunk a !‘hcory and use this option fo puHish ahead of

you)
p‘-ﬂh—-—w&-——ﬁ‘aﬁ
No Memory

Drinking all those potions does have its consequences,

You are allowed to pubfish theotics that have been proven
false, For cxaln},fe ifa échunmng action demonstrates that
scotpion contains & that does not prevent anyone from
pubf!shmg 4 Ehcory that SLOFPIUH is the alchemical .ag
You can even pubfssh a i’htory that was debunked earlicr
this round. The onfy limitation is that you cannot use the
immediate pubhcaf!on option fo pubflsh the exact same

thtory that you just debunked. That would be very poor

Eorm .




Master Debunking

In the master variant, it is not mough to know which aspe.ci
is wtong, you have fo know an experiment that proves that
aspect is wrong:

Exampfs:

Lets say you want to debunk the scorpfm ifmoq.r on the facfng
page. You need o find something to mix with scorpion to make
S, @00 @ Any of these 3 resalts would prove that the
alchemical on the theory is incotrect.

Tap EEIETN and sct the card reader where
everyone can see if. [t will display the 8 ingredients.

Dcfaunkinx- does not use the ingrcdicnr cards in your
hand.

Select fwo ingredients. The card teader will show the seven

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

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

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

Exp!ain which outcome will debunk a fheory or demongtrate

a new conflict between two thearies (as described below).

Once everyone understands your explanation, fap

If your experiment does not debunk a theory or af least
demonstrate a new conflict, you lose 1 point of repufation
for wasting the scientific community’s fime.

IFyou debunk a theory, that counts as success and you gain
2 points of reputation, In master clcbunking, it is possihlc
fo demonstrate a conflict without acfuaﬂy cltl’:unking a
particular theory, and that is also worth 2 points. Most ofthe
time, however, you will have debunked something:

Debunking 1 Theory

The most common case is the simplest. You show that one
aspect of one ingredient is the opposite of what has been
published. You gain 2 points and everyone with a seal there
is af risk of losing points, as explained in the Consequences
of Debunking box.

Exnmlnfs:

You ask the card reader if scorpion and mashroom make 3.
The card reader agrees that they do. Thisdisproves the theory of
scorpion in the e.ramplle on the faciﬂg page. You have debunked
i ﬂf!magfz ils green aspect. Everyone witha ﬁfmoty on that seal
will lose § points except for those who pfays& aseal that fm&'ges
against green.

IFyou are learning master debunking, you can skip the rest
of the Master Dtbunking section and 0 play the game
now. All your debunking actions will probably be this fype.

IF something weird happens in debunking, you can come
back and read the rest of this section.

Debunking 2 Theorres

IF the hoard has theories for both ingfcc]icnis in your
demonstration, it may be possible fo debunk them both
simultaneously. 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 fm}:g page, Someone
publishes  this  theory of
mushroom. You ask the card
reader  f  scorpion and
mashroom make & and the
card reader agrees that !}my
do. You have debunked both
theoties ﬁzmag}r: their green

aspect.

When you debunk two thearies, reveal all the seals on both
theories and add up the penalties for both. (Ifa player loses
10 points, count it as one loss of 10, nof two losses of §.)

Your reward for a successful dehu nking attempt is still
only 2 points, even though you debunked fwo at once. You
get the option of one immediate pub!icaﬁan, not twa.

Demonstrating a Conflict

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

E:rampf&

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

The i.l[mmjy' board claims Hhat
toad and scotpion both have a
positive blue aspeck. The card
teader has confirmed this, so
yoa have not debanked either
theory. Homever, jou have shomn that both theories cantot
be true. Acmr&ing fo the i&sory board, these hwo fngm&fsnﬁs
should make .

Exampfe:

The sitaation is the same as above, ::mipf this fime joa ask the
card reade if scorpion and foad make . The card reader 5458
they do not. But if both theories are correct, gy is the potion
H:ey should mabe. You have demonstrated a conflict.

Unlike the previous exampf&i. a negative answer fmm the catd
reader means success Jot you in this case. It also gives yoat
opponents less information.

