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The Great Master is not what she was expecting: he's shorter and chubbier, clean-shaven
and with spectacles hanging over his chest. From now on she'll try to remember this important
lesson: since life does not always meet ones expectations, its better to avoid them and simply take
things as they come. Therefore, she intends not to think so hard about everything that is waiting
for her at the School of High Alchemy.

The Great Master paces up and down the chamber, dimly lighted by the flame of a few
gas lamps.

“Well, well, well...” he says,

He repeats this word again and again: well, well, well... as if it was some kind of litany
that accompanies his steps, She doesn't know how long they've been waiting anymore. Suddenly,
time itself becomes a thick substance that traps them in the Great Masters study, among artifacts
that she is unable to identify and books that seem to date back to ancient times. She doesn’t mind.
Shes there and shes an apprentice. She knows that this moment is just another step in the path
that shes chosen, The same path that made her leave her old life behind, cross the school gates
and climb the long stairway that leads to the Great Masters chamber, where she's waiting now.

She takes a look at the other apprentices. They are waiting in silence, arms behind their
backs, stiff and staring at the Great Master as he walks through the chamber. She wonders if
theyve sacrificed as much as she has. They seem confident and calm, but she knows that deep
inside theyre as nervous as she is. She's aware that they're not her pals. As soon as they entered
the school, they became her rivals and they'll use all their strength and intelligence to achieve her
same goal: becoming an alchemist. Shes well aware that just one of them will make it. All of them
know that,

“Well, well, well...” says the Great Master again.

He is not pacing up and down the chamber anymore. Hes sitting right in front of them,
gazing into their eyes with a sparkling stare.
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Who can be an apprentice?

» 10 years old and over.
> 2-4 apprentices.
» For 45 minutes (more or less)

Ingredients and tools

+ 28 dice (8 green, 8 yellow, 8 purple and 4 black)
« 6 two-sided boards with the Lab Tables
+ 1 board with Knowledge Points and the Dice Value Track

+ 24 large wooden tokens (6 in each color: green, yellow, purple and blue)
+ 4 small Apprentice Tokens (1 in each color: green, yellow, purple and blue)

« 1 small red token to show the Dice Value
o 32 cards

Why are you here

Welcome. Please, sit down. There’s no need to remain standing. I know, I know, you're just
apprentices and I admire your humility, but it's not necessary, really. After all, you're now part
of the School of High Alchemyand that's an honor that not many can boast. Yes, you still have
a long path ahead of you. A path that can lead to wisdom, but which is laden with pitfalls and
threats that will test you in ways that you can't even imagine. Work hard. Learn to control the
elements. Study each recipe and combination, no matter how impossible they may seem. Face
your worst fears. And trust fortune as well, because it's wise to admit that not everything isin

your hands.
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Getting ready

The first step is to get the Lab Tables ready. As you can see, the game contains 6 two-sided
boards. Each side represents one of the tables where the game takes place and belongs to ei-
ther the Way of the Apprentice () or the Way of the Initiate (). These are the Two Ways to

Knowledge.

Restrain your impatience. First, arrange the pieces that compose the Apprentices board as follows:

Now, each of you shall choose a color. Take the big wooden tokens of that color, along with
the mﬂ’%}:hlc[ilg Apprentice Token, and place the latter in the starting space of the Knowledge
Points Tra

Take the ability cards for the Way of the Apprentice, with a () in the corner, and place them
face up beside the boards.

Finally, place the small red token in the red tapestry hanging from the staircase in the Knowle-
dge Points Track, in the square with a 10. The value indicated by this token represents the cost
of the next die that you will be able to buy in order to obtain more resources with your rolls.
Don't be intimidated by so many unfamiliar terms, everything will be explained in due course!
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Each apprentice starts his research with a die
of each color, plus an extra one of his choice
(5 dice in total). As you may have noticed,
each of these colors offers more resources of
a certain type. Choose the extra dice wisely,
| according to your strategy.

