
• 50 BLUE PILL CARDS
• 50 RED PILL CARDS
• 100 TRIAL CARDS

CONTENTS:

PATIENTS: 4+
AGES: 13+

INSTRUCTION
MANUAL

Pass the most trials by getting your teammate to guess words, 
while both under the influence of side effects!
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03
19 OBJECT OF THE GAME:

The player who most recently went to a doctor goes first and 
becomes the first Patient (clue-giver).

The Patient takes 1 Blue Pill and 1 Red Pill and reads them 
aloud, then places the cards face up in front of them. 

The Red Pills affect the way players move, and the 
Blue Pills affect speech.

To start the turn, another player sets a timer for 40 seconds 
— we suggest using a cell phone. When the timer starts, 
the Patient draws a Trial card and looks discreetly at the 

word with the chosen color. 
The Patient must try to get 
their teammate to guess the 
word on the card corresponding 
to the chosen color while acting 
out the side effects! Speaking, 
miming, funny sounds – 
anything goes. The only rules are that the Patient can’t say 
any part of the current word and they can’t skip a card.

During the turn, the opposing teams kindly remind the active 
team of their side effects if they forget to act them out while 
giving clues and guessing.

If the team guesses the word correctly, the Patient quickly 
sets the card aside and draws a new Trial card — guess as 
many Trial cards as possible before the timer ends. When the 
turn is over, keep all cards that are guessed correctly. The 
Patient from that round keeps their Blue and Red Pills in front 
of them, and continues to act out the effects as their 
teammates take turns becoming Patients. 

Continue alternating teams, while switching teammates each 
round to play as the Patient. Each time a player becomes the 
Patient, they get rid of their old Red and Blue pills.

WINNING THE GAME:

When all the Red and Blue Pills are gone, the game is over. 
Whichever team has collected the most Trial cards wins 
the game!

LARGER GROUPS: 

For large groups, you may optionally split into 2 large groups 
instead of pairs. When playing this way, split the Red and 
Blue Pills evenly between both teams and draw from the 
respective piles. Only the Patient draws a Red and Blue Pill 
while the rest of their team guesses the words. Each round, 
alternate which player will be the Patient in the team. 
Continue the rest of the game normally. The game ends 
when every player has been the Patient at least once, and 
whichever team has collected the most Trial cards wins!

WE APPRECIATE YOUR 
COMMENTS ON THIS GAME. 
Please send your correspondence to: 
info@gamesadultsplay.com. Our Customer Service 
Department can be reached Monday through Friday (except 
during holidays) from 10:00 am CST to 4:00 pm CST at 
(855) 258-8214.
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PLAYING THE GAME:

NOTICE:

SET UP: Gather into teams of 2 players. If playing with an 
odd number, there will be one team with 3 players. Each 
team picks 5 Blue Pills and 5 Red Pills. Shuffle together each 
team’s selection, separated by color, then place face down in 
two piles. Choose a color from the 5 available on the Trial 
cards. This will be the only colored word used on the Trial 
cards for the duration of the game.

The player who most recently went to a doctor goes first and 
becomes the first Patient (clue-giver).

The Patient takes 1 Blue Pill and 1 Red Pill and reads them 
aloud, then places the cards face up in front of them. 

The Red Pills affect the way players move, and the 
Blue Pills affect speech.

To start the turn, another player sets a timer for 40 seconds 
— we suggest using a cell phone. When the timer starts, 
the Patient draws a Trial card and looks discreetly at the 

word with the chosen color. 
The Patient must try to get 
their teammate to guess the 
word on the card corresponding 
to the chosen color while acting 
out the side effects! Speaking, 
miming, funny sounds – 
anything goes. The only rules are that the Patient can’t say 
any part of the current word and they can’t skip a card.

During the turn, the opposing teams kindly remind the active 
team of their side effects if they forget to act them out while 
giving clues and guessing.

If the team guesses the word correctly, the Patient quickly 
sets the card aside and draws a new Trial card — guess as 
many Trial cards as possible before the timer ends. When the 
turn is over, keep all cards that are guessed correctly. The 
Patient from that round keeps their Blue and Red Pills in front 
of them, and continues to act out the effects as their 
teammates take turns becoming Patients. 

Continue alternating teams, while switching teammates each 
round to play as the Patient. Each time a player becomes the 
Patient, they get rid of their old Red and Blue pills.

WINNING THE GAME:

When all the Red and Blue Pills are gone, the game is over. 
Whichever team has collected the most Trial cards wins 
the game!

LARGER GROUPS: 

For large groups, you may optionally split into 2 large groups 
instead of pairs. When playing this way, split the Red and 
Blue Pills evenly between both teams and draw from the 
respective piles. Only the Patient draws a Red and Blue Pill 
while the rest of their team guesses the words. Each round, 
alternate which player will be the Patient in the team. 
Continue the rest of the game normally. The game ends 
when every player has been the Patient at least once, and 
whichever team has collected the most Trial cards wins!

Babbling
Constantly hit 

your lips  

with your 

index finger.

Push
Candy

Suffer
Fist

Zebra

2 MAY CAUSE SIDE EFFECTS™ INSTRUCTION MANUAL 3

GaggedTalk with  

your hands 

on your 
mouth.

 For groups of 10 players or more, see the 
last page for alternative gameplay.


