-

T

l Sfo")' Wrest/: 2
v sﬂln ' "4 :
"’, . 7 g Gam ’/,yt ‘,; -

2

A -




—— R Luuq,
o 0"‘%
—

EThe pa'rhophysnology is real. If you understand the mechanism, you win 'rhe mafch agalnsTﬁ)’r";ettung

%‘anorro-Meducme Epnstemnc sabo‘fage. 'ﬁ
bsurdlfy carries the mechanism home. .
_ Biology is a living wrestling match. -
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2 Mmu're Quuck S’rart

5 You will feel slightly ridiculous for the first few minutes. That's fine.
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[ 2 Characters

Give 3 cards to each Everyone pucks 1 S’rartmg player' draws
player. Keep secret. Character card.

e, BN Run the intro Ritual the clinical tension. the first story.

s S SR out loud. Quest Die to 1.
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Stage is empfy
a Quest card, frames  Starting player tells
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. One sentence: what W}
does this entity want? 4
Read the LORE or mven’r it, \

~" 3. Power it: “‘? L
§ Don't explainit. = " | -

f Perform it. Show us
what its Power does to

: | §
L&/ Announce the characfer' :

name AND the clinical
.. concept. Loud.




The Clinical Stage: 3 Slots of Reality .

Where the shared clinical reality happens. Yes-and, not yes-but-actually-no.

ROPE 1 (TOP)

overwrite a slot to evolve the case. \. 227 &)
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& Your Turn: 5 Steps of o — WN %ﬁ@/

~ Always in this order. Build the case. Push the tension.

,%Z/(/[

1. Draw

(Weave the story. =~
Perform the Power.
Discard if Power used.)

i (Scene Card or
2. Roll ) Character Switch. 3
(Story-Mode Die) Run Intro Ritual.) ﬂ

23 .y (+2 hard push / +1 advance / 0 h0|d LN

URGE
-1 step back. Your dramaturglcal call. )
 2RPoRate woser,| CONF 'DEN% \
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The Story-Mode Die: Faces 1-3

The Mode is a frame, not a cage. Commit to the roll.

-% Facel:

.> The Lab Report.
Dry. Factual. Name the
numbers. Sound like

a pharma reg—and
critique the brochure.

Clinical Sabotage.

Something goes wrong.
Diagnostic error, drug
interaction. How does
your card react under

pressure?

Face 3: The Mechanism Flash.

ACTIVE RECALL! Explain the mechanism |
in 1 sentence without looking.
Succeed = +1 Quest Die immediately.
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“The & Story- .Mode Die: Fa:::4 GM‘“"H/

K Play the contradiction. If the roll breaks your plan, that is the story

Face 4: Power-Play.
The molecule attacks.

Describe the special attack. The

drug hits, the pathogen evades.

The Teaching Round
Attending asks 1 question.
Answer in character. No
shaming. Hypothesrzmg

llent medi
oy Face 6: Professor Kayfablan ) Blessmg

Total anarchy. Play a card directly to the
Stage AND move the Quest Die freely.
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Powers: Perform, Don’'t Calculate

Nothing on a card is a rule. Everything is an invitation.

_NOT THAT (Calcvlated) & DO THIS (Performed)
| - permanently quiet. The ‘

n / s> iSs= g\ patient’s wife is on warfarin, /'
. by 70%. / F 73 ! - | Nobody checked.
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Every platelet goes

a1/ I block COX-1 and
_ reduce thromboxane
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e The Quest Die Arc: Clinical Escalation K/{\

The die is yours to conduct. You decide when to push hard or let the pathophysiology breathe. '\ '@
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.. Die 6: Grand Finale‘\ e
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Die 5: Crisis Point
? ?\_\ I,
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~ Die 3-4: Workup

£

9y v iR
! o

vy \J
. t':‘

Symptoms appear. Investigations ordered. The darkest moment. echanism o g
Characters introduce themselves.  Pathophysiology escalates. Differential narrows. Treatment chosen. & A4
The picture takes shape. The unexpected emerges. Something must give. Case closes. :
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Calls from the Rinside

Social feedback for the clinical arena. Interruptions are part of the gamé.
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KayfaBINGO! “-"%;\3 5 9 71 N KayfaBONGO! Power
That landed. A A7ANE Vo> a8 - o AW J# calculated, not

The mechanism 3 N AN Y ALY o ) & performed. Force
clicked. OMNZ g A Tre=—211) player to restate as
Spontaneous B i 4 2AD° N4 T astory beat.

cheer. AT , L Vi ot

w3 - Blodsinn!
1. *. KayfaBOGGLE! & ) : ] #i>._ Rule broken
"+ One concrete clinical QN ? -/ /N ¢ (Out of character, “ ¢}
‘ E " question. Active \ » o G ignored Mode). j
B player answers in - D NI = It majority agrees,
1-2 sentences. / e o =2 Quest Die does
.~ Y. continues. Al /o g ¢ < LS} not mo\\(e. y




The Grand Finale & The Mechanism Log

A messy ending that was earned beats a clean answer imported from the index. ‘e

When the Die hits 6, tell ~ / {{\
the Finale. The case resolves. '

Tabula Rasa:
Stage clears,
Quest Die resets to 1.

The magic of Active Recall
crystallizes the chaos.

» After the Finale, write the core
mechanism in ONE sentence on the Log.
Read the Log at the end of the night.




~ 7" SOLO PLAY: FEYNMAN WITH CARDS

Pick a concept. Explain it out loud. Find the gaps. The cards make the gaps visible. s
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Clmucal Cheat Sheef

" Cut the cards. Scrub in. Start the Mayhem.

Turn Steps:' | Story ' Modes:

' Draw, Roll, Play, 1:Lab, 2:Sabotage
Tell Move 3:Flash, 4:Power

5 Teach 6: Anarchy
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; )r “S'ray fluffy—and always read the primary llfera’rure
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