
ATP Battle Rule Book (English)

How to Play: Beginners

Preparation
Initial hand

- Players take one of each of the following cards:
- Promoter (red, blue, and green)
- Gene card (glucose transporter, respiration, polymerase: explained in “Card”

section).

- Divide the remaining cards into two groups (mentioned below) and stack them face
down.

- Promoters (red, blue, green, constitutive expression)
- Gene cards (glucose transporter, respiration, photosynthesis, polymerase),

Activators, and Repressors

Initial arrangements
- Pairs of promoter and gene cards can be

set up in your cells.

*You do not have to set up all the genes you
have.

Deciding the order
- Decide the order of the players by

rock-paper-scissors.

What to Do in Your Turn
1. Gene expression
When it is your turn, you first roll the dice to determine the color of the light for the turn. The
numbers correspond to the colors as shown below.
1,2...blue
3,4...green
5,6...red
→Everyone gets the protein of the gene paired with the promoter that corresponds to the
color of the turn.

2. Translation



All the players store the proteins expressed according to the color of the light in the stock.
The number is represented by game chips.
　

3. Consumption
Use the proteins you have following the written effect. You can use as many proteins as you
like.
ATP is only received at this timing.　

4. Re-installation
You can install as many pairs of promoters and genes in your hand to the cell as you like, as
long as the number of pairs in the cell does not exceed 5.
If 5 pairs are already installed, you can freely choose one of the genes or promoters that is in
the cell and return it to your hand, but the activator and repressor attached to that pair will be
discarded.

5. Declare the end of the turn.

Cards

Promoter

Promoters are the starting point for the transcription (=production) of proteins from a gene. In
this game, there are four types of promoters: red, blue, green, and constitutive expression,
and they are activated by the light of the corresponding color. Proteins cannot be obtained
without them.

Genes

Glucose transporter...Exchanges to 1 ATP when paired with respiration.

Respiration...Exchanges to 1 ATP when paired with a glucose transporter.

Photosynthesis...Exchanges to 1 ATP per protein when red or blue light strikes on your turn.
If green light hits, the photosynthetic protein cannot be exchanged to ATP and is discarded.

Polymerase...You can draw either a gene or a promoter from the deck with two polymerases.

Activator...A special gene that promotes transcription of the gene it is bound to. The number
of proteins obtained by expression is increased by one per card.



Repressor...A special gene that represses the transcription of the gene it is bound to; one
repressor can cancel the action of one activator.

Winning Condition
Accumulate 20 ATPs.
The first player to accumulate 20 ATP wins.

How to Play: Advanced

Preparation
Initial hand

- Players take one of each of the following cards:
- Promoter (red, blue, and green)
- Gene card (glucose transporter, respiration, polymerase, restriction enzyme:

explained in “Card” section).
- Activator

- Divide all of the remaining cards (mentioned in “Card” section) into three groups
(mentioned below) and stack them face down.

- Promoters (red, blue, green, constitutive expression)
- Gene cards (glucose transporter, respiration, photosynthesis, polymerase),

Activators, and Repressors
- Special cards

Initial arrangements
- Pairs of promoter and gene cards can be

set up in your cells.
- You can attach activators to any pair.

*You do not have to set up all the genes and
activators you have.

Deciding the order
Decide the order of the players by
rock-paper-scissors.

What to Do in Your Turn
1. Gene expression
When it is your turn, you first roll the dice to determine the color of the light for the turn. The
numbers correspond to the colors as shown below.
1,2...blue
3,4...green



5,6...red
*When using a light card (which is one of the special cards), you can declare the light color
without rolling the dice and discard the card.

→Everyone gets the protein of the gene paired with the promoter that corresponds to the
color of the turn.

2. Translation
All the players store the proteins expressed according to the color of the light in the stock.
The number is represented by game chips.
　

3. Consumption
Use the proteins you have following the written effect. You can use as many proteins as you
like.
ATP is only received at this timing.
From the 5th round, the same 3 proteins can be spent to draw a special card. Special cards
can be used from the turn you drew them.　

4. Re-installation
You can install as many pairs of promoters and genes in your hand to the cell as you like, as
long as the number of pairs in the cell does not exceed 5.
If 5 pairs are already installed, you can freely choose one of the genes or promoters that is in
the cell and return it to your hand by consuming one restriction enzyme you have, but the
activator and repressor attached to that pair will be discarded.

5. Declare the end of the turn.

Cards

Promoters

Promoters are the starting point for the transcription (=production) of proteins from a
gene. In this game, there are four types of promoters: red, blue, green, and constitutive
expression, and they are activated by the light of the corresponding color. Proteins cannot
be obtained without them.

Genes

Glucose transporter...Exchanges to 1 ATP when paired with respiration.



Respiration...Exchanges to 1 ATP when paired with a glucose transporter.

Photosynthesis...Exchanges to 1 ATP per protein when red or blue light strikes on your turn.
If green light hits, the photosynthetic protein cannot be exchanged to ATP and is discarded.

Polymerase...You can draw either a gene or a promoter from the deck with two polymerases.

Restriction Enzyme...You can spend one restriction enzyme to return a pair of promoter and
gene of your cell to your hand. You cannot return activators, repressors, and the virus and its
promoter to your hand.

GFP...When the blue light hits, you can consume one GFP and express all the genes in your
cell attached to the green promoter.

Activator...A special gene that promotes transcription of the gene it is bound to. The number
of proteins obtained by expression is increased by one per card.

Repressor...A special gene that represses the transcription of the gene it is bound to; one
repressor can cancel the action of one activator.

Special Cards

PCR...You can select one promoter or gene in your own hand and add the same card to your
hand.

Sequencing...You can select a pair of one promoter and one gene (including the bound
activators and repressors) in your or someone else's cell and add the same cards to your
hand.

Virus...It can be planted in someone else's cell with one promoter you have. When a gene of
the virus is expressed, it loses one ATP. It cannot be removed by restriction enzymes and
does not count toward the upper limit of 5 pairs in the cell.

Light...You can spend 1 card to specify the color of the light on your turn without rolling the
dice.

Knockout...You can choose a pair of one promoter and one gene from your or someone
else's cell and discard it, including the bound activators and repressors.

Winning Condition
Accumulate 30 ATPs.
The first player to accumulate 30 ATPs wins.