Tip: It may not be a good idea to play with
an extra black die, but theres nothing stop-
ping you il you want to try!

The basics

These rules apply to both sides of the Lab Ta-
bles. Once you've managed to discover the
secrets of the Way of the Apprentice, you may
turn the boards over to face the challenges of
the Way of the Initiate. You can also combi-
ne the two sides to create your own personal
+ way.

Pay attention, my pupils; your future as al-
chemists is at stake!

The youngest apprentice will be the starting player of the first round, which should be played
as follows:

1- The apprentices roll their dice simultaneously.
2- Beginning with the starting player, and moving clockwise, each apprentice takes his turn:
1. He conquers the ravens.
2. He conducts research in as many Lab Tables as he likes, as long as he has the resources.
) 3. He acquires the abilities corresponding to his position in the Lab Tables and collects
: Knowledge Points,
3- When everybody has taken their turn, the apprentices take back all their dice, they roll
them simultaneously and the process is repeated again. The starting player for the new
round will be the apprentice on the left of the previous starting player.

The end of the game is triggered when an apprentice scores 42 or more Knowledge Points. The
apprentice with the most Knowledge Points at the end of the game is the winner.
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In depth

Each apprentice may use the resources indicated by his dice at the start of his turn. There are
four possible outcomes:

s Parchment

s Gemstone
» Potion

s Raven

The first three elements represent the resources at your disposal to conduct your research.

The ravens are not resources. They represent threats that you must confront before you can
start your research. They symbolize everything that can go wrong during an experiment: che-
mical explosions, tricks played by a rival apprentice, silly mistakes following a recipe that
cause you to lose days and days of research, etc.

Afttention: In the first round, there are a couple of exceptions to these rules. 1) The ravens
act as wild cards and can therefore be used as resources. 2) The abilities obtained in the Lab
Tables can’t be used until the second round.

1. Conquer the ravens:

Dealing with the unexpected is part of an alchemist’s training. He can’t conduct his research
or finish his turn until all his ravens have disappeared.

There are two ways to make them disappear:

1. Gemstones, as you may know, are considered powerful ingredients that can pro-
tect you against all kinds of threats. You may use a gemstone from your roll to
cancel the effects of a raven: just set both dice aside for the rest of the round. Al-
ternatively, its also possible to use a gemstone created with your abilities for the
same purpose. You can eliminate as many threats as you have gemstones (dice +
abilities). Unfortunately, the gemstones you use this way can't be used for any other

purpose during this round.

2. If you don't have any gemstones and you can't obtain one using your abilities (or
you don't want to waste them hunting ravens), you can always rely on the help of a
fellow apprentice. They can counteract the effects of your ravens using gems from
their own rolls or abilities. If nobody offers you a helping hand, don't be ashamed
to ask for help! By the way, here’s one last tip: during your turn, you can counteract
the effects of another apprentice’s ravens without even asking for their permission.
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Each threat you face this way, whether yours
or another apprentices, adds 1 Knowledge
Point to your score. This represents the va-
luable knowledge you've attained as a result
of the challenge.

If you have any dice with ravens left at this
point, it’s time to conquer them. Roll them
one by one.

o Ifthe result of the die is a resource,
all your dice with that resource
are discarded for the rest of the round.
s Ifthe result of the die is a raven, you
lose 5 Knowledge Points.

Aftention: As the game progresses, you'll
gather abilities that can be used to convert
resources. For the time being, its enough to
remember that the effects of a raven apply to
these kinds of resources as well. If a resource
that you've obtained using your abilities is of
the same type as the one discarded to con-
quer an unresolved raven, it will have to be
discarded as well. You also lose that ability
for the rest of the turn, as well as the other
resources you obtained with it. This rule does
not apply to resources already used belfore
conquering the raven. Imagine that you get 3
potions and 1 raven in a roll. Before congue-
ring the raven, you decide to convert a potion
into 1 potion and 1 parchment, which gives a
total of 4 potions and 1 parchment. You can't
cancel the effects of the raven with those re-
sources, so you will have to conquer it. If the
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result of the resolution roll is a potion, you
will have to discard the 2 potions in your dice
as well as the potion you obtained using your
abilities. However, you keep the parchment.

