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Nurse (doctor) [green]

Draw a card.
You may do an extra healing or buy.

Plorw Wikt

Nurse (doctor)

Draw a card. You may do an extra healing or buy.

At the end of the game: You recieve as many
bonus VP as half the number of remaining kill
mark cards (rounded down).

Ststar

Nurse (emergency medtech)

Draw a card.
If there are patients in transport, the one in front
deteriorates.
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Nurge (dogctor) [E‘yellow] Nurse (doctor? Nurse (emergency medtech)
Draw a card. Draw a card.
Draw a card. ) . ’ .
. You may perform an extra healing or buy. If there are patients in transport, the one in front
You may do an extra healing or buy. . o : .
You may skip the admission phase this turn. deteriorates.
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Nurse (doctor]j [blue] Nurse (doctor) Nurse (emergency medtech)
Draw a card Draw 2 cards. Draw a card.
’ . At the end of the game: You count as having 2 If there are patients in transport, the one in front
You may do an extra healing or buy. ) )
less Kill mark cards than you actually have. deteriorates.
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v Medlng Drogp o @mﬂ?@c@ Y¢ History
Nurse (doctor) [orangel] Nurse (doctor) Play (diagnosis)
RONU.
Draw a card. You may do an extra healing or buy. 3
Draw a card. X ) \
You may do an extra healing or buy. At the end of the game: Name a patient card. All
: patient cards with that name get +1 VP.
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S Sfisfhomt Craad Wﬁﬁm@@n ¢ History
Nurse (doctor) [green] Nufse (doctor) BONU: Play (diagnosis)
You may do an extra healing or buy.
Draw a card. If you gain a patient this turn, instead of gaining a N
You may do an extra healing or buy. nurse card, you may gain the top event card (it i
goes to your discard pile).
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BIE Alfssn Shamer v<¢ History
Nurse (doctor) Nurse (doctor) Play (diagnosis)
. BONUS
You may do an extra healing or buy. Draw 3 cards.
If the ambulance cart queue is already full, If there is a nurse card in any of the other player’s
someone gets hurt. If it wasn’t full, someone gets discard piles, you choose one of them and it
hurt until it is. changes places with [this].
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M oo S&mﬁw ¥¢ History
Nurse (doctor) Nurse (emergency medtech) ONU: Play (diagnosis)
Draw a card. )
. Draw a card. )
You may do an extra healing or buy. ) . N \
_ . If there is a deteriorated patient in transport, you ]
At the end of the game: All your acute patients are may flio it and place it at the back of the queue |
worth 1 VP less than their cards say. Y TP P a ’
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Caligpe Gouena Sﬂswaﬁmgpm Y History
rse (doctor) Nurse (emergency medtech) ONU: Play (diagnosis)
Draw a card. You may do an extra healing or buy. 8
Draw a card. N
Target another player. You and the target player . . N \
) ) If there is a deteriorated patient in transport, you ]
choose one of your gained patients each. They " ) |
may flip it and place it at the back of the queue.
change places.
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Goygor Shgslosnd s@w@m 7 History
rse (doctor) Nurse (emergency medtech) Play (diagnosis)
RONU.
You may do an extra healing or buy. Draw a card. X
Draw 3 cards. Then discard 2 cards from your If there is a deteriorated patient in transport, you \
hand. may flip it and place it at the back of the queue. .
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Lan Rewarse Stistar I¢ Yr History
Nurse (doctor) Nurse (emergency medtech) @ONUS Play (diagnosis)
Draw a card.
. Draw a card.
You may do an extra healing or buy. ) . o
. . If there is a deteriorated patient in transport, you
You may choose 1 card from your discard pile to . .
may flip it and place it at the back of the queue.
add to your hand.
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Play (diagnosis)

