
New rules and rule changes for the expansion are 
explained in these rules. Otherwise, normal Clinic 
rules apply.

Alban’s tip: I do not recommend mixing expansions 
1–2 (Medical Dossier 1) with expansions 3–4 (Medi-
cal Dossier 2), but do what works for you! =:)

NEW EXPANSION RULES

EXPANSION 3: PHARMACY & CAPSULES

ACTIONS

MOVEMENT RULES

BUSINESS

ADMINISTRATION

1

1 Pharmacy gameboard tile
25 Capsules in 4 colors (white, yellow, orange, red)

+ Place the Pharmacy on the gameboard, just below the Uni-
versity (see illustration below), which makes this building an 
active part of the game.

+ Load a cup with Capsules according to the chart below:

+ Draw  – 1 random Capsules, and place them in the Phar-
macy according to price: 

COMPONENTS

SETUP

HIRE

+ Pay the costs listed on their respective spaces in order to:
•	 Hire	1	Doctor	from	the	University	or	buy	1	Capsule,	and/or
•	 Hire	1	Nurse	(from	the	current	round’s	column)	or 1 Staff 

member
•	 Place	Capsules	you	purchased	in	the	Service	Module(s)	of	

your choice, without spending any time.

+ Each Nurse may pick up and carry one Capsule with no ad-
ditional movement cost or effect for carrying the Capsule.

+ The Nurse must take the Capsule to a normal	Room	Module.	
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PATIENT CARE AND INCOME

+ Only if there is no doctor in the Room, a Nurse with a 
Capsule can spend the Capsule in order to function as if 
they were a Doctor the same color as the Capsule (A Nurse 
cannot do this if there is a Doctor in the Room!). That is to 
say that… 
•	 If	 the	 Capsule	 color	 matches	 the	 Patient	 color,	 the	

Nurse can spend the Capsule to treat the patient.
•	 If	the	color	differs,	one	additional	Nurse	for	each	shade	

of difference is required.

Example: An orange Patient can be treated with a yellow Capsule 
by 2 Nurses, one to activate the yellow Capsule, and another for 
the color difference.

+ Remove any unbought Capsules in the Pharmacy from the 
game. They are no longer available for purchase.

+ Draw  – 1 random Capsules, and place them in the Phar-
macy according to price.

You can add just this expansion to the base game, or also include 
Expansion 4!



1		 Hospice	gameboard	tile
8 black cylinders for Pillars
16 small grey cubes for Elders
4	 player	cubes	to	mark	the	Hospice	columns

+ Place	 the	Hospice	on	the	appropriate	place	on	the	game-
board (see illustration below), which makes this building an 
active part of the game.

+ Set the Pillars near the other components that can be built.
+ Like	Pre-Admissions,	the	Hospice	has	one	column	for	each	

player. Each player places the additional player cube at the 
top of a column to claim it.

+ Add 4 Elders to each column, one in each space.

SETUP

COMPONENTS

EXPANSION 4: ELDERS & PILLARS

ACTIONS

BUILDING RULES

MOVEMENT RULES

BUSINESS

END OF THE GAME

BUILD

Pillar: 
+ Pillar costs $ f + $ 2, where f refers to the floor number (ground 

floor is 0) .
+ Once per round, you may build a Pillar as a bonus build (it 

doesn’t	 count	 as	 one	 of	 the	 2	 components	 the	Build	 action	
grants you).

+ The only places you can build Pillars are in the center of a 
ground	floor	 space	with	 no	Module,	 +2/+3	Parking	Lot,	 or	
Garden	in	it	(cars	around	it	are	OK),	atop	a	Module,	or	atop	
another Pillar.

+ Modules	may	also	be	built	atop	Pillars.

+ Moving	an	Elder	from	the	Hospice	takes	10 minutes, instead 
of the usual 0.

+ Moving	an	Elder	into	the	Clinic	or	to	an	adjacent	space	takes	
10 minutes, instead of the usual 5.

+ Elders	cannot	enter	the	Clinic	via	Helipad.
+ Elders do not come with Cars.
+ Each player must care for 4 Elders during the game.
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PATIENT CARE AND INCOME

+ An	Elder	must	be	treated	in	a	normal,	active	Room	Module	
that has no other Patients in it whatsoever (not even another 
Elder); however, the Room can be connected to any Service.

+ Any number of Nurses can treat an Elder, regardless of whether 
a Doctor is present; however, a Doctor cannot treat an Elder.

+ If	an	Elder	is	treated	successfully,	you	earn	$ 10	+	$ 2 per ad-
jacent Garden, and the Elder returns to the box (the treated 
Elder does not take a Car); otherwise, the Elder simply stays 
there for no net profit or cost.

EXPENSES

+ Each	Elder	in	your	Hospice	earns	you	$ 2. This income can 
be used for Popularity Points.

+ Pillars have no upkeep costs.

+ Each	Elder	in	your	Hospice	dies:	−3	PP	each.
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CREDITS

You can add just this expansion to the base game, or also include 
Expansion	3!


