
London Epidemic
Game Rules



Goal of the game 
 
 Each player acts as a disease, and must spread through the different districts of the city. 
The game ends when all districts are quarantined. Players take points for each Contaminated 
Block, for each district he or she controls, and for each dead carrier.

Setup of the game 
 
 In order to play you need all four pieces of the board and the tokens. 
These are in the separate .pdf files and need to be cut. We highly recommend you to glue 
them to some cardboard or at least to print them on some thick paper. If you need some 
more tokens when you play, print more of them!
 The game can be played from 2 to 6 players. If you are only 2 or 3, we recommend you 
to play only on 3 or 4 districts.

Starting the game
 
 Each player chooses a disease and put 3infection token on its corresponding 

Outbreak (see map below)

 Diseases tokens

Cholera :                                                 Malaria : 

Plague :                                                  Rabies :

Tuberculosis :                                           Typhus : 
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 The youngest player takes the « Start » token and puts the Clock Indicator on the square 
corresponding to his or her disease as follows:

         

  Load of rubbish for Tuberculosis and Typhus 

                    Return from expedition for Malaria and Cholera 

                    Rats invasion for Plague and Rabies 

 During a Round, each player take its turn clockwise, beginning with the one possessing 
the « Start » token. Before the beginning of his or her turn, this player enters the Event phase:
 
 Event Phase: The player with the “Start” token moves the Clock Indicator clockwise. He 
chooses to move it from 1 to 3 squares, and must apply the chosen event.

On the very first Round, the Clock Indicator doesn’t move and the event is ignored. 
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Playing the game 

 The turn of each player is divided into 3 phases: 

Spread Phase: Each Contaminated Block “Canker” its surroundings (i.e. spawns an infection 
Token on an adjacent Block chosen by the player).

Action Phase: The player chooses an action on the Newspaper by placing his or her Disease 
token on the square wanted and do the corresponding action. The player can’t put his token 
on a square containing another token. 

Carrier Movement Phase: If the player has one or more Carriers on the field, he must move 
them to an adjacent District and choose a Block. The Carrier is moved to this Block and 
drops one of his Infestation token. When the Carrier drops or loses his last Infection token, 
he is removed from the field, and the player puts a Dead token in front of him.

Nb: During any phase, at any moment, a Block can be turned into a Contaminated Block 
(see “Contamination” below)

End of turn, it’s the turn of the next player, clockwise. At the end of the turn of the last 
player, a new Round begins.
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Autoimmune disease
On a Block where you have at least one 

Infection token, clears all Infection tokens 
but one.

Frenzy
Create up to two Carriers on two valid Blocks

Action Phase 
 
  The player chooses an action on the Newspaper by placing his or her Disease token 
on the square wanted and do the corresponding action. The player can’t put his token on a 
square containing another token. The different Actions are explained below: 

Virulence
Create a Carrier and put an infestation to-

ken where it is created. (You can only create 
a Carrier on a Block where you have at least 

three of your Infestation tokens).

New Outbreak
Put one Infection token on the Block of 

your choosing 
(it cannot be a Contaminated Block) 

Expansion
Put three Infection token on adjacent 

Blocks within your Influence Area. Each 
token must be put in a different Block.

Spreading
Put two Infection token inside your 

Influence Area (all the Blocks where you 
have an infection token or your Contamina-

ted Blocks, plus the surrounding Blocks)  

First !
Take the “Start” Token from its owner. You 

will begin each turn first as long as you have it.

Purulent Stigmata
Add an infection token to up to two 

of your Carriers
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Contamination 

 Anytime during the turn of a player, if a Block has at least five Infestation token, the 
Block becomes Contaminated. The tokens are then removed and replaced by a “Contaminated 
Block” token.
The token is from the Disease which has the most Infection token on this Block. In case of 
a draw, the token is a neutral one (no player takes points). 

 Contaminated Blocks have the following features: 
 Each turn, during the Spreading Phase, they “Canker”. This spawns an Infection 
token from the Block’s Disease. The player acting this Disease must place it on one of the 
surrounding Block.
 No Infection token can be put on this Block. If one should be placed here, whatever 
the cause, it is removed from the board instead. 
 No Carrier can move to a Contaminated Block.

