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GAMES

One day in the lab, you suddenly hear a terrible sound, the loud CRACK
of a massive container shattering in the middle of the room. Never mind
the loss of research! You know what that container held: “Compound X,”
a deadly airborne toxin expected to kill everyone in lab in less than 30
minutes.

Don’t panic..yet. There’s an antidote! Your team has been working on a
number of ingestible anti-toxins for Compound X, but none of you know
yet which anti-toxin will serve as a reliable cure.

Now, in a race against time, you must engage in a battle of wits with the
other researchers to deduce the correct antidote before the deadly
compound takes its lethal effect, but as you begin to solve this
heart-pounding puzzle, a sinister question takes root in your mind: will
there be enough of the antidote to go around? Perhaps you shouldn’t
share everything you know with the other researchers...

CONTENTS

64 Formula Cards (8 formulas numbered 1-7
and “X”), 8 Syringe Cards, 22 Expansion Cards
(8 ID Badges, 8 Lab Romance Cards, 3 Clinical
Trials, & 3 Placebos), 7 Lab Assistant Cards,

3 Kickstarter Edition Bonus Cards, Rules. 1 TOXIC WY

SETUP

(Unless you are playing a 7-player game, place all the
Agent-U Cards (numbers 1-7 and “X”) back into the box.)

1. Separate all the “X” Cards (cards with an “X” in the upper
left corner) from the deck and shuffle them face-down. m



TABLE 01 - SETUP

# of PLAYERS FO#M(HLAS NwRBFEORRA%\&DS i Ofc%ggNGE
20r3 1 1,2,3 3
4 7 1,2,3,4 i
5 7 1,2,3,4,5 4
6 7 1,2,3,4,5,6 6
/ 8 1,2,3,4,5,6,7 /

STARTING HAND
SIZE

10

10

2. Select one “X” Card at random and set it face-down in the
game box. You may NOT look at this card until the end of the

game! It represents the antidote.

Note: When you see an “X” Card during the game, you
can be sure all cards that match it are NOT the
antidote, since the “X” Card that represents the
antidote was removed from the game.

3. Select the number of Syringe Cards needed
(see Table o1). Shuffle these together with the
remaining “X” Cards and deal two cards (three
in a 3-player game) face-down to each player.
(For 2-player set-up see 2-Player Rules).

4, Refer to Table o1 to select the Number Cards
(cards with a number in the upper left corner)
needed. (For example, in a 4-player game,
select all cards numbered with a1, 2,3 or 4).
Shuffle and deal all selected cards, one at a
time, face-down to all players.

5. You may look only at the cards you have
been dealt. All players should always have an
equal number of cards throughout the game.
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0BJECTIVE

At the end of the game, have a Number Card in your hand
that matches the antidote.

GAMEPLAY

The researcher who most recently won a game goes first.
Play commences in clockwise order from the starting player.
On your turn, announce one of the three following actions:
(1) Discard a Card, (2) Trade Research, or (3) Use a Syringe
Card. After the action is completed, your turn is over.

1. Discard a Card: All players must simultaneously discard
one card from their hand to their workstation (a space on the
table in front of them). “X” Cards must be discarded
face-down, while all other cards must be discarded face-up.

Note: Do not cover-up cards in your workstation with subsequent
discards.

2. Trade Research: There are two ways to trade research:
(A) All players pass a card to the left or to the right, OR

(B) You complete a one-to-one trade with another player of
your choice.

A. Tell all players to pass a card to the right or to the left.
Everyone must simultaneously pass a card face-down from
their hand to the player next to them in the direction you
indicated. Take the card passed to you into your hand.

B. Announce your wish to make a trade with any player. You
may discuss and agree to any trade terms you would like, but
you may only trade one card from your hand for one card
from another player’'s hand and both players must fulfill the
terms of the agreement. Take the card traded to you into your
hand. If no player agrees to trade with you, choose a different
action (e.g. Discard a Card).

3. Use a Syringe Card: Reveal a Syringe Card from your



hand to “steal” a card from any other player’s hand or
workstation into your hand. If you steal a card from their
hand, choose the card randomly. If you steal a card from their
workstation, select any card (face-up or face-down). Place
your Syringe Card in place of the card you stole (face-up if in
their workstation).

Note: You may say anything you'd like about the cards in your hand
during the game, but you may never show your hand to any other player.

TIME'S UP! (SCORING)

Eventually all players will only have one card left. When this
occurs, reveal your last card. This card indicates the formula
you drink. Then reveal the antidote (the “X” Card hidden in
the box during set-up).

TABLE 02 - SCORING EXAMPLES

Example 1: You “live”
and earn points if you
drink the antidote (if
your last card matches

the antidote). . ' RGN POINTS!

Example 2: You die and
lose points if you don't
drink the anfidote (if
your last card does NOT

match the antidote). A ol POINTS!

