The Alchemists have sPent their lives attemPting to control the

base materials of this universe, commancling them to transform
into purer substances, substances that would allow the cnlight-

crAlchcmist to rise above the world, gaining knowleclgc,
understancling, and Possib[g gobs of money.
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Times, however, are toug!’] in The Kir\gclom. Buclget cuts have
Parcd the Monarch's staff to the bone. The Roya[ Exchcqucr,
cnragcd bg a lack of results and bloated Laboratorg budgcts,
has demanded that all but one of the current Alchemists leave
the Pagro”A The cha”enge is made: all Alchemists must demon-
strate their power. SPcciFica”g, whomever delivers the greatest

uantitg of Gold continues as the Rogal Alchemist. The others,
ELC crude retorts, are Fired. The Alchemists' wits and skill will be
cha”cngccl— even as theg wrestle with Nature thcg must beware
the ot}‘sers; to keep theirjob, the former co”cagues must become
- AlchEnemies.

For2-6 Plagers. | set needed for every ) P]ayers.
Each set contains:

1 stack of 124 'Reagent’ cards of various flavors.

1 stack of 120 'Recipe’ cards (consis’cing of
‘Paraplﬂernalia‘ and "Formula’ of various ’cgpes)

R

Alembic. Unlike ParaP[ﬁcrna]ia, once the effect of a Formula

"Formula® allow Alchemists to manipu|atc nature to
enhance their abilities or hinder their opponents. As
when creating ParaPhernalia, this maniPu[ation
rcquircs stewing togcthcr certain Ir\greclients in an

resolves, the Formula is Placecl in the discard Pile with the rest of
the lr\gredicnts.

Order of the turn:

* Clean UP: All Rccipcs finish cooking and cool - turn all
Alembics face up. Place new Paraphcmalia in the Lab. Discard
used lngrcclicnts and Formula cards. Discard angtlﬁing fed to a
Familiar the Prior turn.

* Draw: The Alchemist draws two cards in one of the Fo”owing
combinations: draw two cards from her Librarg; draw two cards
from the Reagent stacl<; or draw one card from her Librarg and
one card from the Reagent stack. Ang Reagent cards drawn are
immediatelg Placed in the Lab. f all the cards in the Reagent
stack are ever usecl, shuffle the Rcagent discard Pile and start a
new stack.

* F’lag Recipc cards and/or use Powers and Abilities: One
ReciPc card may be Pfagecj for each Alembic present in the Lab.
In order to lay a carcl, all the necessary lngreclients must be in

be

the lab and available for use. In addition, Formula can onlﬁ
e a

lagcd if their action can be Proper]g complctcd‘ To ma
Recipe: Collect all Ingredients and stack them toget]ﬁer with the
ReciPe on toP. Turn an Alembic face down over the stack to
cook the ingrcdicnts. if the ReciPe is for a Formula, the Formula
immecliatelg has its effect. Ingredicnts may not be included in
more than one Rccipc - once thcy are Placed under an Alembic
thcg cannot be further utilized. Cards are [agccl seclucntiallg -
all effects are resolved CFrior to starting the next card. Powers

and Abilities possesse bg certain cards may be used once

Setting up PIaH:

Each Plager, an A]chemist, receives a comp|cte set of Reagents.
This consists of one of each of the 'Elements' (AIr, Fire',
'Eartl'l', and ‘Water?), and an ‘Alembic’. These are P[aced face up
in front of the A]chcmist, in her 'Lab'.

o

A AV
carth air water

A note on the Lab: Alchemists are not Wizarcls; theg don't live in
hugc castles in the middle of an enchanted forest. Theg work in
the basement of the King's keeP, in Labs the size of, well, a card
table. This means space is limited. At any oint in time there ma
E, When the Lab is ful ,
a Reagent must be discarded each time one is Put into the Lab.

be no more than 10 (ten) ReagentsinalLa

Shuffle the rest of the stack and Place itface down in the middle
of the table. On one side of this will be the Reagent discard
stack, and on the other will be the RcciPc discard stack.

