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Game Setup 
Khorlium accommodates a maximum of 2 teams. Team sizes of 2 are recommended as the 
upper limit. Each “team” will require: 

1 shuffled set of Game Cards  
placed face-down in front of themselves. 
 
1 set of Reagent Cards  
held in the teams playing hand. 

Card Anatomy 
 

For Year 13 

Card Name 

Tooltip 
May contain special 

instructions or “use” 
effects. 

Flavour Text 
Interesting facts about 

this chemical 

Hazard Symbol 
Real-life hazard 
symbols 

Usage Instructions 
Some cards are 
permanent, others 
must be discarded on 
use. 

Card Type 
R = Reagent Card 
GC = Game Card 
FG = Functional Group 
Card 



 

 

 

  

 

Game Setup (cont.) 
Teams should be facing each other with the 
shuffled Functional Group cards placed 
face down between them. 

 

 

Game Play 
Draw 2 Functional Cards; place face down in the arena. 

IF THERE ARE ACTIVE GAME CARDS which any player wishes to play, this is the 
only opportunity to play them. 

Both teams turn over to reveal the Functional Group cards in the arena at the same 
time. 

RACE TIME! 
The first team to select and place their combination of Reagent Cards in the 
arena has dibs for points after yelling out “DONE!”. 
This team must give an account of the observations which would occur to lead 
to a positive test; identification by process of elimination is allowed. 

Using an expert or Khorlium Identification Chart* as the judge for correctness, the 
team will receive +1 point for each correctly identified Functional Group card. If an 
entire set is correctly identified, the team will also be allowed to draw one Game 
Card into their hand as a reward. A correct identification will allow the player to 
keep their Reagent Card (even if it says “discard on use”). 

HOWEVER, AN INCORRECT OR INCOMPLETE identification will result in those 
reagent cards being sent to the trash pile. 
   

Functional 
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Inactive 
Game Cards 

Inactive 
Game Cards 
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Cards 
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Trash Pile Trash Pile 

 

 

 



 *The Khorlium Identification Chart is available for free download at sciencescribe.co.nz/khorlium 

 

Game Play (cont.) 
In order to advance to the next pair of Functional Group cards, the current set 
must either be identified or both teams must agree to place the Functional Group 
cards back into the pile to draw a new pair. 
 
The match now repeats until a victor is found! 
   

Winning & Losing 
You can choose any of the victory conditions suggested below: 

Exhausted Reagents: the team to exhaust their Reagent Cards to the point of being 
unable to identify any more Functional Group cards is the loser. 

Highest Points: at the end of all Functional Group cards, the team with the highest 
points is the winner. 

Streak! The first team to fully identify 3 rounds (consecutively or in total) is the 
winner. 
 
Exhausted Game Cards: the first team to exhaust their Inactive Game Card pile is 
the winner. 

 
   

The Philosopher Stone… 
This is Khorlium’s “Joker” card. You can include this in the Game Card pile to add some 
unpredictability (i.e. a useless reward) or you can be a little creative and come up with your 
own function for it. 
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