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EASY / 4+ SURVIVORS / 30 MINUTES

The stveets ave crov/aled wﬂ’k zamlnes
Movma avound s vic
decided +o use the sub hmv\eﬁ ke
neavest entrance is closed, but we th

we can find the key somewheve in
maiptenance building. Lets hope vVe
dont meet the contvoller..

Material needed: Season 1.
Tiles needed: 2B, 4D, 5B & 7D.

0BJECTIVES

To win the game, just follow the plan:

1 - Find the gate key. Get in the maintenance
building, and take the blue Obijective.

2 - Flee, you fools! Reach the Exit with all
remaining Survivors. Any Survivor may escape
through this Zone at the end of his turn, as
long as there are no Zombies in it.

SPECIAL RULES

o It’s OK, | got it! The blue Objective gives 5
experience points to the Survivor who takes it.

« Damn door! The blue door cannot be opened
until the blue Objective has been taken.

e Controllers always come in twos. During
Setup, put one Fatty in the indicated Zone.
Beware, there may be two by the time you get
on there! This is a nice opportunity to check the
Zombie splitting rules.

- ;\Tﬂ ayer
'@fi M\R Sta:llin; Area
e ™ ™ Doors
Ff Open door

3¢ Objective (5 XP)

£ JBfifs  Exitzone
- Spawn Zone
= (1) The controller

ZOMBICIDE.COM



E02

MEDIUM / 4 SURVIVORS / 45 MINUTES

We just oH‘eal a male—A car in a
gavage. e" m/e " ht a litte to
et &+ but s a en ticket +o
ireealom, the wind in our haiv, and the

like.

With that cav, well aliale on zombies
like smoke on the water.

Material needed: Season 1.
Tiles needed: 2B, 3B, 5E, 7B.

0BIECTIVES

Note: Please take the time to check the car
rules before playing this Mission.

We NEED that car! And here is how we do it.

1 - Knocking at your backdoor. We’'ll get in
the garage by the side entrance. The key is
somewhere in there. Take the blue Objective
to open the blue door.

2 - Machine head. The garage is closed by a
shutter door. Take the green Objective to
open the garage double door.

3 - Pictures of home. Reach the Exit with the
car and all remaining Survivors.

SPECIAL RULES

¢ Into the fire. Each Objective gives 5 expe-
rience points to the Survivor who takes it.

¢ Nobody’s home. The blue door cannot be
opened until the blue Objective has been

taken.

ZOMBICIDE.COM

¢ Space truckin’. The garage double door
cannot be opened until the green Objective
has been taken.

¢ Speed king. Once the garage double door
is open, the pimpmobile can be driven.

e Highway star. You can Search the
pimpmobile only once per game. It contains

either the Evil Twins or Ma’s Shotgun.
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We ave lost. We had lots of zombies behind us.
ammupitions weve vunning low.. We panicked. and
heve is the vesult. We have no idea wheve we ave.
Neither do the zombies vunning after us. but it's not
like we can'+ find zombies anywheve.

We'd better calm down. Then we will explove the
avea to find food. weapons and a map. With method
and a litHe luck. all is going to be fine.

You will need the following tiles for this scenario: 2B, 2C,
1C, 1B, 4E & 4D

0BJECTIVES

Accomplish the following tasks:

e METHODICALLY explore this Area. Open all doors.

e Replenish supplies! Collect at least one Plenty of ammo
card or one supply card per remaining Survivor. The supply
cards can be either Canned food, Rice or Water cards.

e Get out! Reach the Exit Zone with the remaining Survivors.
It must be empty of Zombies. Gather the Equipment cards
and Survivors that escaped: you win if you have at least one
Plenty of ammo card or one supply card per remaining Sur-
vivor.

SPECIAL RULES

A Survivor who finds a supply card (Canned food, Rice or
Water cards) when Searching gains 5 experience points
(Plenty of ammo cards do not grant any experience points).

y

it

Player starting area
Zombie Spawn Zone

Yy & & 4

'EXIT/

A & &F i

Locked door
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EASY/MEDIUM
4 SURVIYORS
120 MINUTES
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Ned thinks his bunker key might be in his old
friend’s home. Ned spent the night befove the
zombie invasion with his buddy. playing «a MMORPG
and eating pizza. Cold pizza. Ned used to have an
exciting life. The house is on an ugly street, with
a teaffic civcle as its only point 03 intevest. Tt's
acked with cars and. of course, theiv ex-dvivers.
Q'ke vehicles van out of gas. and these guys just
stayed heve because they didn '+ want +o abandon
theiv cavs.
We don 't veally cave about Ned s key, but he won'+
stop complaining until we search this place. Under
other civcumstances, I might find this funny.

You will need the following tiles for this scenario: 1B, 2B,
& 7B

0BJECTIVES

Where’s the key? | thought you had it! Take all three
objective tokens. The key could be under either one. Well...
actually it isn’t, but you must check. Once you’ve taken all
the objectives, get all starting Survivors to the Exit Zone.
Then the REAL mission begins: convincing Ned that you
have fully and seriously searched the place and didn’t find
his key. But that’s another story, isn’t it?

A

Player starting area  Locked door
. v A & &
EXIT/ |
Objective (5 XP) Exit Zone Pimpmobile

3 Walkers

VVVVVVVVVVVYVYYY

SPECIRL RULES

e Cars can't be driven.

e Could the key be here? Taking an objective gives 5
experience points to the Survivor who takes it.

e Have you ever seen zombies circling a traffic circle?
Put 3 Walkers in each of the nine Zones marked with a “3”.
Yep, you guessed it: They are actually walking around the
traffic circle. Just don’t expect them to follow the traffic laws
if they see some fresh meat.

e Woohoo, a pimpmobile! Damn. Out of gas. You can
search a pimpmobile only once. It contains either Ma’s
Shotgun, or the Evil Twins (choose randomly). Some Mis-
sions may contain many pimpmobiles. In this case, you can
only get the weapons that haven’t been obtained yet. When
there are no more...there are no more.

e Out of gas but packed with weapons. You can search
a police car more than once. Draw cards until you find a
weapon. Discard the other cards. The Aaahh! card triggers
the appearance of a Walker as usual and interrupts the
search.

tASY
4 SURYIYORS
30 MINUTES




Wanda has a scove to settle with $wo guys from her
ast life. befove the zombies.
q'he {ivst one is her ex-boss. We all have seen or
heavd about this kind of boss, who vetains one dollar
from your tips for every missing cent on a bill. who
sets camevas everywheve in his vestaurant (yep.
even in the givls' foilet) because he thinks that
his employees ave s‘l‘eo.liv\g {rom him, who makes
employees pay to use the toilets (which ave. after
all. veserved for the customers. and employees aven +
customers, ave H\eg?).
The second guy is a clingy ex-boyfriend. The
painful type of ex-boyfriend. who is absolutely
unable To undevstand the meaning of seveval useful
exfressiohsz' no . wevedone . sto fes‘l'eﬂ'vsa me
and so on. Of course. he was a vegular customer of
Wanda's dvive-in. coming for breakfast. for lunch,
{or dinner and for one ov two hundved cof{ees.
All these guys probably became zombies, so... payback
timel Let's do it survivors style. with guns and
teamworkl )

You will need the following tiles for this Mission: 1C, 5E,

6B, 1B, 5B & 6C.
® .
@

/

0BJECTIVES

Wanda has a clear plan for her revenge. Let’s do it as she
wants.

Find the clingy ex-boyfriend and the fat boss. Wanda
designated her clingy ex-boyfriend as “green Objective” and
her fat ex-boss as “blue Objective”. She knows where they
lived and the places they used to go. She made a map and
marked those places with a red “X”. We just have to find
where they are now and let Wanda have a sweet vengeance.
It means once we have found the green Objective a Runner
will appear and once we found the blue Objective, a Fatty
will appear. We just have to take them down.

Let's finish the job with all the other painful customers.
Since we are there, let’s offer Wanda a complete revenge.
We are going to head for the drive-in and kill everybody (i.e.
all Zombies within the building Zones of the 6B and 6C tiles,
both those already there and those who are going to spawn
after opening the first door). The drive-in must be empty and
no Zombies must get out. Otherwise... the mission fails and
Wanda gets quite disappointed.

Go home and make Wanda enjoy her revenge. Reach
the Exit Zone with all the Survivors. Any Survivor may es-
cape through this Zone at the end of his turn, as long as
there are no Zombies in the Zone.

MEDIUM
4 SURYIYORS
30 MINUTES

A3



MEDIUM
4+ SURYIYORS
20 MINUTES

A3

PECIAL RULES

Wanda’s six-step revenge program. Each of the six
Objective tokens gives 5 experience points to the Survivor
who takes it.

Clingy ex-boyfriend’s step. Put the green Objective
token randomly among the Objective tokens, face down.
When this token is taken, a Runner immediately appears in
the Zone where the token was. Kill the Runner to achieve
this objective. If other Runners join the Zone where the clin-
gy ex-boyfriend is, lay down the Clingy ex-boyfriend Runner
to know where he is. Killing the clingy ex-boyfriend gives
five extra experience points to Wanda if she takes part in the
Mission, on top of the normal one point for the Survivor who
kills him. Revenge is sweet!

Fat boss step. Put the blue Objective token randomly
among the Objective tokens, face down. When this token is
taken, a Fatty immediately appears in the Zone where the
token was. Kill the Fatty to achieve this objective. If other
Fatties join the Zone where the fat boss is, lay down the fat
boss Fatty to know where he is. Killing the fat boss gives
five extra experience points to Wanda if she takes part in the

Cars you can drive

Mission, on top of the normal one point for the Survivor who
kills him. Vengeance!

Note: If either the clingy ex-boyfriend or the fat boss ever
need to split, play them just like the Abomination: do not
add an extra Zombie figure and choose which path they
take.

Ex-customers never leave the drive-in. Incredible.
They became zombies while they were eating burgers and
now they're still waiting for some more French fries (or so
we suppose). They could wait for a long time, since the cook
became a zombie too. At the beginning of the game place
2 Fatties and 4 Walkers in each Zone marked on the map.

You can use cars.

You can search each pimpmobile only once per
game. It contains either Ma’s Shotgun, or the Evil Twins
(draw randomly). Only the weapons that have not yet been
taken can be inside them. When there are no more... there
are no more.

RILY SPECIRLS
e

oy Loy a4 Zombie Player
Exit Zone Spawn Zone starting area

B B B O o

Y & 4 4

'EXIT/

Objectives 5 XP. 5XP. Locked door 2 Fatties
(5 XP) Ex-boyfriend Fat boss + 4 Walkers
ohjective ohjective
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Doug has a dveam. Before the zombie apocalypse,
he used to spend a lot of time with the owner of a
small gun shop. This guy told Doug about a custom
submachine gun that makes our fellow survivor
dveam a lot. Doug isn ¥ suve if his friend had the
gun in his shop or if he had only heard of i but
either way he wants to go there and check. We
have no veason to vefuse. Plundering a gun shopl
I+ s Christmas fimel

Unfortunately. Doug hasn'+ got much information.
We don 't expect the shop to be open, and i probably
has strong Ioors that an axe or a cvowbar won't
be able o crack. ‘We will need the gunsmith’s key,
which is probably avound his home. At least Doug
knows the building in which his friend lived.

What we won '+ do for a huge load of weapons.

You will need the following tiles for this Mission: 7B, 2B,
4B, 5E, 1C & 4C.

NBIECTIVES

You just have three things to do:

Find the gun shop’s key. The gunsmith lived in the nearby
building. Doug doesn’t remember where exactly, but you
can search each place until you find the right one. There are
red crosses where the key could be. Take each red Objective
until you find the blue one. It's not necessary to take any
remaining red Objective tokens after that, though you're free
to do it.

Search the gun shop. The nice part of this plan. Doug has
put a green mark on the map to indicate the store. At the
moment the green Objective is taken, all Survivors currently
in the Objective's Zone (beginning with the one who took the
token) immediately draw Equipment cards to completely fill
their inventories. Ignore and discard all cards that are not
Plenty of Ammo (any type), a weapon or a Scope. Keep on
drawing until all Inventories are full.

Let's go back home. We can't find Doug’s dream weapon,
but we have enough guns and ammo to make him forget this
little disappointment. Reach the Exit Zone with all remaining
Survivors. Any Survivor may escape through this Zone at the
end of his turn, as long as there are no Zombies.

MEDIUM
4+ SURYIYOR
120 MINUYE

Rd



MEDIUM
4+ SURYIVORS
120 MINUTES

Ad

SPECIAL RU“:S Hey, a police car. Policemen generally have lots of guns!
You can Search the police car more than once. Draw

Doug’s map and Objectives. Each Objective token gives cards until you find a weapon. Discard the other cards.

5 experience points to the Survivor who takes it. The Aaahh! cards trigger the appearance of a Walker as
usual and interrupt the Search.

I found the k-- What’s this noise?!? Put the blue Objec-
tive token randomly among the red Objective tokens, face
down. When this token is taken, the blue door can be ope-
ned. Unfortunately, the gunsmith set an alarm on the box
holding the key. It makes a lot of noise. The blue spawn
Zone activates when the blue Objective token is taken and
starts spawning Zombies every turn.

Closed rooms. Some building Zones are isolated by
doors. They are considered as separate buildings for Zom-
bie spawning purpose only.

You cannot use cars.
Gunsmith pimpmobile! You can Search the pimpmobile

only once per game. It contains either Ma’s Shotgun, or the
Evil Twins (draw randomly).

N B, W .

Player 4y 4 4= 4  Tombie blue Zombie 3
starting area Exit Zone Spawn Zone. Spawn Zone Police Car

“_
4
R —

Objectives 5XP. Bluedoor Locked door Opened
(5 XP) :oug's door Pimpmobile
ream
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Tomovvow is Phil's bivthday. Can you imagine how
difficult it can be Yo ovganize a birthday party
affer the zombie apocalypse has begun? Wanda
managed to find ingredients for a c&e, but theve
ave o stoves in wfu’c%\ o buy a useless gift anymore.
I was thinking about a police beacon-shaped alarm
clock. Josh has gone scouting and {inally came back
with a better idea: a police carl We ave going +o
offer a police car for Phil s bivthday.

Josh found a police station that doesn't seem o have
been vansacked. and for a good veason: the place is
cvawling with zombies. But it doesn + matter, we
ave used to dealing with zombies. ‘We ave going to
clean the station and offer Phil a police cav. I'm
sure he will enjoy that!

You will need the following tiles for this scenario: 4B, 5D,
4E, 3B, 7B, 3C, 2B, 5C & 2C.

0B

The surprise gift relies on a simple plan. Complete these
steps in order:

Find the fuel for the local emergency generator. Josh
did some recon and found that the police cars are parked in a
garage closed by a metal roller shutter that is electrically acti-
vated. The place hasn’t had any power for weeks, but police-
men are cautious guys: they have an emergency power gene-
rator. Unfortunately, this generator ran out of fuel. Josh, who's
asmart boy, has already discovered where you can find some
more. He marked the place with a green “X”. Once you've
taken the green Objective you can proceed to the next step.
Start the emergency power generator. Once you have
the fuel, restart the generator so the police station gets some
juice. Josh has set a blue “X” where the machine is. Take the
blue Objective to restart the machine.

Commandeer at least one police car. Reach the Exit Zone
with all Survivors aboard as many police cars as needed. Any
car and its passengers may escape through this Zone at the
end of its driver’s turn, as long as there are no Zombies in
the Zone. No, you can’t escape with pimpmobiles. You need
police cars!

HARD
6+ SURYI¥ORS
i50 MINUYES

RS




HARD
6+ SUR¥IVORS
i50 MINUTES
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SPECIAL RULE

If you could find some beer, or wine... It would greatly
improve Phil’s birthday party. Each of the four Objective to-
kens gives 5 experience points to the Survivor who takes it,
though it's not mandatory to take the red Objectives.

The fuel THEN the power generator. The blue Objective
can’t be taken until the green one has been taken. Taking the
green Objective doesn’t open the green door.

Oh! There isn't any door here. Indeed. The central single-
zone building is sealed-off and can’t be entered.

Hey!Whyis this %u%"*£S$rollershutteropeningNOW?
Unfortunately, the roller shutter switch has been left in the
“open” position when the police station ran out of power. As
soon as the blue Objective is taken, the rusty doors open:
open the blue and the green doors and spawn Zombies in
each room. Maybe a couple of Zombies are waiting inside,
but you will certainly have no difficulties dealing with them.
Or will you?

The rusty, noisy, %u*£~*! roller shutter. You know
what? The Zombies completely forgot to grease the metal
roller shutter. It really makes a lot of noise when it opens.
All Zombies in the area are warned that some fresh meat
is wandering around. Once the blue Objective has been ta-
ken, the blue Spawn Zone is activated and spawns Zombies
every turn.

You can use cars.

The police parking. Cars can go in and out of the garage
Zone in tile 3B if both garage doors are opened. Cars can't
go into other building zones.

L ]
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Player Zombie blue
startingarea  Exit Zone

Spawn Zone.

Spawn Zone

What’s in this trunk? You can Search each pimpmobile
only once per game. They contain either Ma’s Shotgun or
the Evil Twins (draw randomly). Only the weapons that have
not yet been taken can be inside them. When there are no
more... there are no more.

At last! A police car. Policemen used to have lots of guns
in their cars! You can Search a police car more than once per
game. Draw cards until you find a weapon. Discard the other
cards. The Aaahh! cards trigger the appearance of a Walker
as usual and interrupt the Search.

Police Car

Zombie

H B0 LD

5XP.Blue 5XP. Green 5 XP.Red

objective  objective Objective locked door lodwddoor Iocl(oddoor
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We took back the main power source for Switch
City. Now we have some comfort, but the lights
and sounds triggeved everywhere keep attvacting
zombies. We have to solve this problem.

Scouting avound. Josh and ‘Wanda found an
intevesting condo building near the highway. It
looks like most places weven't looted. According
Yo Josh, they weve closed by a complex electvonic
security system contvolled by a mainframe that took
a hit Yoo many in the first days of the invasion.
Switching the power back on dvove this mainframe
ceazy, and all the security systems ave now locking
and unlocking vandomly.

Did I mention it's Halloween? Well, we have a fair
shave of monsters every day now. so we don '+ veally
want o wear costumes, but Amy is in the mood to make
her “secvet " pumpkin cakes. That would faste great.
of least better than the cat food T had for lunch.

The condo looks like a giant cage for old vich people.
I+ took Ned some +ime +o unlock the entvance. and
we ve now in the alleys. The electvical system is puts,
and the whole block seems to have a life of its own.
It's frightening and fun like a haurted house.
Ew...alial' I just vead, "Bewave the Jack” on the
wall? Who's Jack? Wait.. What? “THE ~ Jack?

You will need the following tiles for this scenario: 7B, 2C,
4B, 5C, 5E, 5D, 3B, 1C & 6B.

It’s Halloween, let’s tour a haunted mansion and have
the last party on Earth! Take all the Objective tokens
(experiencing some zombie trick or treating in the process).
Once you'’re done, return to the Exit Zone with all remaining
Survivors.

8 ater

HARD
6+ SURYI¥ORS
190 MINUYES
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HARD
6+ SURYIVORS
190 MINUYES

A6

SPECIRL RULES

Trick or treat! Put aside the following cards before begin-
ning the Mission:

- Aaahh! x3

- Chainsaw x1

- Shotgun x1

- Sub MG x1

Each card is dealt face down and randomly under each red
Objective token. They’re Halloween surprises for you to enjoy!
Ready for a trick or treat?

Each red Objective token gives 5 experience points to the
Survivor who takes it, and the matching Equipment card is
revealed.

If a weapon is revealed this way, TREAT! The Survivor gets the
weapon (the Matching Set! Skill works for the Sub MG) and
can reorganize his inventory for free.

If an Aaahh! card is revealed instead, TRICK! Immediately
draw a Zombie card to spawn Zombies in the Zone where the
Survivor stands.

Amy’s secret ingredients. The building’s doors in 6B and
5D are open. Taking the green objective give 5 experience
points to the Survivor who takes it, as he finds the ingredients
required for Amy’s secret cakes.

Mainframe madness. Roll 3 dice after completing each
Spawn phase on the Zombies' Turn.

- On a double, flip all door tokens on the tiles that match the
number (for example: double 6 = flip both door tokens on the
6B tile; double 5 = flip the door tokens on 5C, 5D and 5E).
Obviously, the 7B tile is never affected. Opening a door of
a completely closed and empty building results in a Zombie

Police Car

VVVVVVVVVVVVVVYVYYY

Pimpmobile door

SpawnZono

spawn, as if a Survivor just opened it for the first time, even if
the building had already been opened. No spawn is resolved
if a Survivor or Zombie is still in the building. Zombies trapped
in a closed building move as if the doors were all opened, but
stop by the closed doors.

- On a triple, Jack appears (see below).

The whole block was Jack’s cage and we freed it. If a
triple is rolled for a “Mainframe madness” test, any Abomina-
tion on the board is now invincible until the end of the game.
Even a Molotov can’t take it down. If there’s no Abomination
on the board yet, just place one on the Exit Zone. Jack doesn’t
need to run, honey, he'll catch you sooner or later. Unless the
Keymaster (see below) has anything to say about it...