A.If you drink the antidote (i.e. the antidote matches your
last card) you live! You get points equal to the number on
your last card. (See Table 02: Scoring Examples — Example 1)

B. If you do not drink the antidote (ie. your last card does NOT
match the antidote), you die. You lose points equal to the
number on your last card. (See Table 02: Scoring

Examples — Example 2) m



C. If your last card is not a Number Card (e.g. if it is a Syringe
Card) you die and receive -1 point.

DYING TO PLAY AGAIN?

Even if you die, you can play again! Keep track of the number
of your points each game. The winner is the player with the
most points after 3 games.

2-PLAYER RULES

For two players, set up the game according to the 3-player
setup (see Table o1). Place all the cards from the third player’s
hand face-down on the table using the pattern shown in
Table 03. You will be exchanging cards with this third “silent
player” throughout the game. Decide which of you is to the
right and the left of the

silent player. TABLE 03 - SILENT PLAYER SETUP

Play the game as usual with
the following exceptions:

(1) Whenever you choose
to discard a card, only you
and your opponent discard
a card. The silent player
takes no action.

Note: The silent player will
always have 10 cards and will
not participate in the revealing
of the antidote at game end.

(2) Whenever you choose to pass a card to the left or the right,
include the silent player as follows: If you must pass a card to

your opponent, choose a card to pass as normal. If you must
receive a card from the silent player, draw any one of the
face-down cards from the silent player’s hand. If you must

pass a card to the silent player, fill the spot in the silent

player’s hand that was vacated when your opponent

selected a card. See Table oy4.



TABLE 04 - SILENT PLAYER TURN STRUCTURE

Player 1 draws a card
from the silent player
and passes a card to
Player 2 who passes a
different card to

the silent player.

(3) You may not complete one-to-one trades with the silent
player.

(4) If you use a Syringe Card to steal from the silent player,
place the Syringe Card face-down in place of the card you
stole.

EXPANSION RULES

The Placebo Effect and Lab Romance Expansions are separate
add-ons to the base game and are intended for experienced
researchers only. The expansions are not intended for play
with the 2-player rules.

THE PLACEBO EFFECT

Placebo Effect Setup: Set up the game as you normally
would, with the following changes:

1. Shuffle the cards shown in Table o5 into the deck of
Number Cards before you deal. (For example, in a 4-player
game, add 1 Placebo, 2 Clinical Trials and 1 Syringe to the deck

of Number Cards.) m



2, Unless you are playing a 7-player game,
place the ID Badge for the 8th formula
(Agent-U) back into the game box.

3. Shuffle the remaining 7 ID Badges and deal
1 face-down to each player (place any undealt
cards in the box). This is your unique ID
Badge for the rest of the round. You are not ID BADGE
allowed to show anyone the ID Badge you

were dealt until the end.

TABLE 05 - ADDED CARDS
#0f PLAYERS | #of PLACEBOS | #of CLINICAL TRIALS | ¥ of ADDITIONAL

The Placebo: Whenever you discard, you may
discard a Placebo face-down. In a subsequent
turn, if any other player steals the Placebo
using a Syringe or a Clinical Trial, announce
to the table, “It was a Placebo.” You may then
immediately exchange any card in your hand
for any card in your workstation.

Clinical Trial: Clinical Trial Cards are
activated when they are discarded. They
must be discarded face-up. Whenever you
discard a Clinical Trial Card, announce

“A clinical trial is occurring.” All players
must then conduct the clinical trial by
drawing a card to their hand from the
workstation of the player to their left,

-':;I CLINICAL “;
(I[|[C\MI/\]  right or from their own workstation.




The player who announced the clinical trial decides which
direction all players will select a card from (i.e. all from the
left, all from the right, or all from their own workstation).
Any card may be selected during a clinical trial, except a
Clinical Trial Card.

Example: Mike, Laura and Janelle are playing. Mike tells all
players to discard. As her discard, Laura discards a Clinical
Trial and instructs all players to draw a card from their own
workstation. Mike draws a card from his workstation, Janelle
draws a card from her workstation and Laura draws a card
from her workstation.

Cancelled Trial: If two or more Clinical Trial Cards are
discarded simultaneously, the clinical trial is “cancelled” and
no players may draw any cards. The discarded Clinical Trial
Cards remain discarded.

ID Badges: There is one ID Badge per formula in the game.
You are the researcher for the formula indicated on the ID
Badge you are dealt. If the formula shown on your ID Badge is
discovered to be the antidote you lose 1 point per player who
failed to drink it. If the formula on your ID Badge is NOT the
antidote, you lose 1 point for every player who drinks your
formula. In either case, if you live your score cannot go below
0.

At the end of the game, reveal your ID Badge and refer to it
when calculating your score.