Exception: If you roll 3 or more ravens at
the beginning of the round, you get to reroll.
As soon as it’s your turn, set aside one of your
ravens (except the one from the black die)
and roll the rest of them. If the result contains
one or more ravens, deal with them in the
usual way, along with the raven that you set
aside. You can use the resources you obtain in
this new roll as explained above. If you don't
get any ravens with the new roll, you'll only
have to deal with the one you set aside, in the
usual way. Let’s imagine that you get 3 ravens
in your roll but, when your turn begins, the-
re are only two left because another player
counteracted the effects of the third raven. In
this case, you don't get to reroll. However, if
you have 3 ravens at the beginning of your
turn, you're welcome to reroll your dice.
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Failed experiments, nights of sleep depri-
vation while developing new recipes, sore
eyes due to the tiny handwriting of the par-
chments...all of this is part of an alchemist's
training. Each hour you sacrifice at the Lab
Table provides you with new abilities and
knowledge that bring you one step closer to
your goal.

At the bottom of each Lab Table you can see
the resources you have to pay to:

» Access that table in order to conduct your
research.

» Advance your research in that table fo-
lowing the track at the top of the board.

- I -
Im order to conduct your research in this table, you must pay 2 potions.

Attention: The number of players in the
pame changes the rules for this track.

s In a two-player game, the wooden tokens
can advance up to the 4th square but not
further.

» In a three-player game, the wooden
tokens can advance up to the 5th square
but not further.

» Ina four-player game, the wooden tokens
can advance up to the last square of the
track.

Tip: There’s more than one way to become
an alchemist. Soon you'll discover that some
of the tables improve your knowledge whi-
le others develop your abilities. Choose the
path you want to follow wisely.
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Be careful to separate the dice that you have
decided to use in our research and the ones
that can still be used. If this is your first
time at a Lab Table, take one of your colo-
red tokens and place it in the first space of
the track (starting {rom the left). If you were
already in that table at the beginning of your
turn, be sure to move your token forward one
space each time you conduct your research
on it. Be careful: if theres already a token in
the space you're entering, place your own
token on top of it. This will affect some abili-
ties, as I'll explain later on.

You can conduct your research until you run
out of resources or don't have enough left. It
is possible to research repeatedly in the same
table as long as there is just 1 token of your
color on the track. This means that there can
be several apprentices in the same Lab Table,
but there may only be one token of each co-
lor. If, at the end of your turn, you have one

or more resources left (from your dice or abi-
lities), they'll remain available until the end

of the round.
When working in a Lab Table, you can gain:

« Abilities according to your position on
the track.
» Knowledge Points.

You gain abilities as soon as you advance
along a track. These can be used during the
same turn (except for the first round). Do not
despair, dear apprentices, soon I will explain
the nature of these abilities and how to use
them.

Knowledge Points are scored just once for
each achievement. Add them to your score
after you enter a Lab Table or advance along
the track. To do so, for every Knowledge
Point you earn, move your Apprentice Token
forward one square.
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Abilities and new knowledge, {resh recipes
and carefully designed experiments will lead
you to unexpected discoveries.

After paying the necessary resources to con-
duct your research in a Lab Table, take the
card of the ability you have just learned and
placeit face up in your playing area. This way
you'll be able to keep track of the abilities
available for use until the apprentices change
positions in a table and, therefore, their abi-
lities.

Your abilities will depend on your position
on the track. The apprentice whose token is
furthest along the track will get the first abili-
ty, the second player on the track will get the
second ability and so on. Bear in mind that
some Lab Tables only provide abilities for the
first and second players on the track, or only
the first one!

s

Attention: Abilities are organized from top
to bottom in the tables, while the position
of the apprentices is from right to left. This
means that the token that is furthest right
(i.e., has advanced the most squares) gets the
first ability from the top.

