
Lockdown: Bridges of Hope 
Game Time:  30 minutes    Players: 2-4 people     Ages: 8+  

 
Game Components: 

● 1 Player Counter 
● Game Map (12 Districts) 
● 32 Lockdown Cards 
● 8 Pandemic Cards 
● 8 Infection Cards 
● 20 Infection tokens 
● 15 Cluster Badges 
● 20 Bridge tokens 
● 10 Red Zone tokens 
● 4 Trucks (4 different colours) [Use pegs from old games like Ludo or coloured erasers ] 
● 8 Bridges (2 x 4 colours each) [Use coloured eraser or or coloured ice cream sticks ] 

 
Synopsis: 
The earth is at peril! A deadly pathogen is sweeping across the world! Humanity’s last hope are 
the frontline workers who risk everything to bridge people to safety. Who will be the hero of the 
lockdown? 
 
Alas! The pathogen has reached your city! It’s time for you to swing into action.  
Your city is divided into 12 districts. Each district has many localities. If 4 localities are infected 
within a district then the district becomes a Red Zone. If there are a certain number of Red 
Zones at the end of the round then the Pathogen wins and everybody loses! Your job is to build 
bridges and rescue as many localities as you can! The player who saves the most localities 
becomes the hero of this lockdown!  
 
Setup: 

1. Arrange the 12 Districts, in a grid of 3 rows by 4 columns in the centre. This is the Game 
Map. 

2. Shuffle the Pandemic cards, Infection cards and Lockdown cards separately. Keep them 
in separate decks beside the Game Map. 

3. Distribute 3 Lockdown cards to each player. These are the player’s Hand Cards. 
4. Distribute 1 Truck, 2 Bridges and 5 Bridge Tokens of one colour to each player. 
5. Players place their trucks on any district on the Game Map. There can be more than 1 

player in a district.  
6. Give the player counter to the youngest player. They will start the game. 

 



 
Game Setup 

 
Winner:  
The player with maximum points at the end of all the rounds wins the game. 
 
 
Things to know: 
Game Map: There are 12 districts in the Game Map. You can arrange them in a grid of 3 rows 
by 4 columns. They combine to form the playing area. Tip: You can mix up the Districts in any 
way for more variety! 

 



Lockdown cards: There are two types of Lockdown cards: Rescue cards and Power cards. 
- Rescue Cards: It mentions the number of localities in a district you can rescue 
- Power Cards: These cards allow you to perform special actions. 

  Rescue Card and Power cards 
 
Infection cards: Infection cards mention how many localities in the district have 
been infected. At the start of each round, a player will open the top card from the 
Infection card deck and place it face up. It will list how many Infection tokens 
need to be added in each district. A new infection card will be opened at the 
start of each round. 

Tip: Some Infection cards have this sign  . This means at the end of the 
round you will open a Pandemic card. 
  
Pandemic Cards: These cards bring an unexpected twist to the game! Open one 

only when the Infection card for that round has this sign  on it.  
 
Bridge: A bridge connects two adjacent districts. They can only be connected 
vertically or horizontally. No two districts can be connected diagonally. You can 
either build a bridge or move one of your existing bridges, by giving up a bridge token. All 
players have only 2 bridges of their own throughout the game. 
 

 
One Round of Play:  

1. The player with the player counter will open the top card from the Infection card deck 
and place it face up. It will list how many Infection tokens need to be added in each 
district. Place the Infection tokens as instructed. 



2. In each round, players must try to collect as many Infection tokens as they can. They do 
so by building or moving bridges or using already existing bridges to move around the 
Game Map to various districts.  
 

3. Whenever a district has 4 or more Infection tokens on it, it becomes a Red Zone. Place a 
Red Zone token on the district. Players will have to clear out ALL the infection tokens 
from the district for it to come out of Red Zone. Once all the Infection tokens have been 
cleared remove the Red Zone token from the district. 

 
4. On your turn, you can (in the same order): 

a. Place a new bridge, or move one of your bridges already placed between two 
districts. When you place or move a bridge you spend 1 bridge token. You can 
place or move only ONE bridge per turn, unless you have a power card.  
Tip: You can choose not to place or move any of your bridges. It’s your choice. 

b. Remember, you can place or move only your own bridge, unless you have a 
power card.  

c. Move to another district, which is connected by bridges to where you are at 
present. To move, you can either use your own bridges or opponent’s bridges 
that are already placed.  
Tip: You can choose not to move at all and stay where you are. It’s your choice. 

d. Rescue infected localities within the district you have moved to or currently are 
at. You can only collect infection tokens from any one district per turn. You must 
play Lockdown cards totaling to that exact number.  

e. Let’s look at an example: 
i. You have gone to District B, which has 3 Infected 

tokens in it. You have to give up either one   OR 

one + one  to collect all the tokens.  



ii. If you don’t have the cards, then you can collect less than 3 but never 
more. So, you can give one <Rescue 2>  to collect 2 out of 3 infected 
tokens but you cannot give two <Rescue 2> to collect 3 infection tokens 

f. Collect as many Lockdown cards from the deck as you use up. If you use 1 card 
you pick up only 1. If you used all 3 then pick up 3 new cards. 
 

Turn begins → Place or move your bridges → Move to another location using your own 
or other existing bridges → Collect Infected tokens from any one district by giving up 
rescue cards → The district you collect from is where you will begin the next round → 
Pick up same number of cards as you played → Turn ends 
 

5. The turn then moves on to the next player, clockwise. They will do the same as above. 
 

6. Whenever you have 5 Infected tokens, collect a Cluster Badge in exchange for these 5 
Infected tokens. ( you can do this anytime in the game ) 
 

7. You can play a power card at any time during your turn. The Power cards in the 
Lockdown card deck are: 

a. Give up a Bridge token and move an opponent's bridge  
b. Give up a Bridge token and use both your bridges 
c. Use as any number 
d. Make all Opponents give up 1 Infection token they have collected 

 
8. After all players have played their turn, the round ends. If the Infection card opened in 

this round has this sign  on it, then open a Pandemic card. Perform the instructions 
as mentioned on the card. 
 

9. Now, players must count the Red Zones in the game. If it equals the numbers 
below, the game ends. 
Tip: When the Red Zone counters are placed at the start of the round, count how many 
are there. Collaborate with players to clear the Red Zones so that the game continues. 

Number of Players Game ends if Red Zones equal 

2 4 

3 3 

4 1 

 
10. Turns move clockwise. Pass the Player counter to the next player so that you know who 

starts the round. 
 



How the game ends: 
1. The game ends if: 

a. The number of Red Zones has breached the allowed limit. 
b. 8 rounds have been played (i.e. 8 Infection cards should have been opened) 

2. Then, all players count the number of Infection Tokens or Cluster Badges they have 
collected: 

a. 1 Infection Token = 1 point 
b. 1 Cluster Badge = 5 points. 

3. The player with the highest points wins.  
4. If there is a draw, the player who uses the fewest number of Bridge tokens wins the 

game. 
 

 
Watch the game tutorial video here: <click here> 

Share your photos, videos and all the fun by tagging us on 
instagram: @mylumaworld. You could win some amazing prizes! 

 
 
 
 

https://youtu.be/gieYHGxr5QM