Whenever you demonstrate 2 new conlict between two
theories on the board, it counts as success and you gain
2 pnints of rcputai‘inn. No one loses poinfs, however,
because i is not clear which ihcary is wrong. You don’t have
the option of immediate publication.

-t 4
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Cheortes in Conflict

When 2 theories are

2 demonstrated fo be in

conflict, matk them with

- mafching conflict fokens.

The seals and alchemical tokens remain on the theories, but
theseals no lo nger count for cnnfﬂrmccs, granfs, am:l the
top alchemist award, {Scc page 16 for ddalls) No one can
endorse a ti\cory 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.

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

Invalid Demonstrations

Your choice of ingrcclicnis and rcsu]fing poﬁon should
cither

1. be able fo debunk at least one specific theory; or

2. be able to demonstrate a new Ewo-ﬂ\wfy conflict as
described above.

I your selection can do neither of those things, you should
hit the & button and rethink your demonstration. If you
pariam a demonstration that does neither of these ihings,
it is a failed debunking attempt and you lose 1 point of
reputation.

Exampi’e:

Theories ate puyfsfm& Jor every bigr&i'fsn! except mandrake
root and pavens feaﬁften The (m& alchemicals not on the
theory boatd are s and s Yellow knows that mandeake
root and raven's feather do not make 3. If he demonstrates
Hhis in &ebunéjng. he will prove sami.ﬁfng is mrony with the
theoty board, but this information is not good enough fo debank
any specific ffmoqy, not does it establish a imiftﬂa(y conflict
because the two ingredients have no published theory. He should
tryto ﬁn&' sotne other demonstration.

If he forgets this rale and shows everyone that mandrake root
and raven’s feather do not make & he will lose 1 point of
reputation.

When you demonstrate a fwo-theory conflict, it must be a
new conflict. If you demonstrate a conflict that is aleeady
denoted by a pair of conflict fokens, that is not a valid
debunking attempt and it will cost you 1 point of reputation.
Howeves, you can use a ihcmy under a conflict foken in a
demonstration of a different conflict.
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End of the Round

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

Cop Alchemist Award

New Adventurer

theory board gains 1 point of reputation.

[Enotheories have been published, noone
gets this award. If players are tied, all tied players gain 1 point.
It doesn't mather 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
seals on theories with conflict fokens.

Unused Cubes

have to decline actions and
move cubes fo the unused cubes space. For each pair of
cubes you have here at the end of the round, draw 1 favor
card. (An unpaited cube doesn'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

d Once the unused cubes space is
@ empty, move any cubes from the
hospifal fo the unused cubes space. They will count as
unused cubes af the end of the next round.

ﬁ The player vith the most seals on the

around. Put the next one on the adventurer space.

IF this reveals a conference, it will occur at the end
of the next round. Set the conference tile on the conference
space, atter the Drink Potion action space.

Conlerence of no, turn the top adventurer tle face up. You
will always know which adventurer is coming fo fown one

wundahwl.

a Remove the old adventurer file if if's hll hanging

E
Conference
he alchemy conference is always well

m T . is alway
attended. /lchemists come from far and

- & wide to exchange knowledge with their
¥ peers. Well, actually it's just a big brag

3 =

fest, but the sandwiches are nice.

3| If you st up the adventurer sfack
Pl correctly, there will be conferences at the

: = end of rounds 3 and 5. (If you didn’t set
it up correctly, fix it now) The conlerence fakes place after
resolution of the Drink Potion action space and before the
top alchemist award and other end-of-round business.

Those who have the raquiﬂed number of publicaiions 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 seals they have on the
theory hoard. As with the top alchemist award, count all
seals (except for those on theories with conflict fokens).

No one enjoys the embarrassment of arriving at the
conference with nothing to brag about. Theres always a rush
at the publisher’s office when conference pagers are due.

New }’ttttfact Cards

The end of the conference
*rf also marks the arrival of new

':‘;\_______ r. artifacts. Remove any arti-
facts still remaini 011 the

boatd and dea! out ﬂ'-c three new arfifacts - level
the first contference or level ]ImI alter the scconcl
Thenit's time fo move on to the top alchemist award and the

other end-of-round business.