[f a player arrives at a square that is already
occupied by another token, he places his
token on top of the one that was already the-
re —if a token is under another, its conside-
red to be behind it on the track. At this mo-
ment, the apprentice who just advanced on
the track steals the ability of the player under
him, and may use it right away (unless you're
still on the first round of the game). The pla-
yer who loses an ability obtains the next one
on that table, if there is any.
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Each ability can only be used once per turn
(converlt resources, rerolls, etc.). However, if
an apprentice steals that same ability later in
the round, he will be able to use it as well.

Some abilities can be found more than once
in the Lab Tables. If an apprentice has two or
more cards with the same ability, he may use
them all during the same round, but he may
only use each ability once.

Aftention: Your abilities can only be used
with your own resources. The resources you
produce using your abilities can be spent in
the usual way, i.e., to produce new resources,
to score Knowledge Points using other abili-
ties or to conduct your research in a Lab Ta-

ble.

You can use your abilities anytime during
your turn, even before confronting the ravens

(your own ones or those of another player).

As explained earlier, you may have some re-
sources left over at the end of your turn. If
you have a gemstone, for example, you could
use it to help a player if he needs it. But be
careful because it could be stolen by another
apprentice!

In a two-player game, only the first and se-
cond abilities of a Lab Table are available. The
third one, if there is one, will remain beyond
your reach.

Altention: 1 know that you want to hear
more about the mysterious abilities awaiting
you but I refuse to reveal anything more until
the very end. This information must remain
fresh in your mind when the training starts,
because it will play an essential role in your
journey.




4. How to get more resources

As your knowledge grows, so too does your
ability to produce resources and explore new
opportunities. This means that, any time
during your turn (after conquering your ra-
vens), you can acquire new dice to increase
the resources available to you for your next
rolls.

The first extra die costs 10 Knowledge Points
for the first apprentice who buys it. From
then on, the cost is reduced by 1 Knowledge
Point for each die that gets sold. Therefore,
the second available die will have a price of
9 Knowledge Points, the third 8 Knowledge
points and so on until the dice reach the mi-
nimum value of 5 Knowledge Points.

After paying the required amount of Knowle-
dge Points, choose whatever color die you
wish and place it with the rest of the dice you

Wy ['_-.f-j-ifilﬁ.'“ﬁ:_.;?_?" '

already used during your turn. Don't forget
to move your Apprentice Token back the
same number of spaces as Knowledge Points
you spent!

Attention: Remember to move the red
token back 1 space in the Dice Value Track.

5. Only one of you will be
the next alchemist

The first player to score a minimum of 42
Knowledge Points triggers the end of the
pgame. The player with the highest score at
the end of that round will be the winner. He'll
become, thanks to his work and intelligence,
the next alchemist.

Sometimes it can be difficult to choose the
apprentice who truly deserves to be an al-
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chemist. In case of a tie, play an extra round
to prove your knowledge once and for all. If
the tie continues, the only viable option is
to make an exception and allow more than

one apprentice to become an alchemist at the
same time.

Exception: In some strange cases, especia-
Ly in two-player games, it’s possible that pla-
yers are unable to score more points in the
Lab Tables than the ones they already have.
To solve this problem, make the 5th square of
the tracks available to them.

Aftention: Even though a player triggers
the end of the game, he won't necessarily win
it. If any of you score more than 42 Knowle-
dge Points, your Apprentice Token goes back
to the bottom of the stairs, and for every extra
point you scored, move it forward one space.

It's not possible to have nepative Knowled-
ge Points. If an apprentice loses 5 Knowle-
dge Points due to the effects of a raven and
he only had 3 points, his Apprentice Token
soes back to the starting square. And, in case

Abilities

This may be the most important moment so
far, so pay dose attention to every word 1 say
as we review the abilities contained in each of
the boards, from top to bottom.