Y¢ History

Play (diagnosis)
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Thorough examination
@ONUS Play (diagnosis)
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v History Y¢ History Thorough examination
@ONUS Play (diagnosis) @ONUS Play (diagnosis) @ONUS Play (diagnosis)
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v¢ History Y¢ History Thorough examination
@ONUS Play (diagnosis) @ONUS Play (diagnosis) @ONUS Play (diagnosis)
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v¢ History Y¢ History Thorough examination
@ONUS Play (diagnosis) @ONUS Play (diagnosis) @ONUS Play (diagnosis)
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v History Y History Thorough examination
@ONUS Play (diagnosis) @ONUS Play (diagnosis) @ONUS Play (diagnosis)
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¢ History Y History Thorough examination
@ONUS Play (diagnosis) @ONUS Play (diagnosis) @ONUS Play (diagnosis)
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v¢ History Y History Thorough examination
@ONUS Play (diagnosis) @ONUS Play (diagnosis) @ONUS Play (diagnosis)
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¢ History Y History Thorough examination
@ONUS Play (diagnosis) @ONUS Play (diagnosis) @ONUS Play (diagnosis)
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v History Thorough examination Medication diagnosis
@ONUS Play (diagnosis) @ONUS Play (diagnosis) BONUS Play (diagnosis)
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v¢ History Thorough examination Medication diagnosis
@ONUS Play (diagnosis) @ONUS Play (diagnosis) BONUS Play (diagnosis)
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Medication diagnosis
BONUS Play (diagnosis)

©@

% First aid

@ONUS Play (heal)

White magic

@ONUS Play (heal)

You get 1 extra healing point per 2 White
magic cards played during the same

phase.
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Medication diagnosis Y First aid White magic
RONUS Play (diagnosis) @ONUS Play (heal) RONUS Play (heal)
You get 1 extra healing point per 2 White
| magic cards played during the same
phase.
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Medication diagnosis Y First aid White magic
BONUS Play (diagnosis) @ONUS Play (heal) 2ONUS Play (heal)
You get 1 extra healing point per 2 White
| magic cards played during the same
phase.
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Medication diagnosis Y First aid White magic
BONUS Play (diagnosis) @ONUS Play (heal) 2ONUS Play (heal)
You get 1 extra healing point per 2 White
| magic cards played during the same
phase.
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Y First aid Y% First aid White magic
@ONUS Play (heal) @ONUS Play (heal) @ONUS Play (heal)

You get 1 extra healing point per 2 White
magic cards played during the same
phase.
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Y First aid Y% First aid White magic
@ONUS Play (heal) @ONUS Play (heal) @ONUS Play (heal)

You get 1 extra healing point per 2 White
magic cards played during the same
phase.
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Y First aid Y% First aid White magic
RONUS Play (heal) RONUS Play (heal) RONUS Play (heal)

You get 1 extra healing point per 2 White
magic cards played during the same
phase.
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Y First aid % First aid Black magic
BONUS Play (heal) RONUS Play (heal) gONUS Play (heal)
@ Someone gets hurt.
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v< First aid % First aid Black magic
RONUS Play (heal) @ONUS Play (heal) gONUS Play (heal)
@ Someone gets hurt.
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Y First aid White magic Black magic
@ONUS Play (heal) @ONUS Play (heal) 2ONUS Play (heal)
You get 1 extra healing point per 2 White
magic cards played during the same Someone gets hurt.
phase.
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Black magic

2ONUS Play (heal)

Someone gets hurt.

®
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Operation

RONUS Play (heal)

©
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Serious operation

RONUS Play (heal)
@ Draw a card.
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Black magic
2ONUS Play (heal)

Someone gets hurt.

®
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Operation
RONUS Play (heal)

©

© 2011 Arclight, Inc. Art: Matoki Misa
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Serious operation
RONUS Play (heal)

Draw a card.

©
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Black magic
Play (heal)

Someone gets hurt.
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Operation

RONUS Play (heal)

©
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Serious operation

RONUS Play (heal)
@ Draw a card.
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Black magic

gONUS Play (heal)

Someone gets hurt.

®
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Operation

RONUS Play (heal)

©
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Serious operation
RONUS Play (heal)

Draw a card.

©
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Black magic

2ONUS Play (heal)

Someone gets hurt.

©

Operation

RONUS Play (heal)

©

Serious operation
RONUS Play (heal)

Draw a card.

©
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Black magic Operation Referral
2ONUS Play (heal) RONUS Play (heal) Play (paperwork)

Someone gets hurt.

©

©

Place one of your admitted patients into another
player’s sick bed. (You get your marker back, he
puts one of his on this card.) Return [this] to the
village unless you’re the Dynamite Nurse.
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Black magic Operation Referral
Play (heal) RONUS Play (heal) Play (paperwork)

Someone gets hurt.

5
g
(7]

© 2011 Arclight, Inc. Art: Matoki Misa

52/82

©

© 2011 Arclight, Inc. Art: Matoki Misa

53/82

Place one of your admitted patients into another
player’s sick bed. (You get your marker back, he
puts one of his on this card.) Return [this] to the
village unless you’re the Dynamite Nurse.
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Operation

RONUS Play (heal)

©
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Serious operation
RONUS Play (heal)

Draw a card.