Setup For Next Round

[Fany ingredient cardsare leftin the ingredients row, remove
them. Deal § new ingfcdimis fo the row. IF the deck runs out
(during setup oratany other fime) shubfle the discard pile to
make a new deck

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

The starting 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, see “Other Fun Things That Can
Happen To You When You Are Paralyzed”, page 10)

Now you are ready for another round of discovery, gloty,
and mocking the fool who published that ridiculous theory

about scotpions.

i
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Che Final Round

The game lasts six rounds. At the beginning of the final tound, the final adventurer will be placed next o the Sell Potions action
space. (There ate 6 adoenturers, you randomly chose 1 fo reburn to the box, and there was no adventurer in the first round)

@ ¢b0 +
xhibition
Maostly, ‘alchemists try to impress each other, but once in

a while it can be satisfying to demonstrate our skills to
the masses.

When setting up for the final round, phcc the exhibition
board over the Test on Student and Drink Potion action
spaces. They will be rcp!accd by the Exhibit Potion action
space. Seleci : Final Round I : on ﬂ'ﬂ: Cﬁ]‘d f&a{lﬁi‘.
Exhibit Pofion actions ate declared with your other actions.
You are limited fo the number shown (3 in a four-player
game or § in atwo- or three-player game).

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

When it is 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 pofion you are
promising to exhibit. (You can't choose a potion you have
already successtully exhibited. The neutral potion is not

depicted because no one is impressed by toad soup.)
?rcpara two ingTed.imts i your ]aboraiory as you do
for experiments, fap (NKCIIIRAEIM on the card
reader, and scan the ingredients. Discard the ingredients
alferwards, as usual.

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

[Eyou are the first player fo successtully exhibit that potion,
you gain 1 point of reputation. Put your cube on the
space.

[Fyou successhully exhibit that potion but you are nof first,
your cube goes on one of the other spaces below. You get no
points for mixing that potion, but you can still fry fo mix s
opposite. Read on.




[ you successtully exhibit 2 different signs ofthe same color
during the exhibition, then you have demonstrated mastery
of that color, Score 2 points of reputation. (More than one
player can score this bonus,)

,—ﬂﬁ-‘-

You do not have to play here in the final round. Note,
however, that ingredients in your hand are worth nothing
during final scoring, so this is your last chance fo make use

of them.

= Final Scoring

Reputatwn Points and U:ctnry Points

é‘ chutahnn pumts are gamfd anti lost ﬁurrng the
game. Certain arfibachs gm you re;umrmn faunuses and
yout zone ofthe smmg track can aftect howmuch FLF\]I‘E[‘!DH

you lose.

—
At the end of the game, score victory pomfs as [oﬂows

‘ All rcputahnn pumts become

' ﬂ victory points. So it you ended the

game with 16 points of reputation,

you begin final scoring with 16
victory points.

Next, scote the victory points for
; ﬂ your artifacts.

SPCﬂﬂI Cascs: ][ a P!a}'ﬁl' has i!'lﬁ
Magic Mirror, that player should count up points for the
Magic Mirror first, before other arfifacts and grants.

Ifa p]a}rcr has the Wisdom lan, it 1s not scored until after
the Big Revelation.

[f you have any favor cards left in
ﬁ @ your hand, cxcﬁangc cach favor

card for 2 gnlc] picces.

Next, score the victory points for
your grants.

T Now scote onc-third of a victnry
‘3 point for each gulc] picce. O fo

put it another way, buy 1 victory
point for every 3 gold pieces, and keep any lefover gold
pieces as a tiebreaker.

Appeentice Variant and Master Variant

There are three differences between the two variants:

1. At the bcginning of the game, apprentices get 3
ingrcdim[' cards, Masters gt unly 2

2. The conference tiles are different. (Masters are held fo
highcr standards)

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

Vlctury pnmts ate scored at the end of the game.
churafion honuses and pcnaffic: do not 3p},fl,, to

?!‘lﬁm MUS"‘»ELPD[‘\; DL‘\EH Is are DUS![‘!\E 3[[‘;10{]%}1 3ou can lDbL

points when the true identities of' the rngrcrircn[‘s are revealed.