If your studies have led you far enough and
you have now mastered the basics of alche-
mical research, you are ready to take on new
challenges. Turn over the Lab Tables and take
the ability cards for the Way of the Initiate

it had crossed your mind; no, you can ne-
ver spend more Knowledge Points than you
have, for example, to buy a dice.

(witha {ﬁ} in the corner)! The rules and me-
chanics of the game are exactly the same but
now you have a new set of abilities at your
disposal. Get ready to work even harder as
the competition between you gets even tou-
cher!

There are always a couple of bold researchers
who choose to forge their own destinies by com-
bining boards from both alchemical Ways. Its up
to you to decide whether to follow their steps!
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Way of the Apprentice

Ability 1 Ability 2 Ability 3

Table 1: Cost of =

search: 2 pachments, 2 gam-
stnes and 2 potions or 5 re
souraes of the same type. This &

the only tble with a parmuanent | Each apprentice in this table re-
ahility that & not dependent on | cefves an extra raven at the be-

yourposiionon the track. | ginning ofhis turn

Table 2: l‘ O—F.%‘i O " "‘ O—}"‘

Cost of research:

3 potions and a resource of

your choice: ‘Turn a potion into a parch- ! Tum a potion into 2 gemstone | Turn a resouarce of your choice
fment and a resource of your! and aparchment. it another resource of your
Lchoice. '

Table 3:

dhice.
T ?-— - ¥ l!,-'\.l.. O
28 -

Turn two parchment s into

Cost of research:
3 parchmentsand aresource
of your choice.

theee Knowledge Points
Table 4: | ' ’i
Cost of research: 0
21 potions.
Reroll one of your dice. Tiern a potion into a resource of | Tl a potion into a parch-
your choice, ment.
Table 5:
Vo9Vl 9o |
Cost of research: .
2 pemstones, ,

Turn a gemstone ntoa gemsto- | Tum a gemstone into a parch-
ne anda potion. ment '

Table 6:

Cost of research:
2 parc hments.
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Way of the Initiate g4

Ability 1

You may cancel an ability of your

choice in a table of your choice to
prevent someone from using it du-

Ability 2
{44’0_. E:@:'

Therm theee ravens into four
Knowledpe Points,

Table 1:

Cost of research:
3 pemstones, a potion and a
resource of your choice.,

.

ring the rest of the round.
-~ ——
Table 2:
Cost of research:
3 potions and a parchment, '
Reroll ane of your dice, Turna potion into two pardy-
| ments.

— -

Table 3:

L

Reroll one of your dice.

Cost of research:

2 parchments and 2 gemsto-
nes or 3 parchments and a
potion.

Turma parchment into two
Knowledge Points,

B-9Bfo- B

Table 4:

Cost of research:

2 potions.
Turn a potion into a gemsone Turna potion into fwo potions,
and a parchument.

Table 5: A A ﬁ
Lise two gemsiones to seal an
unused msource from any player
and spend it as if it were yours du-

i ring this round. This resource may
come froma die or an ability

Mowe the token in the Dige
Value Track forward or badk
1 pace.

Cost of research:
i Femstones.

Table 6:

Cost of research:
2 parchments or a parch-

ment and a potion..

Tuma parchment into a
resourceof your chotce

swap two Knowledge Point for
a resource of your cholce,

S

1-2BE-BO

Do B OB

Ability 3

You may cancel an ability of your

* choice in a table of your choice to

prevent someone from usng it du-
ring the rest of the mound

Tharn a potion into a pardwment
and 4 gemstone.

- @ BBl

Turn two parchments into
a parchment, a potion and a
EEmSEOne,

fo-9Q

Turm a potion into a gemston:
and a pardiment.

BBV

Torn two paschments into two re-
sourcesof your chokee. The resour-
cesming be ofthe same type.
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