LAB ROMANCE

There is a whole lot of “love” in the lab! You suspect that some of the
other scientists have been sharing special relationships, but you don’t
really know for sure. On a normal day, lab romances aren’t so bad, but
now that you've all been exposed to a deadly toxin, you fear these
relationships could result in a dangerous form of favoritism. What'’s
more, you've heard that some of the relationships have gone sour. Will
the “lover scorned” use this as an opportunity to take revenge?
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Lab Romance Setup: Setup the game as you
normally would. In addition, shuffle all eight
Lab Romance cards and set them in a
face-down stack in the middle of the table.

Lab Romance Gameplay: The game plays

as normal with one additional option. On
your turn, instead of taking the other turn
options, you may instead draw a Lab
Romance Card from the face-down stack.
You may only take this option once per game.
You must keep the card you draw and you
may not show it to any other player. The card
you draw gives you a new objective that you
must complete in order to live.

At the end of the game, reveal your Lab
Romance Card and refer to it for calculating
your score.

Note: Whenever you “live” you always score points
equal to the number on the card you “drank,” plus or
minus any bonuses indicated on your Lab Romance
Card. Similarly, whenever you “die” you always lose
points equal to the number on the card you “drank,”
plus or minus any bonuses indicated on your Lab
Romance Card. In the Lab Romance Expansion you
will not necessarily “drink” the formula on your last
card. Pay close attention to the instructions on your
Lab Romance Card!

LAB ROMANCE CARDS

Romeo/Juliet: Your new goal is for both you
and your lover (the player to your right/left)
to drink the antidote. If your lover does not
drink the antidote, your heart breaks and
you also die. If you both live, add the points
on your final card and your lover’s final

card for your score.




Dab Cmance Hermia/Lysander: Your new goal is for your
7 2= ANTONIO lover to drink the antidote. Your lover
“shares” their final card with you to drink.
You will live and score the number of points
on their final card +2 if your lover’s final card
is the antidote or die and lose the points on
their card if itisn't.

Antonio: You are an altruistic member of the
lab. You must drink the antidote to live, but
you earn +1 point per other player who lives.
Share your information freely with the other
researchers, but remember you cannot reveal
the cards in your hand!

lago: You are a scorned member of the lab.
You must drink the antidote to live, but you
are seeking revenge and earn +1 point for
every other player who dies.

Othello: You are a jealous lover. You must

Fomance

OTHELLO drink the antidote to live, but you will score
+1 point per player in the game (you
included) if ONLY you and your lover (any
one other player) survive.

Claudius: You would deceive the whole lab to
get what you want. At the end of the game,
before you see the antidote or any player’s
final card, draw any card from your worksta-
tion. This is the card you drink. Clearly
indicate to all players the card you drew. You
earn +1 point for every other player who
drank the same formula as the last card in
your hand (NOT the card you drew from your
workstation).

Lab Romance Example: Mike, Tyler,
Laura and Janelle are playing. Mike has m




the Iago Card and Laura has the Lysander Card. Janelle and
Tyler don’t have a Lab Romance Card. At the end of the game,
it is revealed that the antidote is the red formula
(Rubiximab)! Mike’s final card is the Red g; Janelle’s final card
is the Red 3; Laura’s final card is the Purple 4; Tyler’s final card
is the Purple 2. Janelle lives and scores 3 points. Since Janelle
is sitting to the left of Laura, Laura also drinks the antidote
and lives (even though her final card wasn’t the antidote)
since she has the Lysander card. Laura scores the points on
Janelle’s final card plus 2 for a total of 5 points. Tyler dies and
scores -2 points. Mike lives and scores 4 points plus 1 point
because one other player died (Tyler), for a total of 5 points.

Note: If you play with both the Lab Romance and Placebo Effect
Expansions, calculate the bonus from your Lab Romance card first,
before calculating any loss of points from your ID Badge.
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A Special Note to our Antidote Kickstarter Backers

Firstly, to ALL of you, THANK YOU! Your participation in the Antidote
Kickstarter project helped make Antidote a reality for us and for everyone
who will get a chance to play! You have been an amazing group of people,
full of creativity, insight, great questions and enthusiasm. Thank you again!

And especially, to our Biochemical Researchers, Chemical Researchers and
Premium Backers, THANK YOU! Your additional support of Antidote,
including your increased level of involvement, great conversations and all
around support have been so encouraging to us during this project.

- Biochemical Researcher
a7l SIR WILLIAM HAMISH CADOGAN

and the emergency medicine community at http: //lifeinthefastlane.com/

Chemical Researcher
) CHASE AND EMILY BOOTHE

Premium Backers

Kyle White Petri Uotila
Lindsey Murphy Tom Cordery
Irene Thrana Chisel Wright
Trys T Luke Sears

Sarath Krishnawswamy Phillip and Jennifer Rosenow
Matthew W Werner Jeremy Zamecnik
Alex Beck Justin Coder
Steven Imboden Andrew Springer
Jerry N Donna Scott Rennison
Brian and Shannon Thorne Gavin Taylor
Thiago Costa Jed Ong YongYao
Jonathan Chen Zebak LongFang

Alex Sullivan
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