©
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Referral
Play (paperwork)

Place one of your admitted patients into another
player’s sick bed. (You get your marker back, he
puts one of his on this card.) Return [this] to the
village unless you’re the Dynamite Nurse.

© 2011 Arclight, Inc. Art: Yamadori Ofuu 55/82

Operation

RONUS Play (heal)

©
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Serious operation
RONUS Play (heal)

Draw a card.

©
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Referral
Play (paperwork)
Place one of your admitted patients into another
player’s sick bed. (You get your marker back, he

puts one of his on this card.) Return [this] to the
village unless you’re the Dynamite Nurse.
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Operation

RONUS Play (heal)

©
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Serious operation
RONUS Play (heal)

Draw a card.

©
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Referral
Play (paperwork)

Place one of your admitted patients into another
player’s sick bed. (You get your marker back, he
puts one of his on this card.) Return [this] to the
village unless you’re the Dynamite Nurse.
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Referral
Play (paperwork)

Place one of your admitted patients into another
player’s sick bed. (You get your marker back, he
puts one of his on this card.) Return [this] to the
village unless you’re the Dynamite Nurse.
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Triage
Play (paperwork)

Forces all players to admit all their patients in trans-
port, in deteriorated state. Return [this] to the
village unless you’re the Dynamite Nurse.
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Art: Komone Ushio 57/82

Hospital closed
Play (paperwork)

Look at either the event deck or the nurse deck and
choose a card from there. After, shuffle the deck you
looked through and put the card you chose on top.
Then, one of your patients in sick bed deteriorate.
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Someone else’s problem
Play (paperwork)

Choose a patient in transport. Exchange the colour
marker on that patient with one not in use or one
of another patient in transport.
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Triage
Play (paperwork)

Forces all players to admit all their patients in trans-
port, in deteriorated state. Return [this] to the
village unless you’re the Dynamite Nurse.
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Art: Komone Ushio 57/82

Mass deterioration
Play (paperwork)

Either all patients in the ambulance cart queue
deteriorate, or you take 1 kill mark card and all
patients in all sick beds deteriorate. Then, return
[this] to the village.
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Someone else’s problem
Play (paperwork)

Choose a patient in transport. Exchange the colour
marker on that patient with one not in use or one
of another patient in transport.
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File searching
Play (paperwork)

Draw two cards, and trash one of them. After, if
there is at least one non-deteriorated patient in
the queue, choose one to deteriorate or someone
gets hurt.
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Mass deterioration
Play (paperwork)

Either all patients in the ambulance cart queue
deteriorate, or you take 1 kill mark card and all
patients in all sick beds deteriorate. Then, return
[this] to the village.

© 2011 Arclight, Inc. Art: Fujii Rino 60/82

Someone else’s problem
Play (paperwork)

Choose a patient in transport. Exchange the colour
marker on that patient with one not in use or one
of another patient in transport.

© 2011 Arclight, Inc.

Art: Kinoshita Ichi 56/82

File searching
Play (paperwork)

Draw two cards, and trash one of them. After, if
there is at least one non-deteriorated patient in
the queue, choose one to deteriorate or someone
gets hurt.

© 2011 Arclight, Inc. Art: Kinoshita Ichi 58/82

Mass deterioration
Play (paperwork)

Either all patients in the ambulance cart queue
deteriorate, or you take 1 kill mark card and all
patients in all sick beds deteriorate. Then, return
[this] to the village.
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Someone else’s problem
Play (paperwork)

Choose a patient in transport. Exchange the colour
marker on that patient with one not in use or one
of another patient in transport.
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File searching
Play (paperwork)

Draw two cards, and trash one of them. After, if
there is at least one non-deteriorated patient in
the queue, choose one to deteriorate or someone
gets hurt.
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A too simple healing machine
Play (event)
Place [this] in any monastery except the Dynamite Nurse’s.
If [this] is in your monastery, all deteriorated patients in
your sick bed get a +2 severity. When you gain a patient
card as VP, move [this] to any monastery except the
Dynamite Nurse’s.
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Someone else’s problem
Play (paperwork)

Choose a patient in transport. Exchange the colour
marker on that patient with one not in use or one
of another patient in transport.
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File searching
Play (paperwork)