The Keymaster. The building on the 7B tile hosts the main-
frame for the whole block. Taking the blue objective gives 5
XP to the Survivor who takes it. First good news: from now
on, you no longer roll for "Mainframe madness". Second good
news: spending an Action with a Survivor standing inside the
mainframe building allows the player to flip a single door to-
ken of his choosing anywhere on the board. This task can be
done multiple times in a turn but is forbidden if any Zombies
stand in the mainframe building. Discover unlimited power!

You can use cars.

You can Search each pimpmobile only once per game.
They contain either Ma’s Shotgun, or the Evil Twins (draw ran-
domly). Only the weapons that have not yet been taken can
be inside them. When there are no more...there are no more.

5XP.Red 5 XP.Green 5 XP. Blue
objectives  objective  objective

+

Keymaster

door



We found an abandoned shelter. It needs some
work to offev the proper protection and sufficient.
if not guite comfortable. living conditions. The fivst
step isio clean the survounding avea of any zombies.
I the opportunity arises. Weql also salvage boavds,
duct tape. pails. tools and anything that could be of
use fov our newfound haven.

We have an urgent matter vight now: a police car
siven just stavted wailing a few blocks away. Time to
move uhless all zombies shamble to our ?osi‘h'oh!

You will need the following tiles for this scenario: 5B, 3C,
1B & 2C.

0BJECTIVES

The cleaning operation has two steps:

e Cleaning operation. Search each house for spare parts. A
red “X” has been set in each area to be searched. Take all
the Objective tokens.

e Back to shelter! When objective #1 is complete, reach
the Exit Zone with all Survivors. Any Survivor may escape
through this Zone at the end of his turn, as long as there are
no Zombies in the Zone.

SPECIRL RULES

¢ Police siren. The police car’s siren is still working. At the
beginning of the game, it’s on. Any Survivor standing in the
police car Zone can spend an Action to switch the police
siren on or off. As long as the siren is on, the blue Zombie
Spawn Zone is active and three Noise tokens are put on the
police car token. These Noise tokens stay on the car token
even if it’s driven around. They aren’t cumulative if the siren
is switched multiple times in a single turn and are removed
only if the siren is switched off.

e Alarm! Red Objectives tokens mark the places where the
spare parts can be found. Each Objective token, either red
or blue, gives 5 experience points to the Survivor who takes
it.

Put the blue-sided Objective token randomly among the red
Objectives, with the blue face down. It stands for a house
alarm triggered by accident. The blue Zombie Spawn Zone
becomes permanently active when the blue Objective is
revealed. In this case, switching off the police siren doesn’t
disable the blue Zombie Spawn Zone anymore.

® You can use the police car.
¢ You can Search the police car more than once per game.
Draw cards until you find a weapon. Discard the other cards.

The Aaahh! cards trigger the appearance of a Walker as
usual and interrupt the Search.
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Aa INEXORABLE

HARD / 6+ SURVIVORS / 90 MINUTES

Josh went scouting and is coming back with bad
news. The block we ve in held the line against zombies
-‘mf some time. In the end. the muld’ioh lost and
the Mirkborl\ool is pow vuled by an Abomination.
Tough luck: the mopster saw Josh. Tougher luck: it
comes right at us and we have nothing ¥o kill it The
best : it's vallying all zombies in the vicinity.
Ready to viumble?

I#'s been & long time since I listen to a song.

Tiles needed: 2B, 2C, 3C, 5C, 5D & 7B.

0BJECTIVES

Kill the Abomination and get out of here. Accomplish these
tasks in the right order to win the game.

1- Kill the Abomination. The Molotov Cocktail built with
Gasoline and Glass Bottles will help.

2- Reach the Exit Zone with at least one Survivor per
player. Any Survivor may escape through this Zone at the
end of his turn, as long as there are no Zombies.

SPECIAL RULES

» Scattered armory. Before the game begins, put aside the
following cards: Chainsaw, Gasoline, Glass Bottles, Shotgun,
Sub MG. The garage on tile 3C hold a Gasoline card that can
be taken as an Objective (with no experience gain).

* Objectives. Put the blue and green Objectives at random
among the red Objectives. Each Objective gives 5 experience
points to the Survivor who takes it.

- Taking a red Objective gives a Chainsaw, a Shotgun or a
Sub MG (draw at random among the cards put aside). The
Inventory can then be reorganized. The Matching set! Skill
applies when a Sub MG is acquired this way. Owning a Flash-
light doesn'’t allow the drawing of two cards.

- Taking the blue Objective grants an Equipment in the same
way as above but triggers an alarm. The blue Spawn Zone is
then activated.

- Taking the green Objective grants a Glass Bottles card.

* Inexorable. Place an Abomination on the Exit Zone at the
beginning of the game. Zombie cards spawning an Abomi-
nation spawn a Fatty and its two Walker escorts instead,
even if the Abomination is eliminated.

* You can’t use cars.

* Pimpmobile. The pimpmobile can be searched only
once. It contains either the Evil Twins or Ma’s Shotgun (draw
randomly).

» Police car. You can Search the police car more than once.
Draw cards until you find a weapon. Discard the other cards.
The Aaahh! Card triggers the appearance of a Walker as
usual and interrupts the Search.




KEEPSAKE

Ag JUNGTION

EASY / 6+ SURVIVORS / 60 MINUTES

We made veally stupid things at first. like vowing
Yo " protect” civilians. We ie}ind as civilians * the
ones who didn't take arms to defend themselves.
Easy prey for zombies. we ‘kugH'. We finally
undevstood a " civilian~ was just an unbovn zombie,
not infected yet. but soon-to-be.

To keep this important lesson. we vegularly go into
some kind of tvaining grounds we called Keepsake
Junction. We select a beautiful junction. ‘We make
lots of noise o lure zombies and we do our best +o
“hold the line " as lona as we can. When we ve about
to break, we ae‘f gu‘l'- tthis very moment we say the
vitual sentence: “that was plainly dumb..

Tiles needed: 1B, 2C, 5C & 5F.

Ul "Ii||‘|!|li|!'|ﬁ'!“'I'-Z"':."|||->l"|"
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OBJECTIVES

Accomplish the following tasks in this order:
1- Take all Objectives.
2- Get to Red Level with at least a Survivor.

SPECIAL RULES

e Hey, I found a ghetto blaster! Each Objective gives 5
experience points to the Survivor who takes it. Put the blue
Obijective at random among the red Objectives. The blue
Spawn Zone is activated when the blue Objective is taken.

* You can use the police car.

e You can Search the police car more than once. Draw cards
until you find a weapon. Discard the other cards. The Aaahh!
card triggers the appearance of a Walker as usual and inter-
rupts the Search.




A10: cass”

This is only a *ing town but i has
not been plundeved yet because it s
swavming with zombies. Moveover, theve
ave two gas stations. The cavs heve may
be functionnall

It sounds good. because I need a break.

Tiles needed: 3B, 3C, 4B, 4C, 4D & 4E.

0BJECYIVES

Accomplish the following tasks in this order:

1- Gather supplies. Take all Objectives.

2- Find some food. Collect at least one supply
card per remaining Survivor. The supply cards can be either
Canned Food, Rice or Water cards.

3- Keep on moving. Reach the Exit Zone with the remain-
ing Survivors in one or more cars. A Survivor may escape
through this Zone at the end of his turn, as long as there are
no Zombies. Gather the Equipment cards and Survivors that
escaped: you win if you have at least one supply card per
remaining Survivor.

SPECIAL RULES

» Batteries! Clothes! Toothpaste! Each Objective gives 5
experience points to the Survivor who takes it.

* Enter the pimpmobiles. Cars can enter the garage Zones
if the two corresponding garage doors are opened. Cars
can’t go in other building Zones.

* You can use cars.

* Pimpmobile. Each pimpmobile can be searched only
once, It contains either the Evil Twins or Ma’s Shotgun (draw
randomly).

JOMBICIDE - COMPENDIUM # i




A1 secee

Our secvet for suvvival 7 Ma's vecipe. Ma’ is Ned s
mother. She taught him man use-}::i things about
survival, even if I admit the method fo eat [avvae was
a |#HHe Yoo much. She also left her secvet vecipe for
the ultimate weapon: Ma's Shotgun. Of couvse Ned
forgot everything but his mother left the vecipe in..
in her kifchen? Or in a case, at the full-contact club
she was training in. O it could be at the neighbor s,
next door. or she gave it to the cashier who helped
her with the shopping...well. you know Ned. The kind
of guy o -forﬁe‘l‘ his bunker keﬂi on the inside.

We ve on the way to explove the whole street where
Ma’ used to live to get her " vecipe .

Tiles needed: 1B, 1C, 2B, 2C, 5B & 5D.

0BJECTIVES

Accomplish the following tasks in this order:

1- Where is this damn recipe? The recipe is figured by
the blue Objective, hidden among not-so-useful things: red
Objectives.

2- Build Ma’s Shotgun! See special rules.

3- On the move! After building Ma's Shotgun, reach the Exit
Zone with all remaining Survivors. A Survivor may escape
through this Zone at the end of his turn, as long as there are
no Zombies.

SPECIAL RULES

* Looking for Ma’s recipe. Each Objective gives 5 expe-
rience points to the Survivor who takes it. Put the blue at
random among the red Objectives. Once the blue Objective
has been found:

- The blue Spawn Zone activates.

- A Survivor whose Inventory holds at least a Sawed-Off
and a Machete can spend an Action to build Ma's Shotgun.
Discard the Sawed-Off and the Machete cards and give
him Ma's Shotgun card. His inventory can be reorganized
for free. There can be only one Ma’s Shotgun in play at any
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A1 2 ALICIA

MEDIUM / 6+ SURVIVORS / 90 MINUTES

As fime went by we gvew accustomed to the
velentless MM«NV\Q of zombies acvoss town. We weve
faking a break in the shelter when baby cries weve
suddenly heard. The zombies went silent all at once
and we weve able to pinpoint the location wheve
the cvying was coming from. After an absolutely
chilling moment. all the infected howled.

Now we know zombies ave all converging on the block
the cvy came from. Theve s no time to waste.

This is a NQH‘m:.re.

Tiles needed: 1C, 2C, 3B, 5B, 5C, 5D, 5E, 5F & 6B.

OBJECTIVES

Save little Alicia! To win the game, accomplish the following
tasks in this order:

1- Find the blue Objective. It
is the key to the blue door.

2- Find the green Objective.
Congratulations, it’s a girl!

‘3- Reach the Exit with Alicia
and at least one Survivor
per player. A Survivor may
‘escape through this Zone at
the end of his turn, as long as
‘there are no Zombies.

SPEGIAL RULES

* Objectives. Each Objective
gives 5 experience points to
the Survivor who takes it. Put
the blue Objective at random
among the red Objectives.

- The blue door can be opened
once the blue Objective has
been taken.

- Taking a red Objective allows
to draw Equipment cards until
you finds a weapon for the
Survivor. Ignore and discard
other cards (even the Aaahh!
cards). The Survivor's inven-
tory can then be reorganized
for free.

e Closed rooms. Some building Zones are isolated by
doors. They are considered as separate buildings when
spawning Zombies. Do not spawn Zombies when you open
the room with the green Objective.

* Random invasion. The Spawn Zones are numbered from
1 to 6, going clockwise from the blue Spawn Zone. Don't
resolve the Spawn phase as usual. Instead, roll 4 dice and
resolve the Spawns in the matching Zones, in ascending
order. A single Zone can spawn multiple times during the
same turn.

1
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NOTE: You may change the number of dice rolled to
adjust the difficulty and average game time.

Easy: 3 dice / 60min

Hard: 5 dice / 150min

* Alicia. The green Objective is the 4 months old Alicia.
The toddler uses the Loud Skill at the end of each Players’
Phase. The Zone where Alicia is discovered doesn’t contain
Zombies when opened. It's too late to save her mother,
but the little girl is alive and kicking. The Survivor taking
the green Objective takes the baby, gaining 5 experience
points. Featured as the token itself, Alicia takes a slot in the
Inventory but is not considered as an Equipment. Of course,
she keeps on using the Loud Skill at every Players’ Phase.
Survivors can trade the token as they would with an Equip-
ment card. The game is lost if the Survivor holding Alicia is
eliminated.

* You can’t use cars.

¢ Pimpmobile. The pimpmobile can be searched only
once. It contains either the Evil Twins or Ma’s Shotgun (draw
randomly).

{OMBICIDE

M_. 7 E’:{T iéth

R 1 sericko

HARD / 6+ SURVIVORS / 180 MINUTES

A few weeks ago. speaking about the way we all see
our futuve lives, Phil talked about his wish +o build
& survivors community. United we stand. so he says.
We all thought about i+ and would like +o aive
it a tva. D'osa spotted an old block planned for
J.erl‘ruciioh. The ex?losi\fes weve set when zombies
came and caught the city off-guard. Using the
explosives. we could destvoy the main accesses and
secuve a wide avea. Wide enough for many people
to gather and build a giant shelfer. Vt'i'l\ghme. 3 g
could even furn to some kind of village...

Tiles needed: 1B, 1C, 2B, 5B, 5C, 5D, 5E, 6C & 7B.

OBJECTIVES

Secure the block in an spectacular way. To win the game,
complete these steps in order:

1- Set an explosive charge in every Spawn Zone. To do
so, bring a red Objective token to each Spawn Zone. You
can also destroy Spawn Zones with Molotov Cocktails!

2- Set the detonator. Destroy all Spawn Zones, either by
using the detonator (green Objective) or Molotov Cocktails.

3- After the block goes boom, time for zombicide. The inva-
sion areas are out, clean the board of any remaining Zombies.

SPECIAL RULES

* Explosives. Each red Objective is an explosive charge and
gives 5 experience points to the Survivor who takes it for the
first time. Each may be carried around and played like an
Equipment card. A Survivor may drop explosives charges
he carries for free: put the Objective token(s) in the Zone the
Survivor stands in. They can be taken again later (without
experience gain).

¢ Detonator. The green Objective features a remote detona-
tor set in a police car. It travels around with the police car.
A Survivor has to be in the police car to take it.

Taking the green Objective gives 5 experience points to the
Survivor and immediately blows the explosives. Resolve
these effects in order: '

1- Molotov explosion in every Zone where a red Objective (or
a Survivor holding such a token) is.

2- Remove any Spawn Zone token where a red Objective (or
a Survivor holding such a token) is.

3- Remove all red Objective tokens.



* Denying access. Any Spawn Zone can be disabled by
explosive or by throwing a Molotov in its Zone. Even if explo-
sives are lost, set elsewhere or wasted, the game can still be
won! Remove disabled Spawn Zone tokens.

* Blue clockwork. The blue Spawn Zone is the first to
spawn. Then spawn clockwise, as usual.

* Industrial custom armory. The workers put a fight before
turning into zombies. Before the beginning of the game, put
aside the following four Equipment cards: Evil Twins (x1),
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Ma’s Shotgun (x1) and Molotov (x2). Deal them randomly
and face down in each Zone marked with a “1”, The first
Search resolved in such a Zone gives the matching card.

* You can use the police car. The green Objective travels
with it. You can Search the police car more than once. Draw
cards until you find a weapon. Discard the other cards. The
Aaahh! cards trigger the appearance of a Walker as usual
and interrupt the Search.




REMOTE

A1 4 GONTROL

HARD / 6+ SURVIVORS / 120 MINUTES

We have fourd a place {ull of electvic lights. We don '+
know how it can still be working and we don + cave. Tt
could be a pevfect place to res+ as long as theve is power.
‘We have Jusl’ MTH‘!! problems to solve fivst: theve is
a fast food full of roH‘eh burgers which attvacts lots
of zombies. and the building we want is closed with
some electvically actuated door. Ovdinavily, it would
ohly means “come in, it's open . but since theve is still
power here, we must find a way ‘|'o make the door open.

Tiles needed: 1B, 1C, 2B, 4B, 4C, 4D, 4E, 5F & 6C.

0BJECTIVES

Good things are never easy to get. But if you follow the plan,
you'll get what you want:

1 - Find the green electronic key. The door is electrically
actuated with a remote control. Fortunately for us, someone
left the building while he was bleeding. Since zombies don't
open doors, Ned thinks it was a living person. Amy is sure
that anyone losing so much blood can’t have gone far away.
What remains of the corpse lies in the area. There is red “X"
where zombie feasts’ leftovers can be found. Objectives can
still be taken after the green one has been found.

2 - Open the green door and burn the fast food. Use the
green key to open the green door. Also use a Molotov cocktail
in the fast food Spawn Zone (the blue one). It hasn’t to be done
in this order. You can first burn the fast food if you prefer.

3 - Clear it out! The southern building must be cleared. You
win if the building with the green door contains no Zombies.

SPECIAL RULES

* Searching the Zombie feasts’ leftovers. It's disgusting,
but it has to be done in order to find the green key. Put the
green Objective randomly among the red Objectives, face
down. Each Objective gives 5 experience points to the Sur-
vivor who takes it.

¢ Electrically actuated door. The
green door cannot be opened
until the green Objective has been
taken. Once this Objective has
been taken, any Survivor can open
(not close) the door for free, without
spending an Action, from anywhere
on the map. Remote control power!

® Burn the fast food. When a Sur-
vivor throws a Molotov Cocktail in
the Zone where the blue Spawn
Zone is:

1 - The blue Spawn Zone is re-
moved from the game.

2 - This Survivor receives the
blue Objective and gains 5
experience points. This is the only

way to take the blue Objective.

o Zombie fast food. The blue
SpawnZone is active from the start.

* Cooking team. The cook and his
two waitresses are still at work. At
the beginning of the game, place a
Fatty and two Walkers in the Zone
marked on the map.



ﬁﬂﬁ * What a rumpus. The hurricane triggered both cars’ alarms.
_ Put 2 Noise tokens, plus 1 per Surviveor, in the indicated
cn ASH Zone. These tokens aren’t removed (even if a Survivor dies).

HARD / 6+ SURVIVORS / 120 MINUTES e The hurricane wrecked these cars. You can't Search nor
drive them.

We easily forget zombies aven + the only threat we
have o ?u:e. even if we meet them daily. Theve was
a hurvicane last night The wind blew of{ some voofs
and billboards. One of the latter fell on a paiv of cavs
cvashed on a cvossvoads. Both theiv alarms +vi geved
and ave pow making a poise so loud it luves all zombies on
the block.. This is The perfect time to guietly loot the
survoundings and buvin an entive zombie cluster. We just
have to find stuf{ +o make a Molotov cocktaill

Tiles needed : 1B, 5B, 5C, 5D, 5E & 7B.

0BJECTIYES

Here’s the plan, victory relies on you. To win the
game, complete these steps in order:

1 - Search all buildings on the block. Zom-
bies are stupidly staring at the cars and are
fascinated by the noise. Seize this opportunity
to explore the surroundings. There is a red “X”
in all Zones containing something useful: clean
clothes, medical supplies, spare batteries, etc.
Take all Objectives.

2 - Torch the zombie crowd. All these zombies
gathered around two cars are too tempting tar-
gets. Moreover, the crowd may turn to a riot by
the time the batteries are out. No one wants a
zombie riot, this is too dangerous. Throw a Molo-
tov on the Zone containing both cars. Of course,
you have to assemble it first.

SPECIAL RULES

* Don’t spoil the party! You can’t fulfill the
second objective before the first. That means
you can throw a Molotov in the cars’ Zone only if
you took all Objectives first. On the other hand,
you're free to use any other weapon on the Zom-
bies piled here.

* The audience is already here. Many
infected gathered around both cars. Before
the beginning of the game, put 1 Abomination,
3 Fatties, 4 Runners and 10 Walkers in the
indicated Zone.

* Method leads to success. Each Objective gives
5 experience points to the Survivor who takes it.



'JOF TENTS

MEDIUM / 6+ SURVIVORS / 90 MINUTES

An emevgency vefugee camp set up in a vemote
street. A sea of tents, appavently untouched, in
which only the wind moves. We hope i might house
lots of ih‘|‘eres‘|’iv\9 loot. On the o‘|'£er hand. if this
place wasn '+ plundeved long ago. I can see only one
veasop: it's filled with zombies. Let's explove, and
then we'll find out what to do.

Material needed: Season 3: Rue Morgue.
Tiles needed: 1R, 4V, 5R, 6V, 7R & 8R.
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0BIECTIVES

Scavenge the area. Reveal all tents and triggers. The Missjon
succeeds as soon as the last trigger or the last tent is revealaq,

SPECIAL RULES

¢ A sea of tents. Set the tents randomly.

e Zombie watchers. The Zombies are waiting for a free and
easy meal. The blue and pink Spawn Zones aren’t aciive
until the corresponding door is opened.
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7A STUPID BET

MEDIUM / 6+ SURVIVORS / 60 MINUTES

“T'll bet you my last chocolate bar that we can kill
the A-Bomb lurking in this hospital befove nooh.

"Look, we alveady came ‘H\rouak heve. Theve is po
A-Bomb!”