Nb: A player can choose to Canker or to put an Infection token on a Contaminated Block, 
but the token is then removed from the game instead.
 If all the Blocks within a District are Contaminated, the District is demolished by the 
authorities: no more Infection token can be placed on this District, and no carrier can move 
to thise district (if there is any Carrier inside the District during the demolition, they can 
move out of it during their next Movement Phase) 

Carriers
 The Carriers are the inhabitants of the Blocks affected by diseases, wandering through 
the city. They are created by the following actions: 

Virulence: This action creates a Carrier on a Block where there is at least 3 Infection token 
of your Disease. The 3 tokens are removed from the Block and attached to the Carrier. This 
action adds as well an Infection token to the Block. 
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Frenzy: This action creates up to two Carriers on two different Blocks, each with at least 3 
Infection token of your disease. 

NB: The « Party » Event creates Carriers on each Block with at least 3 tokens of the same 
disease (cf Event explanations)

During each turn, in the Movement Phase, all the Carriers of the active player must move to 
an adjacent District chosen by the player. He or she then chooses a Block within the District. 
The Carrier is moved to this Block, and drops one of his Infection token.
 If a Carrier has no token, he dies and the player takes a Dead token and places it in front of 
him. 
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3 - Purge
 The authorities plan a purge in one of the Districts. The 
player decides in which district the purge takes place. Within this 
district, each disease loose an Infection token in each Block (if 
any).

4 - Rats invasion
  Swarm of rats rushes in the town, increasing the 
propagation rate of the Rabies and the Plague. Rabies and Plague 
get 2 Infection token which can be placed wherever they want in 
their Influence Area.

1 - Load of rubbish
 Garbage is piling up, bacteria proliferates. Typhus and 
Tuberculosis get 2 Infection token which can be placed wherever 
they want in their Influence Area.

2 - Heat Waves
 The heat is making the inhabitants moving, that makes 
them healthier! All Carriers get an Infection token (corresponding 
to their disease).

Event Phase

 The player with the “Start” token moves the Clock Indicator. He can move it from one 

to three squares, clockwise, as he wishes. The event on the chosen square occurs immediately.
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7 - Dearth
 The food shortages diminish the inhabitant’s toughness, 
during the whole turn, all Blocks with 4 Infection token turn 
into Contaminated Blocks

8 - Cold spell
 Cruelly bitten by the cold wind, all the Carriers loose an 
Infection token.

10 - Return from expedition:
 Shipping from Far-East accosts in London, bringing exotic 
bacteria! Malaria and Cholera get 2 Infection token which can be 
placed wherever they want in their Influence Area.

10 - Festival
 That’s the greatest London event, everybody has to come! 
Every Block with at least three Infection tokens of the same Disease 
automatically creates a Carrier. The player chooses a Block, and 
all Carriers (including those which were created before this 
event) are moved to this location, and must stay there during the 
whole Round. The Carriers then lose only one Infection token 
for this Round, when they come to the Block. (If there are many 
Carriers, it might be easier to put them aside instead, use then 
the “Festival” token to remember their location for the Round)

6 – Quarantine
 The authorities decide to put a District on quarantine. The 
player chooses a district; until the end of the turn, no Infection 
token can be placed on this district whatever the cause. Moreover, 
Contaminated Blocks in this District don’t Canker, and Carriers 
can’t move in or out of the District. If a Carrier is trapped into a 
quarantined Block, he loses his Infection token.  

5 - Flooding
 It’s been raining for days, the Thames’ water is flooding 
the city, which favors the development of all Diseases. Wherever 
a Disease has only one Infection token on a Block, another one 
from the same disease is placed.
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Ending the game

Game is over when all the Districts are quarantined. 
Players then score points as follow:
- One for each Contaminated Block of his or her disease
- Three points for each District where his or her disease is in majority
- Five points if he or she has at least a Contaminated Block in each District
- Three points to the one with the most Dead token
- One point is subtracted to players without any Dead token 
The player with the most points is the winner; the disease spread well and will be remembered 
through time as the disease that erased London!

London Epidemic was created by:
Quentin De Beukelaer, 
Emerick Aussignac, 
Barbara Ouvrard,
Remi Langlais,
For the Global Game Jam 2011
in ENJMIN - Angoulême, FRANCE
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