Draw two cards, and trash one of them. After, if
there is at least one non-deteriorated patient in
the queue, choose one to deteriorate or someone
gets hurt.
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A too simple healing machine
Play (event)
Place [this] in any monastery except the Dynamite Nurse’s.
If [this] is in your monastery, all deteriorated patients in
your sick bed get a +2 severity. When you gain a patient
card as VP, move [this] to any monastery except the
Dynamite Nurse’s.
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Someone else’s problem
Play (paperwork)

Choose a patient in transport. Exchange the colour
marker on that patient with one not in use or one
of another patient in transport.
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File searching
Play (paperwork)

Draw two cards, and trash one of them. After, if
there is at least one non-deteriorated patient in
the queue, choose one to deteriorate or someone
gets hurt.
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A strong healing machine
Play (event)

You gain all your non-deteriorated patients in your
sick bed, just as if you healed them in the normal
way. Return [this] to the village unless you’re the
Dynamite Nurse.

Art: Matoki Misa
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Someone else’s problem
Play (paperwork)

Choose a patient in transport. Exchange the colour
marker on that patient with one not in use or one
of another patient in transport.
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File searching
Play (paperwork)

Draw two cards, and trash one of them. After, if
there is at least one non-deteriorated patient in
the queue, choose one to deteriorate or someone
gets hurt.
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An amazing healing machine
Play (event)

You gain all your deteriorated patients in your sick
bed, just as if you healed them in the normal
way. Return [this] to the village unless you’re the
Dynamite Nurse.
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Someone else’s problem
Play (paperwork)
Choose a patient in transport. Exchange the colour

marker on that patient with one not in use or one
of another patient in transport.

Hospital closed
Play (paperwork)
Look at either the event deck or the nurse deck and
choose a card from there. After, shuffle the deck you

looked through and put the card you chose on top.
Then, one of your patients in sick bed deteriorate.

Let’s forget it
Play (event)
When bought, you may add this to your hand.
Return one of your kill cards to the village. Then,
return all patients in the graveyard to the dungeon
and shuffle it. Return [this] to the village unless
you’re the Dynamite Nurse.
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Triage Hospital closed Let’s forget it
Play (paperwork) Play (paperwork) Play (event)

Forces all players to admit all their patients in trans-
port, in deteriorated state. Return [this] to the
village unless you’re the Dynamite Nurse.
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Look at either the event deck or the nurse deck and
choose a card from there. After, shuffle the deck you
looked through and put the card you chose on top.
Then, one of your patients in sick bed deteriorate.
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When bought, you may add this to your hand.

Return one of your kill cards to the village. Then,
return all patients in the graveyard to the dungeon
and shuffle it. Return [this] to the village unless
you’re the Dynamite Nurse.
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Let’s forget it
Play (event)
When bought, you may add this to your hand.
Return one of your kill cards to the village. Then,
return all patients in the graveyard to the dungeon
and shuffle it. Return [this] to the village unless
you're the Dynamite Nurse.
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Art: Fujii Rino

You’re kidding me
Play (event)

Move any number of patients from your sick bed to the tail of
the cart queue (you choose order). Remove your markers,
replace with others not in use. For each time you exceed
the cart queue’s limit, an ambulance crisis occurs. Return
[this] to the village unless you're the Dynamite Nurse.
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You’re kidding me
Play (event)

Move any number of patients from your sick bed to the tail of
the cart queue (you choose order). Remove your markers,
replace with others not in use. For each time you exceed
the cart queue’s limit, an ambulance crisis occurs. Return
[this] to the village unless you're the Dynamite Nurse.
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Night time extra work
Play (event)

You may heal a patient in another player’s sick
bed. Return [this] to the village unless you're the
Dynamite Nurse.
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Night time extra work
Play (event)

You may heal a patient in another player’s sick
bed. Return [this] to the village unless you're the
Dynamite Nurse.

Art: Komone Ushio
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This card paste-ups document for Dynamite Nurse Returns contains only paste-
ups for the Play cards and Nurse cards. The Kill mark cards, the Dynamite Nurse
card and the Patient cards need no paste-ups, as they never enter the players’ card

decks. The patient cards however, contain sparse text:

Patient card names

Cards 1-7: Poisoned patients
Cards 8-14: lll patients
Cards 15-21: Cursed patients

Cards 22-28: Wounded patients

Acute patient cards text

(Cards 3,5,7,10,12, 14,17, 19, 21, 24,26, 28 are "acute” patients.)
Front: When this comes out of the dungeon, it is immediately
admitted into the responsible monastery’s sick bed.

Back: If [this] is in your sick bed, you must pay

1 healing point during your main phase, or [this] deteriorates.