"So. easy mohey, then. ngk‘l‘?
This exckuhﬁe stavted us on the most stupid bet we
could imagine. Now we ave locked up in u hospital
with an A-Bomb abomination on our Iml Just avead‘

Material needed_: Season 3: Rue Morgue.
Tiles needed: 1V, 2V, 4V & 5V.

OBIECTIVES

1 - Kill the A-Bomb and find the blue key. You choose
the order, but you can't exit without the head of this
Abomination.

2 - Save your life. Reach the Exit Zone with at least one
Survivor. Any Survivor may escape through this Zone at the
end of his turn, as long as there are no Zombies in it.

PECIAL RULES

* Where did we come from? The player starting area can
be located on any Event trigger. Choose the one you prefer.
Before the first Players’ Phase:

- Reveal the Event trigger chosen as the player starting area
and Spawn Zombies.

- Set the A-Bomb on the Spawn Zone closest to the player
starting area.

* Zombies everywhere! Any revealed Event trigger is set
back to its unrevealed face whenever there are no Survivor
on its tile. It can be triggered again!

E e . ¢ Pleasant surprises! Put
g gll the blue and the pink Objec-
tives randomly among the
red Objectives, face down.
Once the blue Objective has
been revealed, the blue door
can be opened. The Survivor
who takes the pink Objective

receives the Nailbat.

e It could be useful. Each
Objective gives 5 experi-
ence points to the Survivor
who takes it.

d

D_ﬂﬂl‘ :

Event
trigger

i]2]3]
§4]5]6]

Spawn locators

Spawn Zone




€D SANTA
@ HUNTING

HARD / 6+ SURVIVORS / 180 MINUTES

B

Chvristmas came and went. T+ was gloomy, clammy, and
the pudding was overcooked We decided to fight back,
as post-Chvistmas blues weve threatening to overwhelm
us. We must sette the scove with our bad Christmas.
Actually, we know a mall in a vemote location that is

{ull of zombies, including “exotic” ones-like a bevserker ’hﬁ |
Abomination and toxic zombies. Nobody has plundeved o il |
this place, so i's probably full of nice “gifts'. staﬂi:‘;e;rea 8?50')'(?,)5 |
We ave going fo take down our Abomination Santa, :
his toxic elves, and plunder his Novth Pole. Sapta has 1) IR
{orgotten us? Revengel Tt's time fo go Santa hunting! Pa'sGun  Barricade  Mall door
Material needed: Season 2: Prison Outbreak, Toxic City Mall. | o - - m ‘
Til ded: 2M, 5M, 6P & 15P. . . i § :

o e cunblade  NORRN MR Attt |

X2 Spawn Zones 3

OBJECYIVES :

R YT

We've got a list, and we’ve
checked it twice, of objec-
tives to complete in any
order we like.

- Kill Santa. For today, this
is a Berserker Abomination.
- Get the elves. Kill 12
Toxic Zombies.

- Plunder the North Pole.
Take all the Objectives.
After that, we can consider
ourselves avenged!




SPECIAL RULES

* A hazardous celebration. Each Objective gives 5 experi-
ince points to the Survivor who takes it. Put the blue, green,
iolet, white, and yellow Objectives randomly, face down, in
he Zones indicated on the Mall tiles only (2M and 5M).

The colored doors cannot be opened until the correspond-
1g Objectives have been taken. (Note: The yellow Objective
loes not have a corresponding door that it unlocks.)

Each time a colored Objective is revealed, activate the cor-
esponding Spawn Zone. Flip the Spawn Zone token to its
ed side. Spawn Zombies only on red Spawn Zones. At the
yeginning of the game, only one Spawn Zone is active!

¢ Getting the twelve elves. Running out of Toxic Zombies
doesn’t grant them an extra Activation. Put killed Toxic Zom-
bies on their assailant’s ID Card to track their number. Don’t
go over a total of 12. Don’t remove them until the end of the
game, even if you lack Toxic Zombie miniatures.

* Yes, I’ve been a good kid this year. Set Pa’s Gun and
both Gunblades on the marked areas on the map. Any Sur-
vivor can spend an Action to pick them up while in the same
Zone, as long as there are no Zombies in the Zone. This is
not a Search Action.



Material needed: Season 2: Prison Outbreak.
: 9 Tiles needed: 6P, 9P, 11P, 12P, 14P & 16P.
' 7 | | oIl
| PSYCHIATRICS osiermves

HARD / 6+ SURVIVORS / 120 MINUTES
Something will come out of this mess. Here is the plan:

The fivst part of our plan wovked Just fine. but 1 - Open the yellow door. You can either use the yelioy
The second, easier part of our plan became an epic  Switch or find the yellow key.
{ailuve. We left our cavs pear a fsgckia+ric hospital 2 - Grab the restricted medical stuff. These are indicated by
that seemed almost intact and veady for plunder.  the blue and green Objectives. You'll have to use both the purple
We thought it would be easy to find some medical and the white Switches to open the doors leading to them.
stuff heve. We don 't usually hang avound hospitals, 3 - Get back home. Reach the Exit Zone with all Sur-
as these places ave hell on Earth, but we felt a vivors. Any Survivor may escape through this Zone at

sychiatvic one would be less crowded. the end of his turn, as long as there are no Zombies in it.
S'url' as weve approaching, we woke a zombie hovde.

We decided to face it in a place of our ckoosiv\ﬁ,

somewhere easy to defend: the psychiatvic hospital. %ﬁ* | & i
When we veached i, we found it wasn't as emﬂ'g s Spawn £ :
as we thought. We have a good solution for that, sta:l::!;e;rea ] Zone: & |
however: Zombicide! ‘ Doors PRl i

NIl
. . - Exit Zone d
- Medical stuff G sl
RRRtcies (5XP)  Cells doors

YYVVYVYVVVVY)
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SPEGIAL RULES

¢ Medical stuff. Always useful. Each Objective gives 5
experience points to the Survivor who takes it.

* One way to open the yellow door. Put the yellow Objective
randomly among the red Objectives, face down. Once the yel-
low Objective has been taken, the yellow door can be opened.

¢ An unpredictable door system. Put the yellow Spawn
Zone randomly among the red Spawn Zones, face down.
Once the yellow Switch is activated, flip all Spawn Zones
and remove the yellow one.

e Switches! Each Switch can only be activated once.

- Activating the violet Switch opens the violet doors (the
prison main entry door, the standard violet door, and the
violet cell doors). The Survivor activating this Switch also
takes the violet Objective and gains 5 experience points.

- Activating the white Switch opens the white doors (the
white cell doors and the standard white door). The Survivor
activating this Switch also takes the white Objective and
gains 5 experience points.

- Activating the yellow Switch allows the yellow door to be
opened. It doesn’t grant experience points.

® Our escape cars. They can be driven. The pimpmobile
and the hippiemobile can be Searched only once. Each
contains a Gunblade.




) BACK
UIN TOWN

MEDIUM / 6+ SURVIVORS / 180 MINUTES

TIt's been months sipce we came heve. We ex?loreal.
the whole place, zombicided evevything, then moved
on. Now we 've back, and I wonder what awaits us.
I vemember that I left two paivs of socks, almost
new... somewheve. Let’s explove this flace!

Material needed: Season 1, Toxic City Mall.
Tiles needed: 3C, 3M, 4B, 4M, 5D & 5E.

OBIECTIVES

Exploring this place shouldn’t be too difficult. We’ve done it
before. There is agreat “X” in each area. Take all Objectives.

SPECIAL RULES

e Things that have to be done. Each Objective giveg 5
experience points to the Survivor who takes it.

* Event triggers. A tile displaying an Objective only spawng
Zombies the first time a Survivor stands in one of its building of
indoor alley Zones at the end of an Action. The Survivor receiveg
the Objective to indicate that the tile has been re-explored. Dont
spawn Zombies inside the building Zones of this tile when g
door leading into it is opened—spawn Zombies when a Survivor
steps inside the tile.

° Remember why this place was closed? Put the blue anq
the green Objectives randomly among the red Objectivas,
face down. When a Survivor takes the blue or green Objec-
tive, the corresponding Spawn Zone activates. Flip it on itg
red side to remember it.

e Batteries are long dead. You can’t use cars.

i * Locked! And no one remembers where we hid

the keys. The blue and the green doors can’t be
opened.

e Yeah! My old pimpmobile! | remember | left
some stuff in the trunk... Each pimpmobile can
be searched only once. It contains the Evil Twins or
Ma’s Shotgun or Pa’s Pistol (draw randomly).

the other cards. The “Aaahh!” card triggers the
appearance of a Walker as usual and interrupts the
search.
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* Phil’s car. You can search a police car more than
once. Draw cards until you find a weapon. Discard _’




HARD / 6 SURVIVORS / 180 MINUTES

T have counted. I can prove il It 'sbeen exactly ONE
YEARI since my last hot bath. Don + misundevstand:
I m ot divty and stinking like some zombie. T wash
mysel{, but theve s a diffevence between a hot bath
and a cold shower in a develict bathvoom, with
what's [eft of stagnant water from the pipes and
watev balloon. So, this time, I 've J.ecid.eI Io head

for a pearby hammam. Theve ave plenty of solar
panels on the voof, so theve's a chance we can find
some hot water. Who's with me?

Material needed: Season 1, Season 2: Prison Outbreak.
Tiles needed: 2C, 3P, 4D, 5B, 5C, 6P, 7B, 14P & 18P.

OBJECTIVES

A plan just to take a bath?!? Yes we can! Here it is:

1 -Find the keys of the hammam. There are two doors, and
you need both keys, because you’ll probably have to escape
through the door you didn't use to enter. Search the small
buildings until you find the blue and the green Objectives.

2 - Take your hot bath until you feel clean and refreshed.
Each Survivor must stand on one Objective (in the Hammam)
until he reaches the red Danger Level (see Special Rules).

3 - Continue your adventures. Reach the Exit Zone with all
the Survivors. Any Survivor may escape through this Zone
at the end of his turn, as long as there are no Zombies in it.

i

. Player
starting area
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SPEGIRL RULES

* The place is devastated. Don’t expect to find anything
there. The Player Starting Area can’t be Searched.

* Keys to (bath) heaven. This place has some small insta|-
lation for the staff. We will probably find the hammam keys
there. In the small buildings on tiles 3P, 5B, 5C, and 18P, put
the blue, green, violet, and yellow Objectives randomly, face
down. Each of these Objectives gives 5 experience points ig
the Survivor who takes it.

e Don’t worry about the camera. Who could be watch-
ing? Each time a colored Objective is revealed, activate the
corresponding Spawn Zone(s). Flip the Spawn Zone token(s)
to its red side. Only spawn Zombies on red Spawn Zones. At
the beginning of the game, only one Spawn Zones is active!

* Locked with strong doors. The hammam has strong
doors. Don’t try to open them without the keys. The blue
and green doors cannot be opened until the corresponding
Objectives have been taken.

¢ Taking a hot bath. A Survivor standing in a bathroom Zone
(Zones with red Objectives in the big building) may choose
to take a bath. Only one Survivor can take a bath at a time in
each Objective. Once he has begun, he can’t do any Action
(even fighting) except for bathing: he receives 5 Experience
points per Action used this way. Once the bathing Survivor
has reached the red Danger Level (or if he’s already at the red
Danger Level), remove an Objective in the Zone. The bath is
finished; the Survivor can be played as usual.

* Batteries are long dead. You can't use cars.

and the hippiemobile can be searched only once. They con-
tain the Evil Twins or Ma’s Shotgun or or a Gunblade (draw
randomly).

il St e




CORPSE
. PILES

MEDIUM / 6+ SURVIVORS / 90 MINUTES

This block seems untouched and full of promise. We
have seen an avimovy a gavage some intevesting
shops, and nothing has been plundeved yeH And the
damn hospital is why Emevgency plans vequived the
inhabitants to euH\er heve, apd lots of people followed
the plan with obvious conseguences: zombies evevywheve.
Now; each voom and covvidor in this place is piled with
covpses. Some of them hide zombies. We must kill them
all if we want $o get a nice shopping pavty. And believe
me, &t only sounds simple. ‘We ave going o have a hell

of a day.

Material needed: Season 3: Rue Morgue.

- Tiles needed: 1V, 2V, 4V & 5V.

OBIECTIVES

Check all corpse piles and kill anything that moves. The Mis-
sion succeeds as soon as the last Spawn Zone is removed
(see the Special Rules).

SPECIRL RULES

e Don’t check these corpse
piles. I've seen something
moving! Upon drawing an extra
activation card, flip any revealed
Event Triggers on tiles where no
Survivor stands to their unre-
vealed side. These Event Triggers
can be activated again as soon
as a Survivor ends a Move Action
on their tiles’ surface. Oh yeah!

{OMBICIDE - COMPENDILM #

* Piles checked! As soon as the last Zombie is killed or
Moves away from a tile with a revealed Event Trigger, remove
the Event Trigger and the Spawn Zone from the tile. Set the
matching Spawn Locator(s) on another Spawn Zone of your
choice. When the last Spawn Zone is removed that way, the
Mission succeeds.
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MEDIUM / 6+ SURVIVORS / 90 MINUTES

We had a beginning of a clue, and everything Material needed: Season 3: Rue Morgue.

went mad. ‘We must find the-the thingy. The Tiles needed: 1R, 4V, 5R, 6V, 7V & 9R.

thingummy. The thingamajig. Whatever. Tt's

probably somewheve heve, in a building ov a tent: IepIiT

Or in the hospitall I it's in the hospital, we will NBIECTIVES

have fo use the chopper to veach the ‘;\osfﬂ'al key,

but a -(lgt'ha helicopter makes a hell of a poise. Find the...the thingy. The Mission succeeds as soon the pink
We didn'+ scout Ike avea and don't veally know  Objective is taken. You might have to fly the helicopter to the
the best entvy point for this opevation. What we've  helipad in order to open the hospital door (the blue one).
looking fov. however, is veally important!
At least the zombies won '+ see us coming.

SPEGIAL RULES

* Not what we’re looking for, but usefy|
anyway. Each Objective gives 5 experience
points to the Survivor who takes it.

* Mysterious camp. Set the tents randomly.

¢ Undefined entry point. There is no Player =
starting area on the map. Roll a die. The
Survivors begin the Mission on the matching
Spawn Zone.

e THIS is what we’re looking for! Put the
pink Objective randomly among the seven
red Objectives, face down.

¢ Quarantine. The blue door cannot be opened
until the blue Objective has been taken.

Hospital Objective Event
key (5 XP) (5 XP) trigger

< L2
! Spawn Zone ‘ no ‘ E
| 4 Spawn locato
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HARD / 6+ SURVIVORS / 150 MINUTES

As usual, +his hospital is a zombie Immalise. The mm

covpses ave completely desiccated, and you can hear
the moaning from a mile away. It's like old leather
cveaking. Tﬂe noise is slowly dviving us mad, so we ve
going to stop it. The hospital will buvpl

Material needed: Season 3: Rue Morgue
Tiles needed: 1R, 2V, 3V, 6V, 7V & 8R.

0BIECTIVES

Arson is a perilous activity, especially in a world without fire-
men. So here is the plan. Try to follow it carefully.

1 - Find the keys to the hospital’s doors and use them.
The places where they could be are marked with a great red
“X". Take the Objectives until you find the blue and the pink
ones. Use them to lock both hospital doors.

2 -~ Fill the hospital. Kill Zombies until there are no Zombies
on the board except in the hospital. Victory! Your team sets
the hospital on fire and walks away, enjoying the silence.

~ LaGuillotine -
- _ABomb  Spawn
AL | L o

SPECIAL RULES

e A very special patient. Before the game starts, set the
A-Bomb Abomination in the marked Zone.

e Who dropped this? Before the game starts, set La Guil-
lotine in the marked Zone.

¢ The hospital keys. Put the blue and the pink Objectives
randomly among the red Objectives, face down.

e Nothing useless. Each Objective gives 5 experience
points to the Survivor who takes it. They still can be taken
after the blue and pink Objectives have been found.

¢ Hospital closing. Once the blue Objective has been taken,
any Survivor next to the blue door can spend one Action to
open or close it. Once the pink Objective has been taken,
any Survivor next to the pink door can spend one Action
to open or close it. No Equipment is required. Opening the
hospital again doesn’t spawn Zombies.

e Zombies knocking at the door. When the blue door is
closed, the blue Spawn Zone activates. When the pink door
is closed, the pink Spawn Zone activates. When Spawn-
ing, begin with these Spawn Zones (if they are activated, of
coursel), and finish with the ones with Spawn locators.



‘THE TUNNEL
PART 1

MEDIUM / 4-8 SURVIVORS / 180 MINUTES

We don't know who dug this funnel, and that's
quite ivd‘n‘a? ing. We've going down to get answevs.
Who kpows? Theve might be survivors oh the other
side. A\ shelter, friends pevhaps... maybe even food!

Material needed: Season 3: Rue Morgue, Angry Neighbors.
Tiles needed: 1R, 3R, 4R, 6R, 10R & 11V.

I

Y
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OBIECTIVES

You just reached the end of the tunnel. Check the other Side,
Take all the Objectives.

Be carefull You definitely don’t want to fight zombies in g
tunnel. The Mission fails as soon as a Zombie reacheg
the Player Starting Area.

SPECIAL RULES

e We could use some help. Each Survivor begins the game
with a Companion (see Angry Neighbors) of their player’s choice,

* Hey, look what | found! Each Objective gives 5 experi-
ence points to the Survivor who takes it.

e This is no heaven. You'll soon discover why they barri-
caded the doors. Destroyed barricades can be rebuilt.

1 -2 %3
Obj £ .
Player jective (5 XP) Door i
starting o el o

area Barricade Spawn Zone
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HARD / 4-8 SURVIVORS / 180

PART 2

MINUTES

AP

Okay, I admit that exploring the tunnel was a bad
idea. Turins out this ish't one tunnel but a whole
bunch of undevgvound passages. And..we got lost on
our way home. q‘o make muﬁ'ers wovse, zombies ave
close on our heels. I can see some light! Let's ?ei'
out, whevever we ave, apd seal this maze fovever!

T prefer finding my way home in broad daylight.

Material needed: Season 3: Rue Morgue, Angry Neighbors.
Tiles needed: 2R, 4R, 7R, 8R, 10V & 12V.
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OBIECTIVES

Shut the tunnels! Use Molotov Cocktails on the blue and
the pink Spawn Zones to collapse the tunnels (see the
Special Rules).

SPEGIAL RULES

e Crawling out. Drawing a blue or green bed card allow the
Zombies in Hole Zones to immediately resolve 3 Move Actions.
They effectively get out of the holes!

e Oooh shiny! Each Objective gives 5 experience points
to the Survivor who takes it. The Survivor also receives a
random pimpweapon.

e Noises in the dark. The blue and the
pink Spawn Zones are active from the
start.

¢ Thanks, Mr. Molotov! Put the blue and
the green Objectives randomly among the
red Objectives, face down. Taking either
of these Objectives grants the Survivor a
Molotov Cocktail. If no Molotov Cocktail

s b 'j_"_ card is available, the Survivor only gets the
-~ experience points.
& ¢ Fire in the hole! Throwing a Molotov on
a Hole Zone removes the Spawn Zone as
b well. The Survivor gets an additional 10
- experience points.
—
[N
R

\ £ ~ Player Event
1, . starting area trigger
o Objective (5 XP) Open Door
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Spawn Zones Spawn locators
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MEDIUM / 4+ SURVIVORS / 45 MINUTES

We had an unusual encounter while looking
{or supplies: Red Cap Bens. a moody gu
venowned for being a havdcorve and pavanoi
survivalist. came to us asking for help. We ve
always wary about tvaps. but we know Ben and
saw how much of a pain i is for him to ask
for a favor. T+ was clear on his face i was
not a lie.
Ben s shelfer was assaulted by zombies, and he lef+
in a hurvy after bavvicading it Three days has
assed and the zombies ave still hanging avound.
Ele despevately needs “something  he left inside.
and can't get access on his own. After a small
talk. he even offeved to shave. What could a guy
like him need so alesreru‘l‘elg?
Perhaps this litte vaid could earn us the Red
Cap's sympathy. That would prove invaluable.

Material needed: Season 3: Rue Morgue, Angry Neighbors.
Tiles needed: 1R, 4R, 11V & 12R.

0BSECTIVES

Raid and loot: Activate all Event triggers and take all
Objectives.

SPECIAL RULES

¢ Looking for... Each Event token gives 5 experience points
to the Survivor who activates it.

e _..Antiseptics, a dynamo, handmade soap, a water
purifier. Each Objective gives 5 experience points to the
Survivor who takes it.

¢ Anti-survivor barricades. Barricades can only be destroyed
by Zombies.

¢ Infected space. Tent tokens lap over two tiles. They belong
to both for bed spawning.

it

Player
starting area

Event
trigger

1]2]3
4]5]6

Spawn locators

Spawn Zone

Objective (5 XP)
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(*) Red Cap Ben’s miniatures and ID Card can be found in the Special Guest Box: Karl Kopinski.




