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Instructions
OBJECT
The object of the game is to become the first team to successfully run a clinical trial by acquiring the appropriate necessities and getting through all 4 Clinical Trial Phases.

EQUIPMENT
The equipment consists of a board, 2 dice, and 4 tokens (erasers, buttons, or even coins can be used). There are 20 Chance and 20 Community Meds cards, 22 Clinical Deed cards (one for each necessity), and play money.
PREPARATION

Place the board on a table and put the Chance and Community Meds cards face down on their allotted spaces on the board. Each team (up to 4) chooses one token to represent them while traveling around the board and places this token on START. 

Each team is given $350 million divided as follows: 

3 $50 million, 5 $20 million's, 6 $10 million's, 6 $5 million's, and 10 $1 million's

All remaining money and other equipment go to the Bank.

BANKER
Select as Banker a student or the teacher. A Banker who plays in the game must keep their personal funds separate from those of the Bank.
THE BANK
Besides the Bank's money, the Bank holds the Clinical Deeds. The Bank pays sponsorships and bonuses. It sells properties, staff, participants, drug developments, research centers, and hands out the proper Clinical Deed cards when purchased by a team, and also loans money when necessary. The Bank collects fines, loans and interest, and the money from the purchases of all Clinical Deeds. The Bank "never goes broke." If the Bank runs out of money, more can be printed or, the Banker may issue as much as needed by writing on any ordinary paper.
LOANS

The Bank may loan money to a team in need. This amount, plus interest, must be paid back to the bank before the end of the game. The interest rate should be reasonable and may be something like 10% for easy math, but can be determined by the banker or the teacher.
THE PLAY
Each team in turn throws the dice. The team with the highest total starts the play. Place your token on the corner marked "GO", then throw the dice and move your token (in the direction of the arrow) the number of spaces indicated by the dice. After you have completed your play, the turn passes to the left. The tokens remain on the spaces occupied and proceed from that point on the team's next turn. Two or more tokens may rest on the same space at the same time. Depending on the space your token reaches, you may be entitled to receive a sponsorship, buy a clinical property or be obliged to pay rent, pharmacy costs, placebo order, new materials, outside consultant costs, draw a Chance or Community Meds card, Go to The Drawing Board, or etc...
If you throw doubles, you move your token as usual, the sum of the two dice, and are subject to any privileges or penalties pertaining to the space on which you land. Retaining the dice, throw again and move your token as before. If you throw doubles three times in a row, move your token immediately to the space marked "The Drawing Board.”
GO
Each time a team's token lands on or passes over GO, whether by throwing the dice or drawing a card, the Banker pays that team a $50 million salary. The $50 million is paid only once each time around the board. 

BUYING NECESSITY
Whenever a team lands on an unowned, clinical trial necessity, you have the option of buying that necessity from the Bank at its printed price. Your team will then receive the Clinical Deed card showing ownership. Place the Clinical Deed card face up in front of your team. If you do not wish to buy or receive the necessity, the play moves on to the next team. Before completion of a successful Clinical Trial and advancement to Phases 1-4, a team must first own all of the following:

1. A local clinic

2. Staff, designers, and administrators

3. A drug development plan
4. Participants
Make sure that your local clinic, staff, designers, and administrators, drug development plan and participants are all the same color. For example, all of the necessities associated with acne are in dark pink.

LOCAL CLINICS

There are four local clinics on the board that are necessities for completion of a successful Clinical Trial. These clinics are color-coded and for the different clinical trials so, every team should own a different clinic specific for their drug. Rent of $5 million must be paid to the owner of the clinic if a non-owning team lands on that space.
CHANCE AND COMMUNITY MEDS
When you land on either of these spaces, take the top card from the deck indicated, follow the instructions and return the card face down to the bottom of the deck. The "Leave The Drawing Board Free" card and the “SKIP A PHASE FREE” card are held until used and then returned to the bottom of the deck. If the team who draws either of these cards does not wish to use it, then they may sell it, at any time, to another team at a price agreeable to both. When a team draws a card that requires them to pay money, the amount on the card must be paid right away and placed in the Free Lab Use space. 
PHARMACY COMPANY COST, PLACEBO ORDER, NEW MATERIALS, OUTSIDE CONSULTANT
If you land here you have to pay the bank the amount listed.
THE DRAWING BOARD 

You land at The Drawing Board when:

1. Your token lands on the space marked "You Are Back To The Drawing Board"

2. Your team draws a card marked "Go to The Drawing Board," or 

3. Your team throws doubles three times in succession. 

When you are sent to The Drawing Board you do not collect your $50 million salary for passing Go. Your turn ends when you are sent to The Drawing Board. 

A team gets to leave The Drawing Board by:

1. Throwing doubles. You move the number of spaces shown on the dice but do not get another free turn for throwing doubles.

2. Using the "Leave The Drawing Board Free" card. 

3. Paying a fine of $20 million.

If you do not throw doubles by your third turn, you must pay the $20 million fine and exit. You then leave The Drawing Board and immediately move forward the number of spaces shown by your throw. 

While at The Drawing Board, you may still buy and sell necessities and collect rent. If you are not sent to The Drawing Board but in the ordinary course of play land on that space, you are “Just Visiting", you incur no penalty, and you move ahead in the usual manner on your next turn.
RESEARCH CENTERS

There are only two major research centers on the board represented by the orange color. These are not necessities however, if a team decides to buy a research center, anytime another team lands on the owned center, the landing team has to pay a larger rent, $15 million or $20 million, than at the smaller, local clinics to the owning team. 
SPONSORSHIPS
There are 4 sponsorships on the board, one for each team. When a team lands on a sponsorship, they may choose to accept the award or turn it down in hopes of landing on a larger sponsorship however, once a sponsorship is turned down, the team will not be offered the same sponsorship so, there is a risk in turning the money down. A team must land on a sponsorship space to receive the award. Clinical necessities can be purchased without sponsorship if the team has enough money or wants to take a loan from the bank.
FREE LAB USE
A team landing on this space receives any money that has collected over the course of the game. Once the money is taken, a new collection is started and play continues.
SELLING NECESSITY
Clinical necessities including clinics, participants, staff, and drug developments may be sold to any team as a private transaction for any amount the owner can get.

BANKRUPTCY
You are declared bankrupt if you owe more than you can pay either to another team or to the Bank. If your debt is to another team, you must turn over to that team all that you have of value and retire from the game. Should you owe the Bank, instead of another team, more than you can pay you must turn over all assets to the Bank. In this case, the Bank immediately sells by auction all of the property so taken. A bankrupt team must immediately retire from the game.
PHASES 1-4

Once a team has all of the necessities for running a successful Clinical Trial: a local clinic, staff, designers, and administrators, a drug development plan, and participants (all of the same color) the team can then start the Clinical Trial Phases 1-4. The team can then immediately place their token on the first phase and attempt a Phase Question. If the team answers the question correctly, they move their token to the next phase and play continues to the next team. If the question is answered incorrectly, the team’s token remains on the same phase and play moves on to the next team. A team wins when all 4 phases are completed.
RULES FOR A SHORTER GAME
During PREPARATION for play, the Banker shuffles the pack of Clinical Deed cards, then the team to the left cuts them, then the Banker deals out two, one at a time, to each team. The teams must immediately pay the Bank the printed price of each. Play then begins as in the regular game.
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