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¢ The characters that want to GET
a VICTORY CARD during this turn,
must overcome 2 MINIGAMES IN-
STEAD OF ONE.
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The EXPERTS can use their skill
twice during this turn, or use
their skill and reduce your roll.

« If this character already has his
ability blocked by another Time Card,
cancel the effect of both cards and
continue playing normally.
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UNBLOCKS ANY INFECTED
SECTOR, BUT DOES NOT
ELIMINATE THE INFECTION.

* Remove the token on the central

building of a sector and any that may
block its streets. Players can tour
their streets and access the central
building as normal.
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and place themselves in the nearest
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* Flip the corresponding board and
place a token on the main building
that can be seen by all players. The
main building cannot be accessed or
crossed until the token is removed.

« If this sector is already infected and
blocked, steal another card.
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they were.

* In the event that the sector is al-
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