Ehe Big Revelatiun

And now comes ihe moment of fruth. ?!acc the card reader

whee everyone can see if and tap (R

Do you really want to show the answers? Qes. uF coucse you
do! This is your moment of glocy!

The card reader will fell you which alchemical was associated
with each ingredient. Go through the theories one-by-one.
On cach theory, reveal all the seals.
If the fhr.or}r is correct, each pfaycr scores the
following points for a correct seal:
« Gold-starred seal: § points,
o Silver-starred seal: 3 points.
¢ Unstarred seal: no points.
If the ihcm'y is tncorrect, p!aytrs lose pninis,
as follows:
o Starred scal: -4 points.
o Unstarred seal, nof properly hedged: -¢ points.
o Unsfarred seal, properly hedged: no points.
How do you tell if the unstarred seal is mpf'opd'lyu hadged?
Liook at the aspects of the incorrect }hcory. It nnIy one
aspect is incorrect, then seals fu:clgcd against that color
are prnpcrI}' F\tdged and seals htﬂg&d against a different
color are not pmpcr}y hﬁdgtd IF more than one aspect is
incorrect, then none of the seals can be prupcrly Ecdgcc].

We recommend you use the apprentice variant for your first
game. Affer that, it's up fo you.

You can even mix and match the variants, For mcamplc, you
could start with 2 ingredients, use apprentice conlerences,

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

Once all the actions ate rcsdwd.swmihtiopaklxmiﬂl :
prize and draw favor cards for pairs of unused cubes, as
usual. Then it is time for final scoring:

Note that players ate losing victory points, not reputation
points. They don't suffer a loss of 2 extra reputation for
hcingin the blue zone. The red, green, and blue zones of the
scoting track have no meaning during final scoring:
Conflict tokens do not matter at this point of the game. The
seals scote posifive ot negative points regardless of conflict
tokens. (1f you are playing the apprentice variant, you aren't
using conflict tokens, an}rway.)

Che Winner

The winner of the game is the player with the most victory
points. Break ties using leftover gold picces, as cxplaincd
eatlier. IF players ate still tied, they remain tied. Well done!

be ﬂlppad over fo app]y apprentice standards fo the new
player and master standards fo experienced players. And the

app can be switched between apprentice and master during
debunking.

Use these rules to make the game fun and challenging for

everyonel

— = gl —




Using Qour Deduction Grid

Theoughout the course of the game, you gain information from vatious 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 fo understand it is you. This section gives
some examples of how fo use what you learn.

Ambiquous Results

You get most of your information trom the You don't have o be certain of the result

Test on Student and Drink Potion \

actions. For cxamplc, you might mix foad
and mushroom and discover that ihcy
make . In Fact, that was our hrst
experiment on page 2. In your deduction
g‘rid, you would eliminate evety alchemical
with a @. These are nolonger possibilitics
for mushroom or foad. In the illusteation,
these possibilities have been crossed out.

g Debunking

when you sell a potion. You can even use
it as sort of an experiment. For example, if
you wete frying fo sell the & potion and
you mixed mushroom and foad, the app
would sayyou gof an exact match, which is
just like learning this information from
drinking the potion yourself.

Olten, the results are aml)iguous.
Suppose you try fo make g from fern
and icaé. The card reader fells you fem +
foad = . What have you leamned?

