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24 Dice 4 Player Pawns 20 Supply Crates 1 Plane with stand
(6 each of 4 colors) (1 each of 4 colors) (4 each of 5 colors)
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24 City Cards 7 Role Cards 4 Reference Cards 15 Crisis Cards
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1 Plane Board 1 Sand Timer 9 Time Tokens 1 Waste Marker
(2 minutes)




SETUP
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KEY CONCEPTS Hove

Pamdemic: Rapfd

Cities and Supplies

Assign Dice

ReaI-Time Gameplay

[Pamdemina: fel Response

PLAYER TURNS

JYEIvEy




{$1#1¥DI*DI*D
vww

b | |
e y Py

! S4EE =




Turn End

ROLES

When you activate a supply room,

roll 1 fewer die to generate waste.

When you assign dice n the recycling.
room, skip the frst space.

e

TIME RUNS OUT

GAME END

EXAMPLE TURN —
Dehli needs three power crates and one n
O

food crate. Your teammate has already
assigned three dice to the power " 2
supply room, and now it is your turn.
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None of your dice are assigned on the board, so
you roll all your dice:
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You roll only one power result (), but will need a
second to create the three crates needed in Delhi.
You keep that die and reroll the rest:
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You roll a second power icon and assign both dice
to the room. Then you activate the room. You
take three crates from the room and place them
in the cargo bay.

Then you generate waste by rolling all the dice in
the power supply room:
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Two results have circled icons, so you move the
waste marker two spaces.

You place the dice rolled for waste on their
owners’ role cards. You have one reroll left this
turn, so you roll your remaining dice:
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You spend two dice to move to the cargo bay to
prepare to deliver on your next turn, and then
you end your turn.



DIFFICULTY CREDITS

Difficulty Level ~ # Placed Cities ’éif;gf‘:ct‘
Easy 2 3
Normal 2
Veteran 3 7
Heroic 4 9

CRISIS CARDS

FANTASY FLIGHTSUPPLY




FINE POINTS

Frequently Overlooked Rules

Crisis Cards

Roles




