
 

 
A strategic table top game for 2 players about viruses attacking a human body and the 

antibodies tasked with protecting it. An average game should last 10 minutes. 
 
 
 
 
 
 
 
 

You will need: 
 

 2 Players 
 Some six sided dice 
 The game board and counters (in the cut outs file) 

 
 
 
 
 
 
 
 
 

Starting the game 
 

 Choose who will play as the virus and who will play as the antibodies. 
 The player who has picked virus then rolls 2xD6; this is how many bonuses will be in 

the game.  
 Each player takes it in turn placing a question mark counter on the board until the 

number of bonuses has been reached.  
 No bonus may be placed within 4 hexes of the intestines or brain and no closer than 

4 hexes from another bonus counter. 
 The virus player then rolls 2xD6 and adds 3 to the total. This is the amount of virus 

counters they will have. 
 Using these tokens create up to 3 chains of virus counters in the intestine; declare 

where the heads of these chains are. 
 The player who has chosen to play as the antibodies then rolls 1xD6 and adds 3 to 

that total. This is the number of antibodies that will be present in game. 
 Put that many antibody counters around the board. No antibody counter can be 

placed no closer than 6 hexes to the intestines and no closer than 4 hexes from 
another antibody or bonus counter. 

 Each player rolls a dice, the highest goes first. 



 

Playing the game 

 
The game board is split into two parts, organs and blood flow; this is represented by the 
heavy lines on the edge of the hexes. Each different part affects the two factions in different 
ways during game play. Viruses prefer being inside organs as they feel protected while they 
feel vulnerable in the open. To represent it in terms of movement, they can move 3 hexes 
within organs and only 2 out in the blood flow. When moving a chain move the head first and 
then the rest of the chain. 
The antibodies are different, they strive on open areas and dislike being tangled up in 
complex things like organs, they can only move 1 hex in organs but can move up to 2 in the 
blood flow. 
Each turn roll a D6, on a 1or 2 you can move one of your pieces, a 3 or 4 you can move 2 of 
your pieces, and on a 5 or 6 you can move 3 pieces. 
If a piece moves onto a bonus counter then that player rolls a D6 and compares the result to 
the table below.  
If an antibody comes into contact with a virus counter that virus counter is destroyed and 
removed from play, if it was part of a chain all other counters behind it are destroyed and 
removed from the game. When an antibody destroys a virus the antibody player rolls a dice, 
on an odd result that antibody counter is removed from the game also. If even, the counter 
stays. 
 

Result Bonus 
1 – 2 You gain an extra turn after this one 
3 – 4 Add D3 counters of your faction (for virus add to the end of 

the chain, for antibodies adjacent to bonus counter) 
5 - 6 Add D3 to your next move next turn 

 
Winning the game 
 
Each faction has different goals; the antibodies’ goal is to destroy every trace of the invading 
virus while the virus just wants to conquer the whole body. When an antibody destroys a 
virus counter the antibody player receives a point. Whenever a virus counter makes it inside 
the brain it is removed from the board and the virus player receives a point. When there are 
no virus tokens left on the board the game is over and the player with the most points wins 
the game. 

 
Antibodies 
 
Specially trained cells that know only the ways of hunting down rogue 
cells and destroying them. They are swift and always one step ahead, 
due to their secretive nature they aren’t really liked by the other cells in 
the body. 
 
 

Virus 
 
A deadly new strain of the puga pyga farrago virus. 
The virus has the tendency to slowly make its way up 
the body from the rectum slowly infecting organs so 
that they can reproduce. Most victims of the virus die 
when it reaches the head area. 