Shuffle the Rc:cipe cards. Deal out 30 Recil:)c cards to each
Iayer. P|agers inspect the cards clea[t, and choose 20 cards to
ECCP (the oldest Alchemist decrees I'aow Iong P[agers have to
decide). Once a P]agcr has determined which cards are to be
l(CPt, she passes the rest to the P[a er on her left. Alchemists
?ager then shuffles all her
Rccipe cards togct['lcr - this forms her ‘Librargﬂ She deals
herself a hand omcﬁ cards, and Places the rest of the Librarg face
down in her Lab.

may insPect the new cards. Each p

The Alchemist born closest to 4AM, December 10th wil Plag
first.
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cluring a Player‘s turn. Abilities and Powers are P[agccl and
resolve like Reci]:)es. Follow the sPeciFic instructions on the
cards.

* Discard: There is on[g so much an Alchemist can kecp track of.
Discard down to a hand of seven %) cards at the end of the
turn.

AlchEnemies

R‘?Ci < Reagent
Discard Discard
Pile Pile
Reagent
Stack

TYPICAL MID-GAME TABLE
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Short DescriPtion of the Cards:
Reagents

You've a|readg been introduced above to the five Reagents. The
crude matter of the Universe, the Elcmcnts, comes in four
flavors: Air, Fire, Earth, and Water. From these four all else is
created bﬂ the process of Transmutation. The Alcmbic, thcn, is
basica”y a |arge still in which the Alchemist mixes her recipcs,
Perxcorming a Transmutation. Per{:orming any sort of Alchemg
alwags requires an Alembic. Without an Alembic in the Lab, an
Alchemist can only draw cards and Plag Reagents.

Rccipes

There are two types of RcciPc cards - ParaPhcrnalia and
Formula. Each card dis Iays the Fo”owing information: ‘Name',
‘Tgpc‘, ‘lngrcdicnts‘, 'SPcciaI Text', and 'Coin'. "Name" is Prcttg
sehc-cxplanatorg. The “Tgpc“ icon indicates the class the card
belongs to. The "Ingrec[ients" are items that must be mixed
together in order to complete the Transmutation, l)rir\ging the
card into Plag, "SPccial Text" details rules and instructions
Particu[ar to speciﬁc cards, such how to use a Familiar's
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Co”ectivclg, Metals, Essences, l:amiliars, and Alchemical Keys
are called "Paraphernalia”. To "Transmute" a ParaPI'Icrnaha card
from her hand into a Phgsical obiject in her Lab, an Alchemist
may take a Paraphemalia card anj all the Ingre&ients listed on it
and Place them together under an Alembic. The Fo”owing turn
the Ingreclients are P]aced in the discard Pi!es, and the
Paraphcrnalia is Placcc! in the Lab, where it remains until
somcthing is done to it.
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Winr\ing and End of Game:

P]ay ends the turn after any Alchemist cannot draw from her
Library. At this Point, the Alchemist with the most Gold in her Lab
wins the title of Royal Alchemist. If any Alchemists are tied,

everyone sells the contents of their Labs and at’cemPt to bribe the
'udgc‘ Add up the value in coin of all cards in their Labs - the
Alchemist with the most coin gets thejob. Losers have to make their

living se”ing food suPP[ements'. i no one manages to make Gold,

CVCFHOI’]C'S imPrisonecl FOI‘ Fraucl. Losers.

Elements
=4
1Y
Library —
o
RCCiPCS water
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Card Name
(ﬂging monley)

FLYING MONKEY /
d =
Ingredients:

X A+ rHossion +))

WHEN MONKEY IS REMOVED FROM THE
ALEMBIC AND PLACED IN THE LAB, TUCK THE
XA UNDER THIS CARD AS WELL. ONCE PER
TURN THE OWNER MAY DISCARD ONE #% FROM
UNDER THE MONKEY TO MAKE IT STEAL ONE
PARAPHERNALIA FROM ANOTHER LAB. OWNER
MUST POSSES ALL INGREDIENTS LISTED ON THE
CHOSEN CARD. TUCK ALL INGREDIENTS FOR TH
CHOSEN CARD UNDER THE MONKEY, THEN PLACE
THE CHOSEN CARD IN YOUR LAB.

E[épc lcon

miliar)

lnigreclients

SPecial Text
(care and Fecding of
a ﬂying monl«:g)

s

Coins
(how much is that Hging monkeg

in the window?)

Cool Picture
(what’s a Hging mor\l«:g?)

(what makes a Flging mor\keg)
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