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Introduction
Your Town Center is flourishing, but as the city grows, the need 
for medical care grows with it. Fortunately, you and your business 
partners have the wherewithal to build a clinic to address these 
needs. Unfortunately, just before groundbreaking, your differing 
views of the ideal clinic cause a schism, and you go your separate 
ways, with patients already scheduling appointments! Each of 
you decides to build the clinic of your dreams, hiring staff, and 
building modules and more, in order to meet the demands of the 
ailing patients. This is your Clinic! Build it however you like to give 
patients the care they need, so you can make your Clinic the most 
popular one in town!

Components

4 double-sided player boards

64 cars

1 Action marker

1 rulebook

4 double-sided Floor 2 boards
25 nurses

20 conveyors

4 double-sided Floor 3 boards

93 patients

(in 4 colors of illness: 
38 white, 28 yellow,  
17 orange, 10 red)

52 coins

(20 $1, 20 $5,12 $25)

1 Main board depicting assorted buildings related to the Clinic

12 player discs

Build
(2 per player)

Hire
(2 per player)

Admit Patients
(2 per player)

4 +50 Popularity 
tiles

60 Module tiles

24 Action tiles in player colors

16 Treatment 
Rooms

16 Service Hubs16 Supply Rooms 12 Special Modules

56 doctors

(in 4 colors of 
specialization:  

20 white, 16 yellow,  
12 orange, 8 red)

7 Bonus tiles 1 Patient Pool bag

9 orderlies

24 Parking tiles 12 Garden tiles

8 Helipad tiles16 Entrance tiles

1 Round marker

1 Doctor Pool bag

Thanks to our fantastic Kickstarter backers, you will also find additional components pertaining to a few mini-expansions 
that are included in the base game box. Please see Expansions, p. 22.
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Overview
In this game, you build and manage a 
medical clinic, attempting to gain the most 
popularity. You primarily gain popularity in 
the traditional way: by spending money; 
however, there are a few other ways to 
boost your clinic’s fame, such as letting 
some of your doctors work on research.

You generate income by providing suitable 
care to patients, but this is complicated 
by the fact that building, staffing, and 
operating a clinic is not free!

Patients will schedule appointments for 
different services. Each patient will have a 
different severity of affliction, and this is 
represented by their color: White patients 
have the mildest problems, yellow are a 
little worse off, orange are in bad shape, 
and red are in critical condition. 

In order to admit a patient to your clinic, 
you must offer the type of service they 
need. Once you get them into your clinic, 
you will need to move them to a treatment 
room, and send in a doctor — ideally a 
doctor well suited to the severity of their 
case. You can compensate for any disparity 
by sending nurses to assist the doctor. 

Of course, treatment rooms also require 
supplies. Staffing supply rooms with 
orderlies will save you money (fewer 
supplies damaged; fewer employees 
stocking their houses with company 
supplies…). There are many aspects to 
running an efficient and profitable Clinic!

A Few Crucial Gameplay Concepts
During a game of Clinic, you will be constructing your own clinic so you can treat patients. 
Here are a few core concepts to help you better understand this task. More specific rules 
governing how and when you may build and operate your clinic will be covered later.

Modules
A Module is a tile that represents the interior of your Clinic. It 
completely fills a space of the grid on your player board, and it has 
a checkered floor.

Entrances, helipads, parking, and gardens are not  modules.

Building Modules
Different modules may have specific rules for building and placing 
them in your clinic, but there is one rule that governs them all:

•  You cannot build two modules of the same color adjacent to 
each other.

Adjacency
The term adjacent is used very specifically in this game:

•   Adjacency is always orthogonal , never diagonal.

•   Adjacency considers not only north, south, east, and west,  
but also up and down.

Note: �7�K�L�V���P�H�D�Q�V���W�K�D�W���\�R�X���F�D�Q�Q�R�W���E�X�L�O�G���D���P�R�G�X�O�H���R�Q���W�K�H���Q�H�[�W���®�R�R�U��
above a module of the same color.

Treatment Rooms

Service HubsSupply Rooms Special Modules

�3�D�W�L�H�Q�W�V���	���6�W�D�ª
Throughout the game you will hire staff to run your clinic and treat your patients:

Patients 
The color of the 
patient indicates 
the severity of 
their illness.

Doctors
The color of a 
Doctor indicates 
the severity of 
illness that they 
can treat without 
assistance from  
a nurse.

Nurses
Nurses will assist 
doctors, enabling 
them to treat 
patients for which 
they aren’t an 
exact match. 

Orderlies
Orderlies will 
help you reduce 
the day-to-day 
expenses of 
maintaining  
your clinic.

This is just an OVERVIEW,  
so don’t wo�y about 

remembering a� of this  
information now, It wi� a�  
be explained in more detail  

later on!

cardiology

ophthalmology

orthopedics

neurology

Services 
The medical 

services 
featured in 
Clinic are:

psychiatry

Service Hubs
A service hub, which is magenta, 
determines which of the five types of 
medical care that �H�Q�W�L�U�H���®�R�R�U of the 
building offers. �(�D�F�K���®�R�R�U���R�I���H�D�F�K��
building can only have one service 
hub, and hence can only offer one 
type of medical care.

Treatment Rooms
These orange tiles are where your 
doctors and nurses will treat most 
of your patients. The type of illness 
you are able to treat is determined 
by the adjacent service hub on the 
same floor. This treatment room is for 
psychiatric ( 

 
)
 
patients.

Supply Rooms
These pink tiles are needed  
to successfully operate your 
treatment rooms.

They perform no function  
themselves, they only enable 
treatment rooms to function.

Special Modules
These blue tiles have a range of special abilities and functions 
to help you run your clinic more effectively.

Floors
Each building may have a number of floors. 

Your player board includes ground floor (Floor 0) and Floor 1, 
but there are Extra Floor boards in case you wish to build up to 
Floor 2 or even Floor 3. When building higher than the ground 
floor, you must build above a previously built module .

You can extend your board with a Floor 2 board and then a 
Floor 3 board at any time, even at the beginning of the game. 
They are separate boards merely to conserve table space.

Buildings
Your clinic may comprise more than one building.  
A building is simply defined as a group of adjacent modules. 

If you build a module that is adjacent to a previously placed 
module, you are simply expanding the size of that building.  
If you build a module that is not adjacent to a previously 
placed module, you are starting a new building.

Separate buildings can never be joined together later.

Parking
You will also need to provide parking for the doctors, nurses 
and orderlies you hire, as well as for the patients that you 
admit. Unoccupied borders between spaces can be used 
as parking, but you may also build parking spaces to more 
efficiently use the limited space available to you.
