You can get the same information From Y(-m know you have mm‘fl cither @ or
. & Put the @) foken in your results
the Decbunk Theory action. These ; =i ?
d i ; hiangfc. You can climinate % and
lemonstrations are public. 2 the gy
: 5 o o 2 3 ccause they cannof make gy or .
&> ,. In mager clebunlcmg, it another F’!aza > ) &2 This ismarked for fern in red. You can also
- - —~ demonsirafes that mushtoom +foad= @, . - markit for foad, but it urns out that those
o _,X o ) ,X you can record that information in your e & oo possibilities have been eliminated for toad
r ¢ e deduction grid. (However, i someone — ] 0 r— ajraad}l'.
_‘:‘_, ‘:JJ _:'J 3 X dcmonsfraics-fha} mushroom and toad _‘,J_I :‘{ _}""J
don't make @, it is less clear how fo use r
J'J 5 - - thatinformation. You' Ilhave fo devise your 37 - -
i own system for that!) i :
o 7 = - - v
| & JX o o JX In apprentice dcbunking you leatn about | = JX - JX
d QO o) only one ingredient at a fime, but you are o J O
s S BT guafantecd fo get a spe[:iﬁc answer, s T T
positive or negative. It any p!ayer
demonstrates that foad contains €, you can climinate those four @@ possibilifics for foad.
Later, if another p]aytr demonstrates that mushroom contains 0, you can mark that down
for mushtoom.
L s
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Advanced Techniques

Neutralizing Pairs

As e;xplaincc] on page 3, the ncutral
potion ;J is created by mixing fwo
alchemicals that have opposite signs in
every aspect Each alchemical has exactly
one alchemical that neutralizes it
Neutralizing pairs are grouped together
on your deduction grid. (That is the
meaning of the light and dark shading,)

You can learn about ncuira]iz.ing pairs
ﬂ\wugh experiments, dal:unking, or
selling potions. If you discover that fern
+ mushroom = &, that tells you those
two ingredients ate neutralizing pairs. By
ifself, this is not enough information fo
climinate any possibi]iiy. But you aJrcady
have information about these ingfcdie.nis.
In the previous example, you discovered
that fern cannot be a?a of jg‘. Because
mushroom neutralizes fern, you know
mushroom cannot bhe either of the
alchemicals that neutralize these. Green
arrows illustrate how this information
climinates 2 possibilities for mushroom.

The information goes hoth ways. In
the Fest experiment, you leatned
that mushroom must have a Fern
neutralizes mushroom, so it must have
&. You can eliminate the neutralizer of
cach alchemical that was climinated for
mushroom. Thisis illustrated by the purple

arrows in the picture.
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Deductions and Hedging

In the end, each of these ingredients has only

two possibilities remaining. You know their red

and blue aspects. [Fyou learn the green aspect

of one ingredient, you will be able fo deduce all

three.

But you mig}d need fo puil]ish a ihﬁnr}a before
you learn what you need fo know. That's why it's nice fo be
able fo l‘tﬁdge against green.

s

Now go back and look at your previous
experiments  while considering  the
2 possibilities that are left for fern. Can
you figute out why the & result allows
you fo climinate the two foad possibi]jiics
marked in this illustration?

There are many ofher lines of reasoning
that we have not covered in this m&ampk.
Part of the fun of l:cing an alchemist is
Fmding clever fwhniqucs that kae,p you

| ~ one stepahead of your colleagues.




2 Notes on Selected Artifacts
Bistie: i Cag

For axmpk., it you corrccﬂy pr\';dici the result of mixing foad
and scorpion and then correctly predict the resulf of mixing
foad and fern, you get 3 points because you used 3 different
mgmdicnis

Spccial case: lf}mu also have the Magm Mortar, aco”caguc
will randomly choose 1 catd to be sef aside for Feather in Cap
and the other will be returned fo your hand. Once you know
which catd is refurning 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

Duting scoring, you should count this artifact first, while the
scoring track still shows how many reputation points you had
at the end of ]:rlay. It gives you extra poins for reputation
on!y. The victory points you get from artifacts and grans have
1o elfect on the value of Magic Mirror.

Round down: 1¢ reputation points are worth fwo victory
points from the Magic Mirror; 15 are worth three.

Magic Mortar

Whenever you have o discard the ingrcdimis you used in a
potion, you ask another pfaytr to choose one of the fwo cards
at random. Only the chosen card is discarded. You keep the
other.

This applies fo the Sell Potion, Test on Student, Drink Potion,
and Exhibit Potion actions.

Pertscope

You use the Pcriscopc immcdiaic]}r alter you see the result,
before the next players action. The Periscope applies fo
the Sell Potion, Test on Student, Drink Potion, and Exhibit
Potion actions. It does not apply fo the Thinking Cap artifact.