HARD / 4+ SURVIVORS / 180 MINUTES

We weve exploring an old bank when we discovered
an odd door in the vault: I+ was leading to an
undevground bunker from the eavly 60's, and looked in
fer.(eg' condition. Then we got through the aivlock
without sending a scout fivst.. Good news: the vault is
huge. Like huge. Bad news: we ve pow in hell. Theve
ave zombies evevywhere, and the aivlock is now locked.
On second thought. after all. Tm happy we didnt
send a friend alope in this place. And from what T
can see. I vealize we ve not the fivst explovers to get
tvapped heve in the past few months.

These unfortunate souls.

Material needed: Season 2 Prison Outbreak.
Tiles needed: 11P, 12P, 13P, 14P, 15P & 16P.

0BIECTIVES

Escape from Hell. Reach these objectives in the indicated
order to win the Mission.

1- Take at least three Objectives.

2- Turn the rotating security gate and get to the Exit with
all starting Survivors. Any Survivor may escape through
the Exit Zone at the end of his Activation, as long as there
are no Zombies in it.

SPECIAL RULES

e Setting.

- Set apart one blue and two red Objectives, face down, to form
an emergency Switch pile (see “Emergency Switch” below).

- Put the purple, white and yellow Objectives randomly
among the red Objectives, face down. Each Objective gives
5 experience points to the Survivor who takes it.

- Draw a Zombie card and spawn the corresponding Zom-
bies on each room of tile 16P (starting tile).

¢ Hellbound. When a Survivor ends a Move Action on a tile
where no other Survivor stands, draw a Zombie card for each
room of the tile, and spawn the corresponding Zombies.

e Bank security. Switches can’t be activated until the cor-
responding Objective has been found.

e Deeper underground. The purple, white, and yellow
Spawn Zones aren’t active from the beginning. Each Spawn
Zone gets active as soon as the corresponding Switch is
used for the first time.

A A AAAAAA
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EXIT/  objective
Player ExitZone  (5XP)
starting area

Open door

Switches

Rotating

security gate Spawn Zones

e Emergency Switch. Each time a Switch is activated, ran-
domly draw an Objective from the emergency Switch pile.

- Red: nothing happens. The Objective token is removed
from the pile.

- Blue: turn the Rotating Security Door a quarter turn to the
left or right (you choose).




HARD / 4+ SURVIVORS / 60 MINUTES

We worked havd to {ill a couple cars’ tanks. and ave
tvavelling to our next destination. We've making
a halt in one of these small towns sprouting along
the highway, to plunder the stuff we will need in
our next shelter. Move often than not. these pit
stops ave still filled with goodies. We must keep an
eye oh the former inhabitants, though. They suvel
oi(ereal litHe Yo no vesistance. and weve mussﬂ’urhe
into zombies fairly guickly.

Dontthink too much about what happened heve and
what you've doing. We've not heve I: stay. anyway.

Material needed: Season 1.
Tiles needed: 5B, 5C, 5D, 5E, 6B & 6C.

0BIECTIVES

Harvest like it is zombie apocalypse. As soon as the first
Game Round begins, your team has 60 minutes to take all
Objectives.

SPECIRL RULES

¢ Follow your instinct. Each Objective gives 5 experience
points to the Survivor who takes it. Keep it on the Survivor’s
ID Card. It doesn’t take a space in the Inventory. The token
can be discarded whenever Zombies receives an extra
Activation: the Survivor may immediately use the Zombie
Link Skill (one use per discarded Objective token, several
tokens can be discarded in a row).

e Locked doors. Put the blue and green Objectives ran-
domly among the red Objectives, face down. Once the blue
Objective has been taken, the blue door can be opened.
Once the green Objective has been taken, the
green door can be opened.

¢ Police cars. Police cars can be Searched more
than once. Draw Equipment cards until you find a
weapon. Discard the other cards. The Aaahh! card
triggers the appearance of a Walker as usual and
interrupts the Search.

¢ Low budget police cars. Each police car can be
used once to attack Zombies. It stops in the first
Zone it attacks: the attack is performed as usual,
then the car is broken. It can’t be driven or Searched
anymore. You can turn it to its Pimpmobile side to
remember it’s broken.

<
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MEDIUM / 6+ SURVIVORS / 180 MINUTES

Before the zombies. Fat Joe Burger was a famous
place wheve you could eat amazing burgers with a
uhigue taste. Fat Joe had a ~special iv\arealiewl‘ in
his secvet vecipe. you see.

Well. it seems that this special ingredient has some
unpleasant effects on zombies. tivst it attvacts
them. Second. it gives them an otherworldly stink.
You can smell them blocks awvay whenever the wind
blows in the wvong divection. And finally, affer
eating enough of this special ingredient. some
zombies mutate beyond vecoghition and become
deadly toxic. All this means that Fat Joe Buvger and
the vicinity veguive a zombicide. ‘We will elexﬂ'rog all
stocks of the special ingredient that we can find!

Material needed: Zombicide Season 1. (Optional: Toxic
City Mall.)
Tiles needed: 1B, 2B, 5B, 5D, 6C & 7B.

0BIECTIVES

Find any stock of Fat Joe’s special ingredient. Take all
the Objectives.

SPECIAL RULES

¢ Setup: Fat Joe’s keys and special ingredients stocks.
- Put two red Obijectives on tiles 1B and 2B.

- Shuffle all remaining red Objectives with the blue and the
green ones. Randomly put six of them on tiles 5B, 5C, and
6C. Collect the remaining Objectives tokens in a special “Fat
Joe” pile face down and near the board. Each Objective
gives 5 experience points to the Survivor who takes it.

- Optional: If you use Toxic City Mall, place all Toxic Zombie
cards in a separate pile.

e Empty metro station. Nothing to loot there. The starting
Zone can’t be Searched.

!
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Doors Player starting area
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Open door Spawn Zone (5 XP)

e Where is Fat Joe? Eliminating a Fatty grants the Survivor
one of the remaining Objectives from the Fat Joe pile (and
gives an additional 5 XP).

¢ Fat Joe’s keys. The blue door can’t be opened until the
blue Objective has been taken. The green door can't be
opened until the green Objective has been taken.

e Optional: Zombie Burger. Use this rule if you play with
Toxic City Mall. Taking a double-sided red Objective (either
by taking it or getting it with the Fat Joe pile) means your
team found a stock of Fat Joe’s special ingredient. During the
next Spawn Step, draw Zombie cards from the Toxic Zombie
pile instead of the classic one. Taking multiple red Objectives
during the same Game Turn has no additional effect.




HARD / 6 SURVIVORS / 150 MINUTES

Night after night. T wake up from this hovrible
v\iaH’mure. Imina prison. Arl the doors ave wide
open. Zombies ave coming from evevywheve. I can't
see an exit. No escape. ':L0 don 1 need to explain how
i ends. vight?

Last night. T woke up with an idea. I'm a suvvivov.
I zombicide. I don't escape the zombie invasion.
T face it-and it's fun! This is a zombie nightmave,
so T don't have o fear i I will go +o Bef. {ace it
and it will be fun!

Material needed: Season 2: Prison Outbreak. (Optional:
Zombicide Season 1, Season 3: Rue Morgue, Angry
Neighbors, Toxic City Mall.)

Tiles needed: 8P, 11P, 12P, 13P, 14P & 15P.

0BIECTIVES

You aren’t trapped with a bunch of Zombies. They are
trapped with you! Complete these objectives in the indi-
cated order to win the game.

1 - Reach the Orange Danger Level with all Survivors.
Zombicide time!

2 - Find the exit. Take the Objectives until you find the Yel-
low one. Replace it with the Exit token.

3 - Get out of this nightmare. Reach the Exit Zone with all
starting Survivors. Any Survivor may escape through this Zone
at the end of his Turn, as long as there are no Zombies in it.

SPECIAL RULES

e Setup: A prison for your soul.

- Place one yellow and three red Objectives randomly, face
down. These Objectives can’t be taken until all Survivors
have reached the Orange Danger Level. Each Objective
gives 5 experience points to the Survivor who takes it.

- Spawn Zombies in the building Zones of the starting tile (14P).

¢ From the black depths of your imagination.

- Each Game Round, before the First Player begins, spawn
Zombies in every building Zone on the starting tile (14P).

- Each time a Survivor enters a tile without another Survivor
on it, Spawn Zombies in every building Zone on the tile.

¢ | see rotten people! The purple and the white Spawn Zones
are inactive from the beginning. Flip the corresponding token
to its active red side whenever a Zombie enters its Zone.



e Switches of triumphant will.

- Activate the purple Switch to flip the purple Spawn Zone
token to its inactive purple side.

- Activate the white Switch to flip the white Spawn Zone
token to its inactive white side.

Activating a Switch gives 5 experience points to the Survivor
who activates it. A Switch cannot be activated if the cor-
responding colored token already shows its colored side.

e Optional: shifting memories. If you use Season 3: Rue
Morgue, Angry Neighbors and/or Toxic City Mall, place the
corresponding Equipment cards and Zombie cards in separate
piles. Start the game using the Prison Outbreak cards. Each
time a Survivor reaches a new Danger Level, draw a card from
each Zombie pile, shuffle them, and draw one at random. Until
a Survivor reaches a new Danger Level, draw from the Equip-
ment and Zombie piles of the corresponding box.

BE:
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witches (5X
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HARD / 6 SURVIVORS / 150 MINUTES

In the old world. getting a bed was guite easy as
long as you had the money. Money is not an issue
angmore, but finding an a??ro?rij‘e bed is havder
nonetheless. I don + mean just any votten, vermin-
{illed wattvess. The best models avound. and the
most vesilient To zombies, ave the army folding beds.
These ave all over the ve{ugee camps the government
set up befove it became futile to host anybody.
The only dvawback is finding someone inside: dying
in your bed is no longer The best option. especially for
the poor souls who might dispose of your decaying
body days or weeks after you ve gohe!

Material needed: Season 3: Rue Morgue. (Optional: Zom-
bicide: Season1, Season 2: Prison Outbreak, Angry
Neighbors. Toxic City Mall.)

Tiles needed: 1R, 6V, 7V & 9V.

0BIECTIVES

Find as many beds as needed for your party and escape
with them. Here is the plan.

1 - Explore the tents until you find enough beds. See
“Finding a bed” under the Special Rules. This objective is
fulfilled once your team has a bed for each Survivor.

2 - Good night my darlings! Reach the Exit Zone with all
starting Survivors. Any Survivor may escape through this Zone
at the end of his Turn, as long as there are no Zombies in it.

W

Player Event
starting area trigger
F A A
M A S . = 3
Exit Zone Open door Spawn Zone
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SPECIRL RULES

¢ Setting the scene:

- Set the tents at random.

- Set aside each Equipment pile from the Zombicide core
boxes and any expansions you chose to use.

- Set aside one blue, one pink, and as many red Objective
tokens as you have starting Survivors. Place all of these ran-
domly, face down, into a Bed pile.

¢ Finding a bed. Draw an Objective from the Bed pile each
time a Survivor reveals a tent card.

- Red: The Survivor earns the usual 5 XP and finds an army
bed. The Objective is kept in the Inventory, occupying a slot.
It can be traded. If it is destroyed or lost, the Mission fails.

- Blue or pink: The Survivor earns 5 XP. Spawn a Crawler in
all beds on all revealed tent cards that match the color of the
bed(s) on the tent card that the Survivor has just revealed.

e Complications. Whenever a “6” is rolled during the Spawn
Step, Spawn a Zombie Crawler on each bed.

e Optional: “sectorize” equipment distribution. If you use
Season 2: Prison Outbreak, Angry Neighbors and/or Toxic
City Mall, the Equipment deck from which you draw changes
according to the tile the Survivor Searches:

- 1R: Season 3: Rue Morgue

- B6V: Season 2: Prison Outbreak

- 7V: Angry Neighbors

- 9V: Toxic City Mall

You can draw from either deck for the tent standing on both
the 7V and 9V tiles.

You may replace any missing Equipment pile with Season 3:
Rue Morgue’s Equipment pile.







A mission by Billy Hayes

Your survivors ave getting low on supplies and looking
to stay alive. Wanda and Amy mentioned checking
out an apartment they both lived in. The problem is
that it's the lavgest apartment in the city. However,
the visk is worth the veward. Josh and Ned think
the place could be loaded with supplies. Phil and
Doug believe it's crowded with zombies. ‘Wanda
vemembers leaving the key to the apariment in the
kitchen at her job acvoss the street and Amy has a
key Yo the delivery door at the back of the building.

You will need the following tiles for this scenario: 1C, 4B,
1B, 2C, 4C, 2B, 5E, 7B & 5D.

0BIECTIVES

Follow the planto organize a nice party in this huge apartment:
Retrieve the apartment key from the diner across the
street. It's marked on the map with a blue “X”. Take the blue
Objective token.

Retrieve Amy's supplies and delivery door key from
her apartment. This time, it's marked on the map with a
green “X”. Take the green Objective token.

Find appetizers. Two red “X”s have been set where you
can find some. Take the red Objective tokens.

Dinner time. Let’s have a fine dinner, never mind the zom-
bies! Collect at least one supply card per Survivor still in
game. The supply cards can be either Canned Food, Rice
or Water cards. You win as soon as you have at least one
supply card per Survivor still in game.

HARD
6+ SURYIYORS
120 MINUYES
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SPECIAL RULES

Party approaching! Each of the four Objective tokens gives
5 experience points to the Survivor who takes it.

Blue front door. The blue door cannot be opened until the
blue Objective has been taken. Taking the blue Objective
gives 5 experience points to the Survivor who takes it.

Green rear door. The green door cannot be opened until the
green Objective has been taken. Taking the green Objective
gives 5 experience points to the Survivor who takes it.

I haven't seen a working car in months! The cars can
be driven.

Police came and abandoned a police car. It's a good
thing, since these cars contain lots of guns! You can Search
a police car more than once. Draw cards until you find a wea-
pon. Discard the other cards. The Aaahh! cards trigger the
appearance of a Walker as usual and interrupt the Search.

This is a pimpmobile. It's NOT Amy’s car, it's NOT Wanda’s
car. Is this clear enough? You can Search a pimpmobile only
once. It contains either Ma's Shotgun, or the Evil Twins (draw
randomly).

Oops! | forgot about the alarm! When you retrieve Wan-
da’s key an alarm wails. The alarm echoes out the front of
the building and into the subway station across the street. In
return, moans and shuffling are heard coming up from deep
below. When the blue Objective is taken the blue Zombie
Spawn Zone is activated for the rest of the game.

5XP.Red 5XP.Green 5 XP.Blue
SpawnZone objectives  objective  objective

S i W

Locked Opened Green Blue
you can drive door door door door
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A mission by Stanislas Gayot

We managed fo escape the zombies. but they
weve still affer us, so we headed for the wealthy
reighbourhoods uptown. The vich folk weve the
fivst Yo {lee. thanks Yo theiv vesources. I lead the
suvvivors to the house of a successful dentist wheve
Td been once or twice. I could laugh vemembering
how. coming heve, T was afvaid... of painl

I was vight: the place seems emci'g. e guickly set
up camp, but it doesn't seem like we'll have much
time to settle in. Zombies ave coming. We can all
hear them.

We must fivst defeat them befove we can vest. one
way ov apother. Short vest if we succeed.

eternal vest if we {ail.

You will need the following tiles for this Mission: 1C, 4B,
1B, 2B, 4E & 2C.

LN 'NIT
0BECTIVES
The map must be cleaned of all Zombies. Don’t reshuffle
the Zombie deck after the last Zombie card is drawn.

/

SPECIRL RULES

e That’s where we come from. You can play this Mission
after having successfully completed “02 Y-Zone”, from the
Zombicide core game. In this case, all Survivors begin "Un-
der Siege" with the Equipment cards and experience points
they had at the end of Y-Zone (Survivors who didn’t sur-
vive Y-Zone begin without equipment cards or experience
point). The Survivor that was the first to reach the Exit Zone
in Y-Zone also receives five more experience points.

e We came from nowhere. If Under Siege is played as a
standalone Mission, all Survivors begin with seven expe-
rience points, at the Yellow Danger Level.

¢ There is an end to this fight! Don’t shuffle the Zombie
cards when you reach the end of the deck. Once the last
card is drawn, the Zombie Spawn phase is ignored, but the
game still goes on until there are no more Zombies in the
game... Or no more Survivors.

e Less people means less noise. If you play with four
Survivors or less, don’t use the spawn cards #37, #38, #39
and #40. Set these cards apart before beginning the game.

e More people means more Zombies. If you play with
six Survivors, use the Blue Spawn Zone in addition to the
Red ones.

>

Player
starting area
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A mission by Chvristophe Muller De Schongor

We weve having so much fun looting the FBT officell
Josh was tvying to short-civcuit an electvonic safe.
It did open. along with all the cells on the {loor
below... We have no choice but ¥o take another exit.
the one {rom the underground parking lot. This will
be fun tool

You will need the following tiles for this scenario: 5F, 5C,
2B & 2C.

0BJECTIVES

Here is the plan to escape the FBI office building:

e Get the FBI master key. Take the red Objective token on
tile 2B. Once taken, treat the Objective token as an Equip-
ment card.

e Escape. All Survivors, including the one with the FBI mas-
ter key in one hand (occupying a "card in hand" inventory
slot) must reach the Exit Zone. The Zone must contain no
Zombies.

SPECIAL RULES

e Satisfaction of accomplishment. Each of the five
Objective tokens gives 5 experience points to the Survivor
who takes it.

¢ Does this car work? The cars may be driven. Put two
red Objective tokens, one blue Objective token and one
green Objective token, face down, randomly, on each police
car. From inside the police car, the Survivor must spend one
Action to try to start the car: flip the Objective token. If red,
the car cannot be driven. If green or blue, the car can be
driven as usual.

e Out of the FBI car parking. A police car can only leave
its parking garage if both doors are open.

¢ In the FBI building, there are only police cars. It's a
good thing, since these cars contain lots of guns! You can
Search a police car more than once. Draw cards until you
find a weapon. Discard the other cards. The Aaahh! card
triggers the appearance of a Walker as usual and interrupts
the Search.

e There's your door! To reach the underground rooms,
crash a car through a wall. This Action counts as a two-
Zones drive. Once crashed:

- Spawn Zombies in the building as usual.

- Perform the car attack as usual in the room you crashed
into, excluding the people in the car.

- Put the car token halfway in the street Zone it comes from,
halfway in the room it crashed into. It is out of commission,
From now on it counts only as an open door.

At

Player
starting area
Zombie
Spawn Zone Locked door
FBI master Red
key (5XP) Objective
(5 XP)

Exit Zone

you may
drive (special
rules)
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A mission by Regis Lutter

While your team goes to a hospital to scavenge for
supplies. you hear screams and cries for help in a
nearby building. coming from the second {loov! You
woh 1 miss the opportunity to save a life, n‘ak‘l‘?

You will need the following tiles for this Mission: 2B, 4E, 2C
& 4C / 1B, 4B, 1C & 4D.

Save The Cheerleader has two game boards of four tiles
each. No player can start the game with Wanda.

OBSECTIVE

Let’s do this in the right order:

¢ Find the girl. The places where she can be hidden are
marked on the map with a red “X". Take the red Objective
tokens until you find the blue one.

¢ Save Wanda. Once you save her, reach the Exit Zone
with Wanda and at least one other Survivor.

Map #01 - GROUND FLOOR

SPECIRL RULES

e Wanda already has some equipment. Put aside a
Flashlight and a Pan cards from the Equipment deck.

* Two floors building. Each map depicts a floor of the
building.

- Map #01 is the ground floor. You can access the second
floor from the room containing the open blue door (this re-
presents a stairway and cannot be closed). By spending a
Move Action there, the Survivor moves to the room with the
green open door in Map #02.

- Map #02 is the second floor. You can go back to the
ground floor by using the green open door, and come in the
room with the blue open door, using the rules stated above.

¢ Zombies from the second floor don’t mind you if
you don’t bother them. When you open the first door of
the building, reveal only the Zombies for the ground floor,
not for the second floor. When you reach the second floor
for the first time, reveal the Zombies for this floor’s rooms,
including the one in which the green door is. Once revea-
led, the Zombies can use the stairs to travel between floors.
There is no line of sight between floors, and using the stairs
count as a one-Zone movement.

MEDIUM
4-5 SURYIYOR
120 MINUYES
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¢ Closed rooms. Some building Zones are isolated by
doors. They are considered as separate buildings for Zom-
bie spawning purpose only.

¢ Hi, my name’s Wanda! Put the blue Objective token ran-
domly among the red Objective tokens, face down. When
this token is taken:

The Survivors who takes it gains five experience points.
Wanda appears in the room where the token was taken
and is controlled by the player with the fewer Survivors. In
case of a tie, the player who takes the blue Objective token
chooses which player gets Wanda. Wanda begins with a
Flashlight, a Pan and 0 experience points.

e Zombies want the girl! Double red-sided Objective
tokens stand for a horde of zombies attracted by Wanda’s
cries! Draw and resolve two Zombie cards in the room
where the Objective was taken. The Survivor who revealed
the Objective token receives only 1 experience point.

e Why policemen are never there when we need
them? At least, they left a police car, probably full of guns.
You can Search the police car more than once per game.
Draw cards until you find a weapon. Discard the other
cards. The Aaahh! card triggers the appearance of a Walker
as usual and interrupts the Search.

¢ You can’t drive the police car.

¢ Zombicide Vet’? You may increase the difficulty by star-
ting the game with 7 points of experience for each Survivor.

i Biir
Player i
starting area
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A mission by Mavc Declais

Night falls on Los Vevas. a small dovmitory town.
Dull and gloomy stveets ave filled with unhealthy
moistuve. gmuwl‘ku slams the door of the [ittle
technical voom, gasping. She holds her vight arm
with a sweaty kM\I. She did not see what it was
but that thing {ell on her without warning. She
inspects hev bloody avm. The disgusting wound looks
like a bite. Hev own sweat begins to ivvitate the
injury. She vips a sleeve of her blouse and ties it
unspavingly avound the wound.

Her cell phone vings from the bottom of her
handbag.

- wmﬁ? Is that you? Wanda, my God, I am so
afraidl

- Where ave you, Sam?

- In atechnical voom, at the covner of 5th and 7th.
- Ave you hurt? You sound out of breath...

- Yes. 1 was bitten but I do not know what it was ...
I'm afraid, Wanda.

- Do not move. J.Arlt'ha. lock the door and don '+ open
to anyone, we ave coming {fov you.

- Be caveful. theve ave strange creatures outside.

You will need the following tiles for this Mission: 1B, 6C,
5B, 5D, 1C, 5C, 5E & 7B.

0BIECTIVES

Save Samantha! But don’t be stupid, you’ll need lots of
things if you hope to survive the zombie invasion. Let’s fol-
low this plan:

¢ Gather useful stuff. You know what to do in case of
zombie invasion. Gather food, weapons, radio, and so on.
Places where you can find them have been marked on the
map with a red “X”. Take all red Objective tokens.

* Find a first aid kit. Samantha is badly wounded, she’ll
need it. There is a green “X” where the medical office
stands. Take the green Objective token.

* Samantha passed out and won’t be able to open the
technical room door. You will need a lockpick. Find it in
the locksmith office. It's marked with a blue “X” on the map.
Take the blue Objective token.

¢ Reach the Exit Zone with Samantha and at least
one Survivor before Samantha turns into a zombie.

(D - -

hd & &
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door door door Pimpmobile
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SPECIAL RULE

e Satisfaction of accomplishment. Each Objective to-
ken gives 5 experience points to the Survivor who takes it.

¢ Samantha! Samantha is in the 7B tile building, as marked
on the map. Use a female Zombie with a mark on its base to
represent the wounded girl. Don’t spawn Zombies when the
door of this building is opened.

e Samantha needs medical care. The green Objective
token represents a first aid kit and the key to the green door.
Once it has been taken, treat this Objective token as an
Equipment card. If it’s lost, the game is over.

¢ The locksmith office is closed. You will need something
to open the technical room door: Samantha has passed out.
Fortunately, everybody knows that the locksmith spent his
evenings playing cards with the medic. You will probably
find his key with the first aid kit. When the green Objective
token is taken, the green door can be opened.

¢ The locksmith office is also watched by the police.
Criminals would enjoy all the tools in this workshop, so there
is an alarm that sounds directly in the nearest precinct. Un-
fortunately, all the cops (except Phil, of course!) are now
zombies... When the blue Objective token is taken, the blue
Spawn Zone activates.

¢ Hope you like music... The pimpmobile radio is playing
and someone has damaged it beyond repair. The three
Noise tokens are permanently set and can’t be removed.
The car is also too damaged and cannot be driven.

¢ At least, a pimpmobile is a pimpmobile. You can
Search the pimpmobile only once per game. It contains
either Ma’s Shotgun, or the Evil Twins (draw randomly).

e Samantha is really badly wounded. The first Survi-
vor to enter the Zone where Samantha stands must have
the first aid kit (the green Objective token) in his inventory.
Once Samantha has been discovered, she will stay with the
Survivor who discovered her. Every time the Survivor takes
a Move Action, he must spend an extra Move Action to lift
Samantha and carry her along (she benefits from any move-
ment-related Skills the Survivor may have). If Samantha is
left alone, the Mission is lost. You must reach the Exit Zone
within 5 turns after Samantha has been discovered. If you
fail to do so...

Know that Samantha enjoyed her life and made all her frien-
ds happy. You have been too slow to save this marvelous
woman. Now her hunger for your flesh is growing. You will
have to kill her. Hope you can live with this. The mission is
lost.




A mission by Céline Egel

We weve glad to use the CD soupd system at full
volume on our drive back ~home . Phil knew the
voads, because he had been patvolling them some
days befove. so we paid no a"Iehh‘oh. uddenly. he
stopped. Something was on the way.

You will need the following tiles for this Mission: 1B, 2B,
4D, 5B, 5E & 7B.

0BJECTIVES

You must clear the way out in order to escape!

¢ Find the chainsaws. The places where you can find
Chainsaw cards are marked on the map.

e Clear the way out. Two electric poles fell and are bloc-
king the road. They are represented by both pairs of Objec-
tive tokens over tiles 2B/7B and 5E/1B. Use chainsaws to
cut them.

¢ Drive out. Reach the Exit Zone with all Survivors and the
car. Any Survivor may escape through this Zone at the end
of his turn, as long as it’s free of Zombies.

SPECIAL RULES

e Survivor’s car. The Survivors have got the pimpmobile
from a previous Mission. It can be driven, but not searched.
At the beginning, place the Survivors inside or outside the
car as you wish. Declare who’s in the driver’s seat.

e Chainsaws. Put one “Chainsaw” card on each Zone
marked on the map. The first Search on these Zones gives
the matching Chainsaw card.

¢ Electric poles. They have to be cut into pieces so the car
will not be damaged. A Survivor with an equipped Chainsaw
can spend an Action in the same Zone as an Objective to-
ken to make a cut: remove an Objective token and gain 5XP.

M -

Player Zombie Locked
starting area Snawn Zone door
Pole
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you can drive for 5XP)
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A mission by Rafael Roca

We have been corneved in a big house. The four
doors ave destvoyed. Zombies keep on coming. We
cant flee. Let's take our weapons and prepave for a
veal.. ZOMBICIDEI!

Simple as it seems, this Mission is perfect to introduce new
players to core game mechanics in a fun yet tactical way.
You could even invite Santa to play it!

You will need the following tiles for this scenario: 1C, 1B,
2C & 2B.

0BIECTIVE

The Survivors have to kill 300 Zombies. Add together
the experience points on Survivors’ |dentity Cards to track
the body count. If a Survivor dies, his experience points still
count towards this total.

SPECIAL RULES

¢ Abomination counts as 5 Zombies. Killing an Abomi-
nation add 5 to the body count rather than just one.

MEDIUM
4+ SURVIYORS
30 MINUY ES
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INTRODUCING YHE ULYRARED MODE!

We think that this winning Kyoko Contest Mission is the per-
fect opportunity to give you a nice preview of Toxic City
Mall, Zombicide’s upcoming expansion.

The Ultrared mode allows your Survivors to gain experience
points beyond the Red Danger Level and pick up additional
Skills. This mode is great for reaching amazing body counts
and completing very large boards.

Ultrared mode: When your Survivor reaches the Red Dan-
ger Level, move the experience tracker back to “0” and add
any experience points gained past the minimum required
to hit the Red Level. Your Survivor is still on the Red Level
and keeps his Skills. Count additional experience points as
usual and gain unselected Skills upon reaching Danger Le-
vels again. When all the Survivor’s Skills have been selected,
choose a Skill among any Zombicide Skills (except those fea-
turing brackets, such as Start with [Equipment], for example)
upon reaching Orange and then Red Level again.

EXAMPLE: Wanda just earned her 43rd experience
point, getting to the Red Level. She has the following
Skills: 2 Zones per move Action (Blue), +1 Action (Yel-
low), Slippery (Orange), and +1 Zone per Move (Red).
The player puts the experience tracker back to the
start as the zombicide continues. Wanda is still at
Red Level.

- Wanda won’t get an additional Skill upon reaching
the Blue and Yellow Levels for the second time. She
has all available Skills for these Levels. Reaching
the Orange Level again, she gains “+1 to dice roll:
Melee”, her second Orange Level Skill. Reaching the
next Red Level again, the player chooses a new SKkill
among the two remaining ones for this Level and
goes for “+1 free Move Action”. The experience coun-
ter returns to the start.

- During her third run on the experience bar, Wanda
doesn’t get any Skill at Blue, Yellow, or Orange Le-
vels, as she already has them all. Upon reaching the
Red Level for the third time, she earns the last Red
Level Skill: “+1 die: Combat”. The experience counter
goes to the start again.

From now on, Wanda still earns experience points
and gets a player-chosen Skill every time she reaches
the Orange level, and then another upon reaching the
Red Level. Who will get the highest body count?




A mission by Mavcus Polhmann

Over time you got used to the hovvors that populate
the stveets these days. Most of those things ave
killed easily enough with a well-aimed bullet or
the swing of an axe. But now a new menace has
appeaved. You paid a tevvible price finding out that
nothing you can throw at the creature seems +o
have any effect. Neither guns nov blades seem o
haem this thing and theve is no way to stop this
Abomination coming after you.
So. to get vid of ‘a\is monstvous thing, you came
up with a bold. some would say sut‘cc‘al:l. plan: luve
4‘{: beast inside the old bomb shelter and lock it
up theve for good. On the downside. you have o
use some bait Yo get the Abomination in theve and
appavently it's only intevested in human flesh.

You will need the following tiles for this scenario: 1B, 1C,
4C, 2B, 7B, 5E, 4B, 2C & 4D.

DBIECTIVES

You have to trap the Abomination inside the bunker. Here is
the plan:

Find the bunker key. The places where you can find it are
marked with a red “X”. Take the red Objectives until you find
the green one.

Lure the Abomination into the bunker. Yes, everybody
will probably have to play the bait. The bunker is the player
starting room, in tile 7B.

Lock down the bunker with the Abomination inside.
You can lock the green door once you have the green Objec-
tive.

Flee! Reach the Exit Zone with all Survivors. Any Survivor
may escape through this Zone at the end of his turn, as long
as there are no Zombies in it.

HARD
&+ SURYIYORS
120 MINUYES
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SPECIRL RULE

No cocktail... Set aside the Gasoline and Glass Bottles
cards. You can't use Molotov Cocktails.

... But an Abomination! Before the game begins, throw a
die. The result indicates on which Zombie Spawn Zone an
Abomination is standing. On a “6”, choose the Spawn Zone.

A bunker key and other supplies of interest. Each
Objective gives 5 experience points to the Survivor who takes
it.

The bunker key. Put the green Objective randomly among
the red Objectives, face down. When this Objective is taken,
put in on the ID card of the Survivor who found it. It can
be exchanged as an Equipment but takes no space in the
inventory. If the Survivor carrying this key is killed, the Mission
is lost.

The bunker door. The Survivor carrying the green Objective
can spend an Action to close the green door if he's in a Zone
adjacent to the green door. His Zone must be free of zom-
bies (except for the Abomination, in case the Survivor is crazy
enough to lock himself in with it).

o By

&z & & 4
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A mission by Avnd Felten

We heard the broadcast two days ago, and it took
us this long Yo get to the outskivts. Theve aven '+
so many zombies heve, but as soon as we get to the
genevator, the noise will attvact lots of them. All
we need now is enough gasoline to last until the
'l'vm:rar‘l’ avvives...

This is a two-part Mission. The goals are simple: Manage to
get through the first map without gaining a lot of experience,
and survive the second map until you are extracted.

You will need the following tiles for this Mission: 1C, 4E,
4C, 2B, 2C, 4B, 4D, 1B.

ey e
0BIECTIVES
Take all the Objectives and reach the Exit Zone with at least
one Gasoline card in a Survivor’s inventory.

SPECIAL RULES

e Closed rooms. Some building Zones are isolated by
doors. They are considered as separate buildings for Zom-
bie spawning purpose only.

* Open buildings. Some buildings have open doors. Don’t
spawn Zombies inside.

¢ Colored doors. The blue door can only be opened if the
blue Objective has been taken. The green door can only be
opened if the green Objective has been taken.

¢ Gas! Gas! Gas! Set aside the Gasoline cards. When a
Survivor takes an Objective, he receives a Gasoline card
and 5 experience points.

¢ Private property. Trespassing at your own risk. Once
the first Objective is taken (whatever its color), the blue
Zombie Spawn Zone activates.

¢ Don’t leave anything to zombies. Keep your Survi-
vor’'s experience points, Equipment cards and Wounded
cards after you finished the Mission. You will begin the next
Mission (“Extraction”) with them. If your Survivor has been
killed, he begins with nothing (no experience nor EqQuipment
cards).

Note: Having Ned along for the Mission is a good idea,
seeing as you can already “stock up” in order to survive the
Extraction!

Y & & 4
/EXTT/ O
"4 Zombie Bl 5 XP. Green
A W e s
Player Biue Green Locked Open 5 XP.Blue
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A mission by Avnd Felten

We've made & this {far. though net without
attracting a litHe attention. The genevator is in
view, but we still need to get the gas theve and hold
out for our vide. I just hope we won'+ vun into one
of the Big Guys while we wait...

You will need the following tiles for this Mission: 1B, 4E,
2B, 5D, 7B, 5C, 1C, 2C, 4B.

OBJECTIVES

Let’s extract everybody! You are going to be saved, one way
or another. Here is the plan.

¢ The generator. Reach the generator (the green “X” on
the map) and discard one Gasoline card in the Zone. There
must be no Zombies in it.

e Wait until your extraction. Reach the Red Danger
Level with at least one Survivor and have this Survivor finish
his turn in the generator’s Zone.

‘ ‘

SPECIAL RULES

* You passed the gauntlet. This Mission follows the pre-
vious one, “The Gauntlet”. The Survivors begin with all the
experience points, Equipment cards and Wounded cards
they had at the end of the Gauntlet.

¢ Open building. Some southern building have an open
door. Don’t spawn Zombies in its building Zones. The Zom-
bie Spawn Zone acts normally.

¢ Additional gas stock. Set aside any available Gasoline
card. A Survivor taking a red Objective receives 1 Gasoline
card (if available) and 5 experience points.

¢ Hot stuff! Someone used some of the generator’s gas to
make a Molotov cocktail! A Survivor taking the blue Objec-
tive receives 1 Molotov card (if available, 2 if Dave picks it
up) but no experience point.

¢ Gas-powered generator. The green Objective can’t
be taken. It represents the building’s generator. Once a
Gasoline card is discarded in the same Zone, the generator
starts (provided there’s no Zombie in the Zone). It produces
4 Noise tokens at the start of each game turn.

e Zombies hate the generator. If there are ever any
Zombies in the generator’s Zone, the generator stops and
requires another Gasoline card to start again (provided
there are no Zombies standing in the Zone).

5 XP. Red
Objective
(Gasoline Card)

Green
(Generator)

Blue objective
(Molotov)
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A mission by Tvoy Mackaway

We have been holding out in our downtown
apaviment since the outbreak but now our food's
vun out. Time to make a move and 9e+ out of hevel
All was fine until we turned a covner and van into
what must have been fifty of them. We van and
we ve still vunning... But we ve tived and hungry
and can 't keep this up without food and water.

You will need the following tiles for this Mission: 4B, 2C,
4C, 3B, 1C & 2B.

NBJECTIVES

¢ Food and water. There is some food and water in this
area! Take this opportunity to eat and drink as much as you
can. Zones where you can find food and drinks are marked
with a red “X”. Take all the Objective.

e Escape the horde. Reach the Exit Zone with all remai-
ning Survivors. Any Survivor may escape through this Zone
at the end of his turn, as long as there are no Zombies.

SPECIAL RULES

e It’s so good to eat and drink! Each Objective gives 5
experience points to the Survivor who takes it.

e The horde. The Zombies you are trying to outrun reach
the board at the second turn and keep on coming afte-
rwards. When you spawn the Zombies for the second turn,
the Zombie blue Spawn Zone activates. Read the Zombie
cards drawn for this Spawn Zone at the Yellow Danger Le-
vel, no matter which Danger Level has been reached by the
Survivors.

* You can use the cars.

e Pimpmobile. The pimpmobile can be searched only
once. It contains either Ma’s Shotgun, or the Evil Twins
(draw randomly).

¢ Police car. You can search the police car more than
once. Draw cards until you find a weapon. Discard the other
cards. The Aaahh! card triggers the appearance of a Walker
as usual and interrupts the Search.

v A& & &

'EXIT/
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Exit Zone Spawn Zone starting area
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Objectives Zombie blue Door
(5 XP) Spawn Zone
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Cars you can drive

Cars you can drive

MEDIUM
4 SURYIYORS
30 MINUTES
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A mission by Stephen D. Forchielli

Theve's a major thundevstorm on the way and i
looks nasty. These streets flood easily so the gang
better find shelter guickly. Josh said he saw an
abandoned vowboat not too far from heve, and it's
big enough to {it everyone. We'll have to dvag it to
the shelter so we can use it once the storm passes.
But Amy brings up a good point. what good is a
vowboat without any oavs? E guess We'l? have %o
{ind some along the way.

You will need the following tiles for this Mission: 5B, 6B,
5C, 2C, 1C & 3B.

T ‘Nic
0BSECTIVES
You'll survive the flood if you manage to follow this 3 steps
plan:

e S.0.S. Lucky for the gang, someone abandoned their
old rowboat when they left town. Take the green Objec-
tive (which represents this boat) and carry it to the shelter
(marked by the Exit Zone).

e Row row row your boat. The gang can’t get anywhere
after the storm without the rowboat’s oars! They are marked
with red “X”. Take each Objective from its current location
on the map to the shelter (marked by the Exit Zone).

i

Player
starting area

Zombie
Spawn Zone
r A & &

'EXIT/

A & 8 4

Exit Zone
Door Open door
Red Green
Objective Objective

(0ar, 10XP) (rowboat, 10XP) | . |

e And now we play the waiting game. Once the row-
boat, all 4 oars, and all remaining Survivors have reached
the Exit Zone, you must wait out the storm! All Survivors
must last four consecutive game turns at the shelter in order
for the Mission to be a success.

SPECIAL RULES

e Closed rooms. Some building Zones are isolated by
doors. They are considered as separate buildings for Zom-
bie spawning purpose only.

e Well this is oar-gasmic. Each Objective gives 10 expe-
rience points to the Survivor who takes it for the first time.

¢ It’s no Titanic. But the rowboat is pretty big. The green
Objective token is considered as Equipment and occupies
two inventory slots of the Survivor who picks it up. It can’t
be traded. The Survivor who carries it to the shelter must
spend an extra Action at the beginning of his turn in order to
lift and carry the rowboat. Otherwise, he can’t move. Both
doors in tile 3B must be open in order to fit the rowboat into
the building.

e Why couldn’t it be a motorboat? Each red Objective
token is considered as Equipment and occupies one inven-
tory slot of the Survivor who picks it up. They can be traded
as any other Equipment cards.

e My kingdom for an oar! If a Zombie takes an oar after
attacking or if a Survivor carrying one of these oars dies, the
oar is taken away by the Zombies and lost. Mission failed.

4 SURYIYORS
120 MINUTES



A mission by Lucas McDaniel

We ave getting veady To leave the city. but we ave
making one last sweep through the neighbourhood
looking for any supplies we can bring with us. Theve
ave lo?s of ('h.(ed‘eI heve... I wovvy about stumbling
upoh a hest. We have to be caveful.

You will need the following tiles for this scenario: 4E, 6B,
5C, 1C, 5B, 5D, 3B, 2C & 5F.

OBSECYIYES

¢ One last sweep. Areas of interest are shown on the map
with a red “X”. Visit each of them and take all Objectives.

¢ Food stocking. Find at least 1 Canned Food, 1 Rice and
1 Water cards.

¢ Leaving the town. Reach the Exit Zone with the remai-

ning Survivors. Any Survivor may escape through this Zone
at the end of his turn, as long as there are no Zombies. Ga-
ther the Equipment and Survivors that escaped. You win if
you have at least one Canned Food, one Rice and one Water
cards.

SPECIAL RULES

e Looking for supplies. Each Objective gives 5 experience
points to the Survivor who takes it.

e You’ve found the nest. You're so lucky. Put the blue
Objective randomly among the Objectives, face down. When
this Objective is taken, replace it by the blue Spawn Zone,
draw immediately a Zombie card and place the requested
Zombies in the Zone. Extra activations and sewer spawning
Zombie cards are ignored for this draw.

* You can’t use the car.

¢ A derelict police car. This car doesn’t work anymore,
but maybe the previous owner forgot some weapons in the
trunk? You can Search the police car more than once. Draw
cards until you find a weapon. Discard the other cards. The
Aaahh! card triggers the appearance of a Walker as usual
and interrupts the Search.

I

Player
starting area

Objectives
(5 XP)

MEDIUM
4 SURYIYORS
60 MINUTES
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A mission by Matt Hibbard

The city is being overvun and the group needs to
find a safe place to lay low for a while. l‘real spots a
building wheve he thinks they can fortify and vest.
However. the building will need +o be cleaved out and
secuved fivst. Theve's only one problem: this is the
most infested avea of the city.