Printing Press

When you endorse a ihwty, you shill must pay 1 go!d piece
fo players whose seals are already there. But you don’t pay
a gold piece fo the bank. This means you can publish new
theotics for Free.

Robe of Respect

Each gain of reputation is bigger by 1. For example, if you
debunk a iheor}l; instead of gaining 2 points, you gain 3.
Special case: If you successhully debunk your own theory
(see page 14) the Robe of Respect applies only if the result
is a nef gain in reputation (in other words, only if your scal
was hedged againg the color you used in debunking). If you
sulfer a net loss, the Robe of Respect does not apply.

Seal of Authority

For publishing a new theory, you get 8 points instead of 1. For
endorsing a theory, you get 2 points instead of (.

This bonus is cumulative with the Robe of Respect. If you
have both, you get ¢ points for publishing a newtheoty and 3

| for endotsing a theory.

Lhinking Cap

Use the _ Test on Student | button. You have fo show the
resulfs fo your colleagues, as usual, but there is no penalty
for mixing negative potions. You are not allowed fo use the
same card in both experiments. For cxarnplc, it you want fo
fest scorpion + foad 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
theoties, your seals score 1 extra point, whether they are
started or not. The Wisdom Idol does not apply fo incorrect
theories.

Witchs Trunk

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

get ingredients from the Forage for Ingredient action or the
Herbalist.

Favor Cards

Each favor card fells you when it can be pfaytd. You are
allowed fo play multiple favor cards af the same time. Their
elfects are cumulative, as explained below.

sststant

Gour Faithful assistant is happy to cun an ercand 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 play 2 copies of this card at once) you can use an action
cube in one of the unused colors. Don't forget fo refuen the
cube at the end of the round.

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

Hssoctate

"My associate and T would like to qo fiest. WIll that be a
problem? No? Why, thank you."

Because your cubes are in the top row, everyone who declares
that action atfer you will have o 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 Potion action space, your Associate makes you
first iniﬁaﬂy, but p!aytrs still bid for the rig}d to go first Ly
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.

Barmard

She can find you a Little something to give your potion an
extra punch.

Levels of qualify are exphained on page 11.
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For example, let's say you play the Barmaid favor and “g

guatantee that you will mix a potion with the corred sign. If
you mix <, it counts as though you actually mixed £ . You
will not lose teputation for mixing a ncutral potion and you
meet the ferms of your guarantee.

[Fyou play 2 Barmaid favors and get a sesult of %, the frst
favor makes it count as an exact match and the second favor
gives you +] reputation.

Custodian

Tt's nice to know someone who can let you into the lab early,

When you play this card, place it next fo the board, behween
the Transmute Ingredient and Sell Potion action spaces, It
works like a Drink Potion action space at an carlier fime.
If you use 2 Custodian favors, you put 2 cubes there. The
second card can go fo the discard pile immediately because
you need only one fo serve as the action space.

IF someone else has already played their Custodian favor in
that spot, use their card as the action space. Put your cube
above theirs in the usual play order.

Actions faken on this space do not count against the limit of
2 Drink Potion 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 time to perform the action, you have the option fo
decline it. Once all actions on the card have heen resolved,
put it in the discard piJc.

Herbalist

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

You can discard any2 ingtedients. They don t have to be 2 of
the 3 you have just drawn.

This card must be playal 45 500N a5 you drawit. Ityou draw 2
at once, resolve the first one, then resolve the second.

Merchant

His advice is free. €ven better than free: Its profitable.

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

[F you are not the first player and you play multiple Merchant
Favors, one favor essentially puts you in he same position as
the first player and you get 1 gold 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 Shopkeeper favors gefs you a bigger discount,
but it is not possible fo fake the price below 0.

Sage

Che old alchemist has many secrets. One secret is just how
much gold he can extract from.a ravens feather.

IF you playZ Sage favors, you gef 3 gold picces for one
ingredient. This is obvious from the card, but we didn't want
this venerable alchemist o be the only one without rulehook

fext.