You will need the following tiles for this scenario: 5D, 5B,
5C, 5E, 1C, 2C, 7B, 1B & 2B.

0BJECTIYES

You are going to create a sanctuary against zombies. How?
This way:

e Shut down the security system. The key to your
sanctuary is stored in a secured building with an electrically
closed blue door. You just have to shut down the power in
the electrical room (there is a blue “X” on the map) and you
will be able to open the secured blue door. Take the blue
Objective.

e Get the green key. |t opens your future sanctuary. Take
the green Objective.

e Clear it out! The building in the lower right corner of the
map must be cleared. Zombies have been entering it from

the crawl spaces that lead to the back alley. Clear out the
Zombies and secure the building. Take all red Objectives to
stop the Zombies infiltration. You win when they’re taken and
the building contains no Zombies at the end of a Zom-
bies' Phase.

SPECIAL RULES

e Satisfaction of accomplishment. Each Objective
gives 5 experience points to the Survivor who takes it.

e Electrically actuated security door. The blue door
cannot be opened until the blue Objective has been taken.
e Heavy main entry door. The green door cannot be
opened until the green Objective has been taken.

e Zombie infiltration through the crawl spaces.
Zombies can enter the building through the crawl spaces
in the back (they are represented by the open doors), but
Survivors can’t. Once a Zombie has entered through a crawl
space, it can’t go back out through it.

e Barricading the crawl space. Take a red Objective to
close the crawl space standing next to it (represented by an
open door). It can’t be opened anymore.

e Are they electric zombies? They could also be elec-
tricians that became zombies as they were working, but it’s
less funny. At the beginning of the game, place three Wal-
kers in the Zone marked on the map, on the lower left tile
7B.

e Noisy alarm. Two sirens have been triggered by zom-
bies. Set 5 Noise tokens in each Zone marked on the map.
They stay there until the blue Objective is taken. They are
then removed as usual.
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4 SURYIYORS
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A mission by Julien Le Jeune

The old chap back at the safehouse kept repeating
the fast-food joint in Charming was locked w
tight since the break-out. and that therve weve
tons of food cvates vemaining when he left: He
also mentioned he gatheved some supplies in the
electvical distribution voom vight acvoss the {fast
food place. He did vemember stoving a can of
asoline along with “other stuff (I suspect he
?ovgd’ what exactly). I would vather avoid going
on a Trek based on That old man's vamblings. but the
winter is unkind and we've vunning low on cavbs.

You will need the following tiles for this scenario: 5B, 6C,
5C & 7B.

0BJECTIVES

e Get the food crates for the winter. You'll find them
in the fast food restaurant. There’s great red “X”s showing
where to go. Get all the Objectives in the fast food place and
take them to the Exit Zone.

SPECIAL RULES

e Yum! Each Objective gives 5 experience points to the Sur-
vivor who takes it for the first time.

e Closed rooms. Some building Zones are isolated by
doors. They are considered as separate buildings for Zom-
bie spawning purpose only.

e Enough food for the winter. Place a number of Objec-
tive tokens equal to the number of Survivors +2. The first 6
tokens are placed following the map, any remaining tokens
are put in the fast-food diner's biggest room (the one with
the blue door).

e Can crates are heavy. When a Survivor takes an Objec-
tive from the fast food place, put the token on his ID card,
equipped in hand (he can reorganize his Inventory for free).
A Survivor obviously can’t take more than two tokens this
way. While carrying two food crates, he can’t use Actions
to attack. Dropping a food crate is free (watch your toes!):
place the Obijective token in the Survivor’'s Zone and this
Survivor can immediately reorganize his Inventory for free.

* The old chap spoke about “other stuff”. At the start
of the game, set apart 1 Gasoline card and 3 other randomly
chosen Equipment cards. Place them face down in the room
marked by a green Objective. Reveal all the cards once the
door is opened. If you're in the building Zone, these cards
can be equipped or exchanged as if you were "trading" with
the room. A Survivor may take all the cards at once. You do
not need to Search because the old man told you where to
look.

e The old man said we’d better not use the main
entrance. The blue door can be opened like any other
door. Opening it activates the restaurant's alarm. Immedia-
tely draw 3 Zombie cards, and place the matching Zombie
miniatures on the blue Spawn Zone. Then remove the blue
Spawn Zone.
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0BIECTIVES

o S5 Just do the things in the right order if you don’t want to blow
yourself up:
A mission Bg Toma Laliada ¢ Gather the gas cylinders. There are red “X”s to show

you where they are. Take all the Objectives.
We've been vunning all day but have veached a -« Set the explosive device. Place six Objective tokens in
dead end. With wrecked cars and vubble blocking the cars’ Zone.
the exit. we have Yo do something quickly if we < Blow up the cars.
want Yo suvvive. Dave has a great idea to destvoy e Run for your life! Reach the Exit Zone shown on the map
this makeshift bavvicade, but we've going +o v\eei with at least one Survivor.
some gas cylinders....

You will need the following tiles for this scenario: 3C, 3B,
4B, 4C, 4E & 4D.
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MEDIUM
4+ SURYIVORS
120 MINUTES
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SPECIAL RULES

¢ Looking for gas cylinders. Each Objective gives 5 expe-
rience points to the Survivor who takes it for the first time.

* Road closed! A Survivor can’t go in the Exit Zone until the
cars have been destroyed.

* Closed rooms. Some building Zones are isolated by doors.
They are considered separate buildings for Zombie spawning
purpose only.

¢ Heavy duty. Gas cylinders are really heavy and have to
be carried to the cars. Place the Objective tokens taken by a
Survivor on his ID Card. He can’t carry more than two such
tokens at the same time. If a Survivor who has at least one
Objective token on his ID Card dies, put the tokens in the
Zone where he died.

¢ Setting the explosive device. Any Survivor standing in
the cars’ Zone and carrying at least one Objective token can
spend one Action to place the token(s) in the Zone.

¢ Blowing up the cars. When all six Objective tokens have
been placed in the cars’ Zone, any Survivor on the adjacent
Zone can spend one Action to make the gas cylinders ex-
plode:

- Remove the cars and the Objective tokens from the game.

- The Survivor blowing up the Zone gains 5 experience points.
- Any Zombies (including Abominations) standing in the Zone
are eliminated. The Survivor blowing up the Zone gets the
experience points.

- Any Survivor standing in the cars’ Zone is eliminated and
can’t return as a Zombivor.

* You cannot use the cars.

¢ They haven’t emptied the cars! You can Search the
pimpmobile only once. It contains either Ma’s Shotgun or the
Evil Twins (choose randomly).

¢ Not even the police car! You can Search the police car
more than once. Draw cards until you find a weapon. Discard
the other cards. The Aaahh! card triggers the appearance of
a Walker as usual and interrupts the Search.

Zombie
See special rules  Spawn Zone

VVVVVVYYY

Objective (5 XP) Soar



A mission by Tan Summerfield

It's lucky for us that zombies ave so stupid. ‘We weve
able to demolish seveval parts of the cc'IQ Yo seal the
zombies in and prevent them from spreading. but
we miscdculxl‘eI We van out of explosives befove
closing the last gap in the wall of debris. Now: we
need to hold them of{ long enough to gather up any
vemaining supplies. and ﬁ\e» cut o-@? their escape
once and for all.

You will need the following tiles for this scenario: 4C, 1C,
2C, 2B, 7B & 1B.

0BIECTIVES

You can use this miscalculation to your advantage. Follow
each step of this plan and everything will be fine:

¢ Collect explosives and supplies. Since you must ex-
plore the area to find more explosives, you should also take
any supplies you can find. There is a red “X” on the map
wherever useful stuff can be found. Take all the Objectives.
e Seal off your little town. Neutralize the Spawn Zones
(see special rules).

¢ Additional Objective: If players wish, after they have
neutralized all of the Spawn Zones, they can continue playing
until all Zombies left on the board have been killed. However,
the Survivors can still lose the Mission should any Zombies
escape from the board during this killing spree.

AAAAAAAAAAL

HARD
4+ SURVIYORS
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HARD
4+ SURYIYORS
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SPECIAL RULES

¢ Enjoy finding useful stuff. Each Objective gives 5 expe-
rience points to the Survivor who takes it.

¢ An Abomination leads the charge. At the beginning of
the game, put an Abomination in the marked Zone.

* A heavy metal door. Such heavy doors only protect va-
luable or dangerous stuff...like explosives! Let’s find the key.
The blue door cannot be opened until the blue Objective has
been taken.

¢ So that was what was making so much noise... The
storage area has an alarm that a wandering Zombie trigge-
red. Once you have the blue key, you can shut it down. The
blue Spawn Zone starts the game activated and is removed
from the board once the blue Objective has been taken.

¢ Don’t let zombies invade our haven! The Exit Zone
contains six permanent Noise tokens. This Zone represents
an entry into the sealed town through which the Zombies
might invade—and you don’t want that. If a Zombie begins

its activation in this Zone, remove it from the board. Mark
down that it has successfully escaped (by either using to-
kens or by writing it down on a piece of paper). If 10 Zombies
leave the board this way, the game is immediately lost.

¢ Sealing off your private town. Once all Objectives have
been taken, any Survivor can spend one Action to neutralize
a Spawn Zone in the Zone he is in. The Zone must contain no
Zombie. Remove the Spawn Zone from the game.

¢ You cannot use the car.

¢ Hey, a police car that we haven’t searched! You can
Search the police car more than once. Draw cards until you
find a weapon. Discard the other cards. The Aaahh! card
triggers the appearance of a Walker as usual and interrupts
the Search.




HARD / 6+ SURVIVORS / 80 MINUTES
A mission by Avtur Rymanowski

After a month tvying to survive in the vuins of the
old world, some of us have had enough. We ve heavd
the military set up a headguarters neavby. Maybe
they can get us out of this nightmave.

It's the last hope for some o? us, so we ve oing to
lookl Either v/eo-gm( vescue theve or die, and take as
many zombies with us as possible.

Tiles needed: 1B, 3C, 5B, 5E, 6C & 7B.
0BJECTIVES

¢ Get inside the military HQ. Find the green Objective in
order to open the green door.

e Try to establish contact with the military. Use the
radio (the blue Obijective) to establish communications with
the remaining military personnel in town.

e Defend yourself! Survive until help comes!

¢ Get out! Reach the Exit Zone with all Survivors. Any Sur-
vivor may escape through this Zone at the end of his turn, as
long as there are no Zombies in it.

SPECIRL RULES

e Look what | found... Each Objective gives 5 experience
points to the Survivor who takes it.

Player
starting area

Objectives (5 XP)

b ]

Doors

Car you can’t drive

Spawn Zones

\ A 4
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e It's a radio! The blue Objective cannot be taken. You can
just activate it. Doing so doesn’t grant experience points.

e The key to the HQ. Put the green Objective randomly
among the red Objectives, face down. When this token is
taken, the green door can be opened.

e How to turn it on? A Survivor standing in the blue Objec-
tive’s Zone can spend one Action to use the radio. At the first
use, put a 6-sided die showing “1” near the blue Objective. This
is the "Radio Die". Each time the radio is used again, add 1 to
the Radio Die. This can be done only once per Players’ Phase.

¢ Can anyone hear us? If the radio was used at least once,
roll a die at the end of each Zombies’ Phase. If the result
is equal to or lower than the current Radio Die value, you
establish contact with the military and must now just wait
for the rescue.

¢ Hold on a little longer! Once you've established con-
tact with the military, turn the Radio Die to “6”. At each End
Phase, lower the number by 1. To make things worse, from
now on the blue Spawn Zone is active.

¢ They’re here! After surviving 6 game turns, when you are
supposed to turn the die from “1” to “0”, roll it instead. Place an
Exit Zone token on the Zone corresponding to the die’s result.

¢ Out of fuel. You can’t use cars.

¢ Police car. You can Search the police car more than once.
Draw cards until you find a weapon. Discard other cards.
The Aaahh! card triggers the appearance of a Walker as
usual and interrupts the Search.
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starting area

A mission by John Holt

All highways ave lost highways nowadays. Freedom
is the open voad. a shotgun. and a can of beans. Our
chaviot is the pext be thing to a tank: an easily
vepaivable, heavy bit of police-issue machinery. It
can cvush zombies v\/‘d’kouI taking a dent, unlike the
shatteved flush'c and -(ibevglass wrecks li‘l’*‘l’eriv\g the
voadside.
Tkiha is. the last three gas stations weve tapped
out. We've m"ckiho the arvow koven‘no rear E and
wondering how much further we could have gone
dviving plastic and fibevglass. The next gas station is
miles down the voad, and we won '+ make it on fumes.
Maybe we can siphon some gas from the cavs we dvove
ast, at least ehouek Yo make it to the next station.
at havdware stove should have a gas can.
Funny, you know, I didn't notice the moans until the
engine cut out: Let's get a move onl

VYVVVYYYVVYVVVYYY

You will need the following tiles for this Mission: 5B, 5C, 5D, 5E,
5F & 6B.

0BECYIVES

Refuelling on a highway by siphoning from wrecked cars. Never thought you would do
something like that, did you?

¢ Get the cans. The green “X” shows where they are.

* Siphon the pimpmobiles. The pimpmobiles stopped here because their drivers were
dead or zombified, so their tanks must still contain some fuel.

¢ Fill your own tank. You'll need a can full of fuel to do this!

e Continue your journey. At least one Survivor must reach the Exit Zone with the police
car. The car may escape through this Zone at the end of its driver’s turn, as long as the
Zone is free of Zombies. An escaped car is removed from the board, with its passengers
and their Equipment, upon reaching the empty Exit Zone.

SPECIAL RULES

* Setting up the game. Put aside all Glass Bottles cards and all Gasoline cards before
the game begins.

e Where are the cans? The green Objective can’'t be taken, but a Survivor can spend
one Action to Search the Zone where it is. He receives 5 experience points and one
Glass Bottles card, which represents an empty can. When all the Glass Bottles are taken,
ignore this special rule.

e Here is the fuel! A Survivor with a Glass Bottles card in his Inventory can spend one
Action to Search the Zone where a pimpmobile stands. He receives a Gasoline card,
which represents a can full of fuel. Each pimpmobile can only be searched once this way.
¢ Refuelling. A Survivor with a Gasoline card in his Inventory can spend one Action in
the Zone where the police car stands to fill it, discarding the Gasoline card. Once two
Actions have been spent this way, the police car can be driven.

* Don’t waste the fuel! You can’t create Molotov cocktails in this Mission.

e We said, don’t waste the fuel! Pimpmobiles can’t be driven.

MEDIUM
2-4 SURYIYVORS
120 MINUTES
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MEDIUM
~4 SURYIVORS
120 MIUTES

SPECIAL RULES (CONTINUED)

e Out of gas. The police car can't be driven until its tank
has been filled (see “Refuelling”).

¢ Hey, it’s your car! Of course, you have already taken
anything useful from your car. The police car can’t be sear-
ched.

e What’s in the trunk? Each pimpmobile can be searched
only once. It contains either the Evil Twins or Ma’s Shotgun
(draw randomly).

ADDITIONAL SKILES (FROM TOXIC CIYY MALL)

Add these Skills to the Core Game’s SkKills list. Feel free to
use them with your custom Survivors!

+1 Damage with [Equipment] - The Survivor gets a +1
Damage bonus with the specified Equipment.

+1 Damage: [Type] - The Survivor gets a +1 Damage bonus
with the specified type of Action (Combat, Melee or Ranged).

+1 free Melee Action - The Survivor has one extra, free
Melee Combat Action. This Action can only be used for Me-
|lee Combat.

+1 free Ranged Action - The Survivor has one extra, free
Ranged Combat Action. This Action can only be used for
Ranged Combat.

2 cocktails are better than 1 - The Survivor gets two Mo-
lotov cards instead of one when he creates a Molotov.

Break-in - The Survivor doesn’'t need any Equipment to
open doors. He doesn’t make Noise while using this Skill.
However, other prerequisites are still mandatory (such as
taking a designated Objective). Moreover, the Survivor has
one extra, free Door opening Action. This Action can only be
used to open doors.

Please note the Break-in Skill doesn’t apply to removing bar-
ricades (See P. 10).

Can start at [Danger Level] - The Survivor can begin the
game at the indicated Danger Level (first experience point of
the indicated Danger Level). All players have to agree.

Collector: [Zombie type] — The Survivor doubles the ex-
perience gained each time he kills a Zombie of the specified
type.

Death grasp-Don’tdiscard an Equipmentcard whenthe Sur-
vivor receives a Wounded card. This Skill is ignored if there’s
no space left in the Inventory to receive the Wounded card.

Low profile - The Survivor can’t be targeted by allied Ran-
ged Attacks and can’t be hit by car attacks. Ignore him when
shooting in or driving through the Zone he stands in. Wea-
pons that kill everything in the targeted Zone, like the Molo-
tov, still kill him.

Regeneration - At the end of each game round, discard all
Wounds the Survivor received. Regeneration doesn’t work if
the Survivor has been eliminated.

Roll 6: +1 die Combat - You may roll an additional die
for each “6” rolled on any attack, Melee or Ranged. Keep
on rolling additional dice as long as you keep getting “6”.
Game effects that allow re-rolls (the “1 re-roll per turn” Skill
or the “Plenty of ammo” Equipment card, for example) must
be used before rolling any additional dice for this Skill.

Roll 6: +1 die Melee - You may roll an additional die for
each “6” rolled on a Melee attack. Keep on rolling additional
dice as long as you keep getting “6"”. Game effects that allow
re-rolls (the “1 re-roll per turn” Skill, for example) must be
used before rolling any additional dice for this Skill.

Roll 6: +1 die Ranged - You may roll an additional die for
each “6” rolled on a Ranged attack. Keep on rolling additio-
nal dice as long as you keep getting “6”. Game effects that
allow re-rolls (the “1 re-roll per turn” Skill or the “Plenty of
ammo” Equipment card, for example) must be used before
rolling any additional dice for this Skill.

Rotten — At the end of his turn, if the Survivor has not ta-
ken a Combat Action, driven a car, and has not produced
a Noise token, place a Rotten token next to his base. As
long as he has this token, he is totally ignored by any and all
types of Zombies (except Zombivors) and is not considered
a Noise token. Zombies don’t attack him and will even walk
past him. The Survivor loses his Rotten token if he takes any
Combat Action or makes noise. Even with the Rotten token,
the Survivor still has to spend extra Actions to move out of a
Zone crowded with Zombies.

Super strength - Consider the Damage value of Melee
weapons used by the Survivor to be 3.

Toxic immunity — The Survivor is immune to Toxic Blood
Spray.

Webbing - All equipment in the Survivor's inventory is
considered equipped in hand.

Zombie link — The Survivor plays an extra turn each time an
extra activation card is drawn in the Zombie pile. He plays
before the extra-activated Zombies. If several Survivors
benefit from this Skill at the same time, the players choose
their activation order.



A mission by Andvea Mavcone

We had the key. We were close +o the genevator.
Why did T have to use the damn toilet? Splitting
up is vavely a good choice, especially when theve ave
;v\lg +wo of you. but it was a velatively safe part of
OWN...
Now. one of us is tvapped and covineved with the
only key to the gev\emror voom, which was the whole
oint of coming out heve. We need that genevator.
Ee ev solve igu‘s guickly befove the others learn
about our stupid mistake, or they ave going to laugh

ot us fov yeavs

You will need the following tiles for this mission: 5B, 6B &
7B.

0BJECTIVES

This is a quick mission, suitable for one or two players. There
are only two Survivors in play.

1 - Reunion. Have both Survivors stand together in the
same Zone. You can’t take the red Objective until this is done.
2 - Reactivate the generator. The generator room is
marked with a red “X”. Take the red Objective.

3 - Reach the Exit Zone. Reach the Exit Zone shown on the
map with both Survivors. If one of them dies, the mission fails.

==l B

Zombie

3 Walkers
Player starting Doors Spawn Zone
area
. Y & & 4
EXIT/
Objective (5 XP) Exit Zone Open door
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SPECIRL RULES

e The generator. The Objective gives 5 experience points
to the Survivor who takes it.

e It’s quiet, for the moment at least. Use only Zombie
Cards #1 to #24 from Zombicide Season 1.

e Wandering threat. At the beginning of the game, place
three Walkers in the Zone marked on the map with a “3”.

e Split without enough weapons. Survivors start in dif-
ferent locations and with specific Equipment. The one on
tile 6B starts with a Crowbar. The one on tile 7B starts with
a Fire Axe.

e Where is the key? Only the Survivor starting on tile 6B
can open the green door. He has already taken the key (/al’s
why | have To rescue the dum@48%5s), so he starts with 5 experience
points.

2 SURYIVORS
45 MINUTES

Cid



MEDIUM / 6+ SURVIVORS / 120 MINUTES
A Mission by Sven Christian Play\aeev

" Suevivors, you arve pot alopel The CIA i shill
orevxh‘ysﬁ. Come join us in AHanta. We have built
a bastion aﬁm‘hd‘ Yhe zombie hovdes. Together we
cap all suvvivel” We ‘H\ouﬁh‘l' i+ sounded Yoo goonl
Yo be teue. It was. We weven't the only suvvivors
Yo -‘o"ov\/ Yhis vadio messaae, AM we m/eveh"" the
fivst Yo avvive. Good thing. Too. The “bastion” was a
secvet undevground prison, and i was clearly better
ot keeft' ?eoﬂe in than keeft'hﬁ zombies out. We
havepn 'I"?ouml anyohe else alive in heve, but that
doesp’ ¥ mean we ve alope.

Tiles needed: 1B, 2C, 3C, 4C, 4D, 5B, 5E, 6B & 7B.

0BJECTIVES

You need to access the CIA secret shelter, but it won’t be
easy. Try to follow this plan:

1- Search the office for a clue. The green Objective marks
a map and a secret key code for the green door, behind
which you will find the elevator to the secret prison.

2- Reach the shelter, but don’t forget to gather some
supplies. Who knows what awaits in this shelter? Reach
the Exit Zone with all Survivors. Any Survivor may escape
through this Zone at the end of his turn, as long as there are
no Zombies in it. Gather the Equipment cards and Survi-
vors that escaped. You win if you have all nine supply cards
(Canned Food, Rice, and Water).

SPECIAL RULES

¢ Successful search. Each Objective gives 5 experience
points to the Survivor who takes it.

+ Searching for supplies. When you take a red Objective,
draw cards until you find a supply card (Canned Food, Rice,
or Water). Discard the other cards. The Aaahh! card trig-
gers the appearance of a Walker as usual and interrupts the
drawing of cards.

¢ The local CIA director had a company pimpmobile! The
pimpmobile can be Searched only once. It contains either
Ma’s Shotgun or the Evil Twins (draw randomly).

* Yeah! A police car! You can Search police cars more than
once. Draw cards until you find a weapon. Discard the other
cards. The Aaahh! card triggers the appearance of a Walker
as usual and interrupts the Search.

* You can use the cars.

* The CIA garage. You have to open both doors in tile 3C to
get out with the police car. Note that through the garage you
can get into the building unnoticed by the zombies (i.e. with-
out activating the blue Spawn Zone, see “Zombies floors”
below).

+ Zombies floors. If you open the blue door, the Zombies
in the upper floors hear you, and the blue Spawn Zone be-
comes active. No key is needed to open the blue door, and
the Survivor who opens it receives 5 experience points.

¢ Stopping the invasion. The blue Objective represents a
heavy cabinet that can be used to barricade the stairway
door. Remove the blue Spawn Zone when you take the blue
Objective.

* Not to worry, you’ve got the key! The green door can
only be opened once the green Objective has been taken.
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CIA shelter entry Map and code for Heavy cabinet (5 XP) Supplies (5 XP)

the CIA shelter (5 XP)



HARDY / 6 TO 12 SURVIVORS / 150 MINUTES
A Mission by Billy Hayes

We ve been here befove bt pever stopped.
This peighborhood always had a lof of zombies in
&HD\A‘ . Wanda poticed far fewer zombies
when the came K the avea on a supply sweep.
Probably has something fo do with the cold weather.
Skchﬂ\‘hﬂ\c‘ﬂ'ma ka,n‘*o"w‘h)\iﬂ

go over the game plan. The cold is & new element
in this zombie fight and they wart Yo make suve
cnv.onmkﬂ&k&.

Tiles needed: 1B, 2B, 2C, 3C, 5B, 5C, 5D, SE& 7B.

oBlecrves @

Method is the key. Just follow this plan:

1- Explore the block methodically. Take all the Objectives.
2- Go back home —with cars, it's too cdld to walk. Reach
the Exit Zone with all Survivors aboard as many cars as
needed. Any car may escape through this Zone at the end of
its driver's turn, as long as the Zone s free of Zombies. An
escaped car is removed from the board, with its passengers
and their Equipment, upon reaching the Exit Zone.

3~ Nobody wants to freeze to death! If there's at least one
Survivor left on the board with no means to reach the Exit in
a car, the game is lost.

SPECIAL RULES

* | found something! Each Objective gives 5 expernence
points to the Survivor who takes It,

* The blue metal door. Once the blue Objective is taken,
the blue door can be opened.

* The green main entrance. Once the green Objective is
taken, the green door can be opened. Note that you can ac-
cess the bullding by a side door that doesn't require a key

* What is this? A blizzard?! The temperature is dropping,
and the Survivors must get to safety. For every third con-
secutive tum a Survivor is outside (in street Zones), put a
Noise token on his ID card. A Survivor loses 1 Action for
each Noise token he receives this way. Froe actions cannot
be lost. A Survivor cannot have less than 1 Action. Remove
all Noise tokens from a Survivor that enters a building Zone
oracar

* Police came and abandoned a car. It's a good thing,
since these cars contain lots of gung! You can Search a
police car more than once. Draw cards until you find a weap-
on. Discard the other cards. The Aaahh! card triggers the
appearance of a Walker as usual and interrupts the Search

* Pimpmoblle. The pimpmoblle can be Searched only
once. It contains either Ma's Shotgun or the Evil Twins (draw
randomiy).



* You can use the cars.

¢ Finicky cars! The cold is affecting the wiring! The wir-
ing in the cars is frozen over, and this causes the car alarms
to randomly go off. Whenever a car is Searched or moved,
roll a single die. On a roll of 1, place six temporary Noise
tokens on the car. Each car alarm can only be activated once
per turn.

* Activating this alarm is a really bad thing. The first time
acar alarm is sounded, activate the blue Spawn Zone for the
remainder of the game.

Spawn Zones

b b

Doors

Cars you can ri 7

i

Objectives (5 XP)




MEDIUM / 2-4 SURVIVORS / 120 MINUTES

A Mission by Jeffrey Alley . @
We ave vunning low on supplies. Agu’h- We have
Yo push our seavch further and further out from
Yhe hideout We've never been Yo this avea befove.
Somethina s ﬁo'}' us on ealﬁe 'H\ouak; we keef kean‘hﬂ
‘H\t'ngs but can ¥ see them. Sometimes it's like ¢+s
coming feom..The grouhd. On 'haf of that the
infected ave eH‘l’hg extva active. Mugke ‘H\eg'\re
vinning out 02 food. Yoo. We peed Yo grab what we
can and get back home, fast.

L ook out for creepers.

Tiles needed: 1B, 2B, 3C, 4B, 4C, 4E, 5D, 6C & 5F.

0BJECTIVES

This plan is very simple:
¢ Find the supplies. Take all the Objectives.

"
»
[

SPECIAL RULES -

+* We crave sustenance. Each Objective gives 5 experience
points to the Survivor who takes it.

¢ Order up. The Survivor who takes the green or blue Objec-
tives from the diner (tile 6C) may discard one Wounded card.

* Bad drivers. The cars on the board are wreckage. No Ac-
tor can move into a Zone containing a car. They obviously
can’t be driven or searched.

* What lies beneath... The green door and the blue door
represent the entrances to a connected series of mainte-
nance tunnels. They can be opened like any other door,
except that when one is opened the other opens as well.
This will trigger a Zombie Spawn if it's the first door opened
in a building.

+ Navigating in the dark. Once the green and blue doors
are opened, a Survivor may use one Action to quickly travel
from the green door Zone to the blue door Zone and vice
versa, as long as there are no Zombies in the Zone in which
he begins this Action. Each time a Survivor does so, the
player must roll a die.

Roll a 1: Something’s down here... Move the Survivor to
the other door and draw the top card from the Zombie
deck. Place the indicated Zombies in the Zone the Sur-
vivor just arrived in.

Roll a 2: Something’s squishy... The Survivor touches
something gross and screams like a little girl. He gets
laughed at and feels embarrassed. Move the Survivor
to the other door, and place a Noise token in that Zone.
A Survivor with a Flashlight may ignore this effect and
simply move to the new Zone.

Roll a 3, 4, or 5: Move to the other Zone. Nothing else
happens.

Roll a 6: Something’s shiny... Draw the top card of the
Equipment deck and place it in the Survivor's inventory. If
an Aaahh! card is drawn, spawn a Walker in the Zone the
Survivor just arrived in. This does not count as a Search.
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startingarea  tunnel entrances

Cars you can't drie Search

Door  Spawn Zones

Supplies (5 XP)

¢ It’s a secret. Zombies can’t use the blue and green doors.

* The ravenous horde. Zombie packs can break down doors
if their numbers are high enough. Each Fatty, Runner, or
Walker counts as 1 Zombie point. Abominations count as 5
Zombie points. If a Zone contains 5 or more Zombie points,
Zombies within treat doors as open when moving. If they have
to go through a closed door, open the door first, then proceed
to moving all Zombies (as other Zombies’ routes may be re-
defined by opening the door). Opening the first closed door of
a building leads, as usual, to a Zombie Spawn.




HARD) 6+ SURVIVORS / 150 MINUTES
A Mission by Jeffrey Alley

The dug & all Leauh- T+ started like any other-
an office worker at his desk. a Goth givl makin
breakfast a cop 'hJ(t'V\g down a ‘H'\ug. a put jo
tugging feverishly on a locked doov, and a waitvess
sevw‘y\:hr%evs. Evenwhen every vadio and Yelevision
in sight began blaring out the news, i still almost
didn + rehe'}wd'e the mundane voutine. Only the
-(iﬂ'l' ah‘d’avr" soum{s o-( guy\-(t‘ve Aml scrveams gave is
a precious few minutes of warning. We gatheved,
we efmfesl, still slt'sbeh‘ew’ha even as the fivst few
'I‘n‘cged in. We killed them, vefusing Yo yield our
homes, but soon the tvickle became a flood. ‘We
couldn't defend. Theve was no vesisting anymore,
only suvvival and zombicide.

T s%\oulal have grabbed my Yoothbrush...

Tiles needed: 1B, 1C, 4E, 5B, 5C, 5D, 6B & 7B.

OBJECTIVES

Escape through the Exit Zone with at least one Survivor at
the Red Danger Level. Any Survivor at the Red Danger Level
may escape through this Zone at the end of his turn, as long
as it's free of Zombies. How many will survive to continue
the Zombicide?

SPECIAL RULES

* Place the Survivors where they were when it all began.
The following numbers indicate each Survivor's starting
location:

(1) Place Doug at his desk.

(2) Place Amy in her kitchen.

(3 & 4) Place Phil and Josh on the street.

(5) Place Ned outside his bunker.

(6) Place Wanda in the diner.

This Mission is intended for the 6 Survivors in Zombicide:
Season 1. If the players choose to use different or additional
Survivors, place them in the diner (humber 6) as patrons.
Don’t spawn Zombies in buildings the Survivors start in.
Some of them may not have Equipment to open doors. Wait
for your friends, or Search for door-opening stuff!

* You are doing just fine. Each Objective gives 5 experi-
ence points to the Survivor who takes it.




+ A pimpmobile! The pimpmobile
can be Searched only once. It con-
tains either Ma’s Shotgun or the Evil
Twins (draw randomly).

* A police car! You can Search a
police car more than once. Draw
cards until you find a weapon. Dis-
card the other cards. The Aaahh!
card triggers the appearance of a
Walker as usual and interrupts the
Search.

* You can use the cars.

¢ Ned’s bunker! The blue and
green Objectives are inside Ned'’s
bunker, behind the blue door, which
only opens with Ned’s key. The blue
Objective is his arsenal, and the
green one is a reusable medkit! Too
bad Ned lost the key, and you have
no way to get in. No, the key isn’t lo-
cated anywhere on the board either.
What a sad day.

EXIT

Exit

Objectives (5 XP)

Spawn Zones

== &
O 6
Doug Amy
P?ndJoh

g 6

Wanda
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MEbIUM / 6+ SURVIVORS / 180 MINUTES
A Mission by Céline Mathien

*Sigh* The cylinder head is about to give out:
AGAIN. This i’l‘me we veally need o veflace & A
few days ago, we passed aa\u e stveet and Josh
saw & sigh labelled, “Pete’s avaae". The odds
of finding a cylinder head theve ave thin, but we
need Yo Yake the risk. The sewers ave cvawh‘hg with
walkers, though. Luckily, the military had an HQ
rearby, and They leff a minigun mourted at the
street s ertvance. I have po c‘iea how Yo five Yhat
H\i)«a; T guess we ' ll have Yo find out T bet it can
Year an A{omiha:h'oh ufarl’.

Tiles needed: 1C, 2B, 2C, 3B, 4B & 4C.

] ¢

0BJECTIVES

Repairing the car is the main objective, but it would be a
crime not to use this machine gun, wouldn'’t it?

1- Find the cylinder head. Take the blue Objective.

2- Escape the horde. Reach the Exit Zone with all Survi-
vors. Any Survivor may escape through this Zone at the end
of his turn, as long as there are no Zombies in it.

SPECIAL RULES

* Army weapon stock. The red Objectives represent
stashed weapons. When one is picked up, draw cards until
you find aweapon. Discard the other cards. The Aaahh! card
triggers the appearance of a Walker, but keep drawing cards
until you find a weapon.

* Pete was working on a pimpmobile. The pimpmobile
can be Searched only once. It contains either Ma’'s Shotgun
or the Evil Twins (draw randomly).

* A derelict police car. It won't go anywhere, but who
knows what'’s in it? You can Se‘?r h the police car more than
once. Draw cards until you find aiveapon. Discard the other

cards. The Aaahh! card triggers the appearance of a Walker
as usual and interrupts the Search.

.




* This is a cylinder head. The blue Objective represents the
cylinder head. It gives 10 experience points to each Survivor.

+ Just what | wanted for Christmas. The green Objective

’ﬁa o r o e represents a mounted minigun. It cannot be moved and can’t
'Ex"! - shoot through a Zone containing Zombies. Only one Survivor

—~ & =
Player Pete and Exit Spawn can make use of it per turn due to the barrels overheating,
startingarea  his crew Zone Zones

but he can use multiple Actions to shoot with it. Place the
Survivor miniature on top of the green Objective token to
indicate he is manning the gun. Here are its characteristics:

- - Range: 1-3
— ¥ - i['] T = Dice: 5 ®
Doors Cars you can’t drive Accuracy: 4
Damage: 3
Weapon stock Cylinder head The minigun

* You can’t use the cars.

* Say hello to Pete! Once you open the door leading to the
garage, spawn Pete, in the form of a Fatty, along with Pete’s
crew (4 Walkers).

¢ Pete’s apartment is closed. Once the blue Objective is
taken, the blue door can be opened.




HARD / 4+ SURVIVORS /7 180 MINUTES
A Mission by Paul Coo?ev

“Hold on. Cholo,” whispeved Dave as he veadied
another Molotov.

“Ave you suve the aptidote is heve? " El Cholo asked
'Hwouﬁk the pain. “T don'¥ know how much lohgev
T can hold out”

El Cholo had been ivvitable for the past couple of
days. Now he was {flat out sick-pale, vetching. and
shaking. Dave figuved out i wasn't the zombie
infection. Affmrehﬂg, someohe ov some‘H\iha had
rol'soheal him.

T¥ looks q,ul'e“'. but we don' ¥ know what's in that
building, " Dave said after taking a guick peek
avound the covper. You say you want Yo clear both
apariments?” ‘

“That's vight, i veplied Nick. “That's wheve the
Chemist lives... ov lived. I-( anyohe has an aptidote
for the poison. he does. Relax. We' Il find &7

Tiles needed: 1B, 1C, 2B & 2C.

0BJECTIVES

This poison must have a cure, and
the Chemist is the only guy that could
have it. So, here is what you'll have to
do...

1- It’s a binary compound. The Chem-
ist must have what you need in one of the
Zones marked with a red “X". Search these
Zones until you find the blue and the green
Objectives.

2- Cure the poison. The poisoned Survivor
must be cured!

3- So long, zombies. Reach the Exit Zone with the
poisoned Survivor. He may escape through this Zone at
the end of his turn, as long as there are no Zombies in it.

A &

A Star Is Falling has a very Hollywood ton#
Use this to generate a great ambiance. Pre-

pare your best action movie quotes!

SPECIAL RULES

* American Eagle Power! All Survivors start at the be-
ginning of the Yellow Danger Level. By mutual agreement,
players can choose to start at a higher Danger Level (includ-
ing Ultrared). The poisoned Survivor starts at the beginning
of the next lower Danger Level (if the team starts at Yellow,
he'll start at Blue, for example).

+ Final vengeance! Select a Survivor at random. That Survi-
vor's arch-nemesis from his past has slipped him a slow act-
ing poison. The Mission fails if the poisoned Survivor dies.
The poisoned Survivor must roll a single die at the start of
each of his turns. On a 1 or 2, he loses 2 Actions and can’t
use his Skills for that entire turn. The following Skills are
not affected: Starts with [Equipment], Can start at [Danger
Level], and Rotten.
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* What’s wrong with these doors? The blue and the green
door can be opened normally. However, the red doors are
permanently locked and divide the building in two.

* Anything in this building is pretty hungry. All Zombies
spawned in the building are Walkers. Keep turning over
Zombie cards until you get a card displaying Walkers for the
current Danger Level. Manhole and Extra Activation cards
are ighored. -

TIP: If you own it, you can use the Walk Of The Dead
#1 Zombie deck instead.

* The plot twist. The antidote is a binary compound! Put
the blue and the green Objectives randomly among the red
Objectives, face down. Flip over the Objective token when
it's taken.

- If it’s red, the Survivor who takes it earns 5 experience
points and resolves a free Search (this does not count as the
Survivor's Search action for the turn).

- Ifitis blue or green, the Survivorearns 10 experience points
and has found half the antidote. Put the Objective token on
the Survivor's ID card. It doesn’t take a slot in the Inventory
and can be traded. If a Survivor dies before giving the token
to the poisoned Survivor, place the token in the Zone where
he died. Any other Survivor can pick this token up with an
Action.

* This should get you back on your feet. The poisoned
Survivor is cured if he owns both antidote tokens and spends
three Actions in a row. Then he no longer suffers from the
“Final vengeance!” effect.




HARD / 4+ SURVIVORS / ‘1’80 MINUTES
A Mission by Tim Thovson

After being in the city for so long. our Yeam is
vrANing short on ammo. We decided Yo head Yo a
military base on the outskivts of Yown. Upon avriving,
we only saw a few walkevs and emﬁg [ut’ut‘hgs.
seems Yoo easy, but that base is the only ?lace that
mfgk"‘ have the suf?lt'es and ammo we peed. One
way ov the other, we ve gou’ha in

Tiles needed: 1B, 1C, 2B, 2C, 5C, 5D, 5E & 5F.

0BJECTIVES

Take the ammunition and return to town.

1- Take all the ammunition and search the barracks un-
til you have found all the weapons! Take all the Objectives
and the three “ammo cache” cards.

2- Back to town. Reach the Exit Zone with all Survivors.
Any Survivor may escape through this Zone at the end of his
turn, as long as there are no Zombies in it.

SPECIAL RULES

* Dead soldiers don’t need ammo. They died where red
“X"s have been set. Each Objective gives 5 experience
points to the Survivor who takes it.

* Dead officers don’t need keys. Put the green Objective
randomly among the red Objectives, face down. Once the
green Objective has been taken, the green and the blue
doors can be opened.

* Special ammo cache in the barracks. Remove one
Shotgun, one Sub MG, one Rifle, two Plenty of Ammo {one of
each type), and two Aaahh! cards from the Equipment deck.
Shuffle these cards and draw three of them, face down. These
are the ammo cache. Place them near the blue Objective.
Shuffle the other cards back into the Equipment deck. When
a Survivor takes the blue Objective, he receives the 3 ammo
cache cards. Any Aaahh! cards revealed when the cache is
taken triggers the appearance of a Walker as usual.

+ Stop this noise! When the blue Objective is taken, the
blue Spawn Zone activates.



* What is this police car doing
here? You can Search a police car
more than once. Draw cards until
you find a weapon. Discard the other
cards. The Aaahh! card triggers the
appearance of a Walker as usual and
interrupts the Search.

* | said, “Stop this noise!” When
the police car is Searched, its alarm
goes off. Place two Noise tokens
on the police car. They stay there
until the alarm is turned off. This is
not cumulative if the police car is
Searched again while its alarm is on.
A Survivor in the Police car's Zone
can spend one Action to turn off the
alarm—remove both Noise tokens.

* You can’t use the cars.

Ammo cache

i

Player
starting area

Pic car
you can't drive

Dead soldier

Spawn Zones
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HARD I’5+ SURVIVORS 7 180 MiHUTEs
A Mission by James Cachia-Garvetr

A v/umleﬂ‘v«g hovde has chased us out of house and
home. We fackeal our weapons and sufflt‘es into the
car and headed out, but the hovde was Yoo Bt’ﬁ. Our
car hit Yoo many zombies. Theve s smoke coming out
of both ends, and T'm prethy sure the trapsmission
is Yotaled. Thank{ully, E know wheve we ave. Ope
of Yhe less fortunate suvvivors we encounteved
meptioned that his family's minivan was in the

avage vight in front of us when the outbreak
aaffehed. ¥s 90’!’ a broken dviveshaft and no gas.
but &'s fine othevwise. Oh, and the avage door is
locked down tight. ‘We peed Yo fix the dviveshaft
£ill Yhe Yank. and get out of heve. On the bright
side, T also heavd ‘\g\a&' a gun collector had stashed
his prize weapohs avound heve somewhere. We could
vrea};; use Them, and he's not goiha Yo need them

uhg move.

Tiles needed: 2B, 2C, 3B, 3C, 4B, 4C, 4D & 4E.

0BJECTIVES

We need a new car!

1- A driveshaft and some fuel. Take the driveshaft from the
police car and find two Gasoline cards.

2- Repair and refuel the minivan. It's represented by the
pimpmobile on tile 3B.

3- Open the roller door. You'll need to find the green
Objective to do this. It’s represented by the blue and green
doors on tile 3B.

4- Flee the horde! Escape through the Exit Zone with the
minivan. The car may escape through this Zone at the end of
the driver's turn, as long as it’s free of Zombies.

SPECIAL RULES

* This is exactly what we need. Each Objective gives 5
experience points to the Survivor who takes it.

¢ Closed rooms. Some building Zones are isolated by
doors. They are considered separate buildings for Zombie
Spawning only.

¢ On the run. Each Survivor starts the mission with 7
experience points, at the Yellow Danger Level, and packing
a bonus weapon in addition to the standard starting Equip-
ment. Before the game begins, starting with the first player,
draw from the Equipment deck until each Survivor gets a
weapon. Ignore non-weapon Equipment cards.

¢ The gun collector lived near here. Place Ma’s Shotgun
and the Evil Twins in the Equipment deck AFTER each Sur-
vivor receives his bonus weapon. These weapons can be
found by Searching around town.

* Mechanics have Gasoline. Before the game begins,
remove both Gasoline cards from the Equipment deck, and
place one in each mechanic Zone (marked as such on the
map). The first Search in these Zones gives the matching
Gasoline card. If used, place the Gasoline cards in the dis-
card pile.

¢ Where can we find a driveshaft? The Survivor who takes
the blue Objective receives the driveshaft. The blue Objec-
tive token counts as an Equipment card. The driveshaft is
very heavy and cumbersome: it can only be placed in one of
the hand slots. Losing the driveshaft ends the game.

¢ The roller door. Put the green Objective randomly among
the red Objectives, face down. Once the green Objective has
been found, the roller door can be opened. It is represented
by both the green and the blue door on tile 3B. Both doors
open simultaneously. Opening the roller door is very loud.
Treat the Survivor who opens it as having used the Loud Skill.

* Repairing the minivan. A Survivor can spend one Action
with either a Gasoline card or the driveshaft to put them in
the minivan. Once two Gasoline cards and the driveshaft
have been stashed this way, the minivan can be driven. It
can be driven through the roller door of tile 3B.




* Cars around town. Cars can't be
Searched or driven. Repairing the
minivan allows it to be driven. The
minivan seats 6 Survivors.

¢ It’s FIXED! Let’s try not to break
it again. Once repaired, the minivan
can only be driven a maximum of 2
Zones per game round.

Mechanic Zone
{Gasoline)

w

o

Player
starting area

Where the key
could bhe (5 XP)
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HARD / 4+ SURVIVORS 7 90 MINUTES
A Mission by Ron Price

We weve ge‘H’thﬁ +he huhﬁ of Yhis whole ~ Bu“‘ﬂt’hg
Yooth and nail for survival thing i "‘ka&'{es‘l’eﬂ‘hg
fub of phs showed up- EVevgm\eve he goes. the
zombies flock Yo him. We'd call him a leader if he
had, you know, a brain.

Material needed: Season 1.
Tiles needed: 1B, 1C, 2B, 2C, 4B, 4C, 5E & 7B.

OBJECTIVES

Kill Rotbelly and escape with your life.

1- Kill Rotbelly. It's an Abomination, so

this won’t be easy.

2- Back home. Reach the Exit Zone
with all remaining Survivors. Any Sur-
vivor may escape through this Zone
at the end of his turn, as long as it's
free of Zombies.



SPECIAL RULES

¢ Rotbelly is here! At the start of
the game, place an Abomination in
the Zone marked on the map. This is
Rotbelly!

¢ We’ll have to head out. Survivors
cannot Search the Zone they start in.
* King Rotbelly’s Zombie Court.
The Abomination acts like a mobile
Spawn Zone. During the Spawn
phase, draw an additional Zombie
card and place the indicated Zom-
bies in Rotbelly’s Zone.

¢ No hurry for Rotbelly. When
Rotbelly has to move, roll a die. On
a result of 4 or more, it stays where
it is. On a result of 3 or less, it moves
normally.

i ©

Player King Rotbelly
starting area

[ A

Ml /B

Spawn Zone Exit Zone
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H‘b\/RDVI"4+ sun\"“ohs lrhﬂ Mlh“TEs .
A Mission by Evik Yaple

T 've been in those hu‘ut'hgs. T cap hear them
undevhneath, veady Yo come ‘Hwouah the {floov.
Theve must be some sort of pest down theve. T
say we blow that building sky high and send
those things Yo Helll Skeeter. an old buddy from
the war, had some C4 stashed in his stovage unit
and probably had a vemote detonator in his hovel.
SkeeIev loved Things that went boom! This is ouv

Japn: We ge'*' in theve, get the C4, ?Iuh“’ if, blow

he buildina Yo dust an se‘f back o camp in +ime
for dinper. asy as +haH

Material needed: Season 1.
Tiles needed: 1C, 2B, 5B, 5C, 5D & 7B.

0BJECTIVES

Detonate this building. Red on red and so on. Just do every-
thing in the right order, because explosives don't like it when
you mess with them.

1- Where are my detonators? Take the blue Objective.

2- Place the C4. Place a red Objective in each of the loca-
tions on the map marked with a (1). You'll need to get them
from the storage room first!

3- 2, 4, 6, 8. Now it’s time to detonate! After you have
placed a C4 pack in each Zone marked with a (1), the Sur-
vivor with the detonator must spend an Action to detonate
them. All marked locations must detonate at least once.

4- Yippie Ki Yay, Bullet Sucker! Reach the Exit Zone with at
least one Survivor. Any Survivor may escape through this Zone
at the end of his turn, as long as there are no Zombies in it.

SPECIAL RULES

¢ These are selective frequency detonators (and their
remote control). The blue Objective represents the deto-
nators and their remote control. Place this Objective token
on the inventory of the Survivor who took it. The detonators
can be exchanged like an Equipment card and take up one
space in the Survivor’s inventory. If the blue Objective is lost,
the Mission fails. Taking this Objective doesn’t grant experi-
ence points.

¢ There’s a lotta boom in this room! The nine red Objec-
tives on the map represent C4 packets. When a C4 packet
is taken with an Action, place the red Obijective token on the
inventory of the Survivor who took it. The C4 token can be
exchanged like an Equipment card and takes up one space
in the Survivor’s inventory. If a Survivor carrying a Red Ob-
jective is killed, the C4 packet is lost. Taking a red Objective
doesn’t grant experience points.

* Planting C4. C4 packets may be placed in any Zone as an
Action, but to fulfil this Mission’s objective, one of them must
be placed in each of the five Zones marked on the map. If
there aren’'t enough C4 packet tokens left to detonate all the
marked Zones, the Mission fails.

* Selective frequency detonation. As an Action, the Survi-
vor with the blue Objective (the detonator) may detonate one
or more planted red C4 tokens. Treat the Zone where the se-
lected C4 is detonated as if it was hit with a Molotov Cocktail.

.
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HARD / 4+ SURVIVORS / 90 MINUTES
A Mission by Sevgio Bac

Onre doov. two doovs—how many doovs
until we Qd‘ out of heve? How man
zombies ave v/m'h'v\a behind each o
them?

Material needed: Season 1.
Tiles needed: 3B, 4B, 6C, 6B, 5E, 5F, 5C & 5D.

0BIECYIVES

Get out! Reach the Exit Zone with at least one
Survivor. Any Survivor may escape through
this Zone at the end of his turn, as long as
there are no Zombies in it.

SPECIAL RULES

e The blue door. Randomly place a red
Objective and the blue Objective, face down,
in each blue Zone. Once the blue Objective
has been taken, the blue door can be opened.

e Uh-oh. An alarm. Once the blue Objec-
tive has been taken, the blue Spawn Zone
activates.

¢ Will you dare open the blue door? The blue
door can only be opened by a Survivor who has
reached the Yellow Danger Level or above.

e The green door. Randomly place a red
Objective and the green Objective, face down,

in each green Zone. Once the green Objective
has been taken, the green door can be opened.

H /Exir -
- Exit Zone

Player
starting area Spawn Zones

Where Where
the green key the blue key =

VVVYVYY

¢ You don’t dare open the green door, do you? The green
door can only be opened by a Survivor who has reached the
Orange Danger Level or above.




SPECIAL RULES

* Let’s get this job done, and well done. Each Objective

HARD / 6+ SURVIVORS / 120 MINUTES gives 5 experience points to the first Survivor who takes it.
Place each taken Objective on the ID Card of the Survivor
A Mission by Jason Wilkins who took it. The explosives (red) and the detonator (blue) can

be exchanged as Equipment cards and occupy one space
\A/e'al been on the voad -‘ovevav, but we -ft'hau in the Survivor's inventory. If any Objective is lost, the Mis-
-(ouml a small commuhi‘l‘g Ythat's somehow kefl' ow sion fails. To place a red Objective on a Spawn Zone, the
Ythe undead. Naturally, 'H\eg J,or\}’h!us*' hewcomers, Survivor carrying it simply needs to spend an Action while
but they Il let us vest for a few days if we help in that Zone.
Yhem with a small problem. Eavly in The outbreak,
some luho:h‘c built a -‘ad’wg hea.vbg using zombies Yo e« Give the detonators to daddy if you don’t want a seri-
gehevw"e owev. You can guess how well ‘?kw}"hurheal ous spanking. The blue Objective can only be taken once
out. Now the xlace is spewing hovdes of zombies. the Abomination carrying it has been killed. It follows the

T}\eg asked us To shut it down ?evmaherrﬂg. Abomination when it moves.
Material needed: Season 1. 5 + |t was so quiet before we opened the doors... Each
Tiles needed: 5B, 5C, 5D, 5E, 5F & 6C. - Spawn Zone only activates once the door of the building in

which it stands is opened.

+ What did this one eat to become like this? The blue
. Spawn Zone spawns only once, when its building is opened,
pro@cing a single Abomination.

+ Pimpmobile! The pimpmobile can be Searched only
once. It contains either Ma’s Shotgun or the Evil Twins (draw
randomly).

-

¢ Out of gas! The car can’t be driven.

» Watch your feet. The factory continues below ground,
and there are Runners running in the pipes! At the End Phase
of each turn after the first one, roll one die. On an odd result,
place one Runner on each manhole on a tile occupied by
Survivors, as if you just drew a “manhole” card. On an even
result, nothing happens.

OBJECTIVES A 3¢ I <¢|

Detonators Explosives

Guys, it won't be easy, but it has to be done. Let's see the
Player

plan. starting N
o VEXITY

1- Get the explosives from the warehouse. Take all red s A Yo
. Door Exit Zone

Obijectives.

2- Setthem inside each of the four zombie power plants.

Place one red Objective on each red Spawn Zone.

3- Get the detonator from the Abomination. Kill the

Abomination to get the blue Objective.

4- Get away before blowing the place apart. Reach the

Exit Zone with all remaining Survivors and the blue Objec-

tive. Any Survivor may escape through this Zone at the end

of his turn, as long as there are no Zombies in it.

Pimpmobile
Spawn Zones you can’t drive
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HARD / 4+ SURVIVORS 7 90 MINUTES
A Mission by Sean McDonald

We Yhought we could ﬁe‘l‘ in ge*' +he viot gear, and
et out With all we've gone ‘H\vouek Yo aet this
?uv, we thought That gear would make us sa?ev. The
lace was guiet. We didn't see or hear anything.
tr/e 'H\ougH’ i+ would be a walk in the ?avk. We
weve Mrohﬁ!
Everything seemed fine urtil we stumbled irdo the
w¥ong vooms. Even with all the infected we ve seen,
nothing prepaved us for these two. Our only chance
pow is o RUNI

Material needed: Season2: Prison Outbreak.
Tiles neede®: 8P, 11P, 12P, 14P, 15P & 16P.

0BJECTIVES

Escape! Reach the Exit Zone with all remaining Survi-
vors. Any Survivor may escape through this Zone at the end
of his turn, as long as there are no Zombies in it.

- Superior Escape: All Survivors reach the Exit Zone.

- Acceptable Losses: No more than 1 Survivor dies.

- This Could Mean the End: More than 1 Survivor dies.

- Complete Failure: All Survivors die.

SPECIAL RULES

* The violet Switch. Activating the violet Switch opens
the violet cell doors and activates the violet Spawn Zone.
The violet Spawn Zone only activates after the violet Switch
is activated. The Switch can't be set back into its original
position.

* The white Switch. Activating the white Switch opens
the white cell doors and activates the white Spawn Zone.
The white Spawn Zone only activates after the white Switch
is activated. The Switch can’t be set back into its original
position.

* The yellow Switch for the rotating security gate. When
the yellow Switch is activated, the rotating security gate
rotates a quarter turn to the left or to the right (choose the
direction of rotation each time the Switch is used).

* How do we kill these beasts? When an Abomination is
killed, place his miniature on the Player starting area.

Player
starting area

Rotating
security gate

1
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HARD / 4+ SURVIVORS / 180 MINUTES
A Mission by Tim White

We've been vhnhing {or days or maybe weeks. T
don T know, and T don ¥ cave. ut huvts, and Yhe
Vomi'h‘ha won s-h;f. Douﬁ says %ia\re Affeh&icﬂ'is.
Amy found a medical Yextbook at the local libvary
and says she's willing Yo cut me. Imagine, a goth
cuH’t'ha someope else.

Phil knows w!\eve we can ﬁe“’ some apesthetic - and
wheve theve s a dental surgery we can use. We just
reed the keys Yo the surgery cabinet. Ned says the
keys ave probably wheve 15\3 ov doctor alt’:i and
he claims Yo know all this dentist's favovite haunts.
Ned scaves me sometimes. Wkg would he stalk a
deptist?

This miak‘}' be the last u?alxl’e. TLT don Y diec inthe
dentist chaiv, T'll likely be consumed by zombies. As
always, they ve vight behind us.

Material needed: Season 1.
Tiles needed: 1C, 3B, 4B, 4D, 4E, 5C, 6B & 6C.

0BJECTIVES

Modern surgery requires following the prescribed methodol-
ogy. That's what Amy said, anyway.

1- Find the anesthetic and the keys to the surgery
cabinet. The anesthetic is on the bedside table in the loca-
tion with the green “X”. The keys could be in any location
marked with a red “X".

2- Perform surgery. Don’t be afraid. You are a Survivor.
Everything will be okay.

3- Find a place to rest. Reach the Exit Zone with all Survi-
vors. Any Survivor may escape through this Zone at the end
of his turn, as long as it contains no Zombies.

SPECIAL RULES

¢ The patient. Before the game begins, roll a die for each
Survivor. The lowest result designates the patient (re-roll
ties).

* On the road. The Survivors have been running since they
lost their shelter, but they had time to equip themselves. In
addition to the normal starting Equipment, distribute a Shot-
gun, a Sawed-off, a Sub MG, an extra Pistol, and a Rifle.

¢ This is not exactly what we were searching for, but...
Each Objective gives 5 experience points to the Survivor
who takes it.

¢ Closed rooms. Some building Zones are isolated by
doors. Consider these separate buildings when spawning
Zombies.

¢ Where is the dentist’s body? Put the blue Objective
randomly among the red Objectives, face down. Put the
Objective token on the ID Card of the Survivor that finds it.
It can be traded as an Equipment card but doesn’t take an
Inventory slot. If the Survivor carrying it is eliminated, the
game is lost.

* ’'ve found the sleeping p...the anesthetic. The anesthetic
is represented by the green Objective. Put the Objective token
on the ID Card of the Survivor that finds it. It can be traded as
an Equipment card but doesn’t take an Inventory slot. If the
Survivor carrying it is eliminated, the game is lost.



* The surgery. To perform the
surgery, the patient must be in the
dentist’s office (on tile 4B) with the
Survivor(s) carrying the “anesthetic”
(the green Objective) and the surgical
cabinet key (the blue Objective). The
“surgeon” (any Survivor can be the
surgeon, even if he doesn’t have a
colored Objective) must spend three
Actions to do the surgery. Complet-
ing the surgery is worth 5 experience
points for both the surgeon and the
patient. The patient will only be able
to perform Move Actions after under-
going surgery.

* Noisy cops. The police cars can-
not be driven or Searched. They may
generate Noise if the sirens are stuck
on and will be the loudest Zones on
the board unless deactivated. Survi-
vors may turn a police car siren on or
off by standing in the same Zone and
spending one Action. Place a Noise
token on the police car to indicate
that the siren is on (don’'t remove it
at the End Phase), remove it immedi-
ately when it is turned off. When the
game begins, the police car with the
Noise token has its siren turned on
(see the map).

Player
startingarea  Spawn Zone

YEXIT

Noise token xit Zone

D)l

Police car Door

Sleeping p...
Anesthetic (5 XP)

Where the surgical cabinet
key could be (5 XP)
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HARD / 4+ SURVIVORS / 60 MINUTES
A Mission by Matt Turnbull

Apparently being cvazy vuns in Ned s family. He +old
us Ris uncle vented a bunch of stovage containers
down by the docks and kept his “valuables theve,
including his defective coin collection. his civil war
miniatuves, and the keys to his boat. I'm suve the
miniatuves ave nice, bu‘l'a'ko:l' boat s our ticket out of
the city. I wonder why Ned's uncle didn'+ use i-..

Material needed: Season 1.
Tiles needed: 1C, 2B, 2C, 3B, 5B, 5C, 5D, 5E & 7B.

OBJECTIVES

Here is the plan:

1 - Family heirlooms. Take
all the red Objectives.

2 - Row your boat. Reach
the Exit Zone with all re-
maining Survivors. Any Sur-
vivor may escape through
this Zone at the end of his
turn, as long as there are no
Zombies.

i

Player
starting area

Spawn Zones

] ] Fd

Colored keys

“Valuables”

[

/EXIT/

Exit Zone
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SPECIAL RULES

e “Valuables”. Each Objective gives 5 experience points to
the Survivor who takes it.

e Green key. The green door cannot be opened until the
green Objective has been taken.

¢ Blue key. The blue door cannot be opened until the blue
Objective has been taken. Taking the blue Objective also
activates the blue Spawn Zone.

¢ Ned’s Uncle. Looks like Ned’s uncle had the same idea
but didn’t make it. Now he’s out to stop you from getting on
his boat. Once you obtain all three red Objectives, immedi-
ately spawn an Abomination (Ned’s uncle) on the Exit Zone.

* The return of Ned’s Uncle. Ned’s Uncle has eaten all
local Abominations. Don’t spawn an Abomination when a
Zombie card says so. Instead, spawn a Fatty and its two
Walker escorts.




EASY / 4+ SURVIVORS / 60 MINUTES
A Mission by Paul Murvay

I+ was our own damn fault. veally. We'd been holed
up in that old style. built-to-last brownstone for
days. We learned to fvust that the doovs would
hold. though we still slept well away from them
just in case. Got veal cozy. We even stopped posting
watches through the night. because we knew they
couldn't get thvough the doors. We got caveless.
We pever figuved a‘l'lwd' the dividing wall to the
new-build condos next door was so damn fragile..

Material needed: Season 1.
Tiles needed: 1B, 1C, 2B, 2C, 4B, 4C, 4D & 4E.

OBSECTIVES

Get off the board through the Exit Zone. That’s it. Good
luck... Reach the Exit Zone with all remaining Survivors. Any
Survivor may escape through this Zone at the end of his turn,
as long as there are no Zombies in it.

SPECIRL RULES

e Who gets the top bunk? Don’t spawn Zombies in the
building at the beginning of the game or when the first door
is opened. The Survivors begin the Mission sleeping in the
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rooms they deemed safest (i.e. the ones furthest from the
external doors). Roll a die for each Survivor before the game
begins, and place their miniature in the room on the map
corresponding to that number.

e Surprise! In this Mission, the Zombies take the first turn.
Begin the game with a Spawn step before any Survivors
play. Better get moving, sleepyheads!

¢ Rude awakening. It takes Survivors one Action to wake up
and leap off their makeshift bedrolls, so each Survivor has
one less Action than normal in their first turn. They also begin
the game with no Equipment whatsoever (not even a Pan!),
due to the suddenness of their scramble out of bed. Survivors
that have the Starts with [Equipment] Skill are exceptions to
this—they begin with their appropriate Equipment (it turns out
Phil really does sleep with that Pistol under his pillow).

e Where are the keys? Put the green and the blue Objectives
randomly among the red Objectives, face down. Objectives
represent the keys for the three doors, carelessly discarded
by the last person to use them. But have they been left next
to the right door? Each Objective gives 5 experience points
to the Survivor who takes it.

¢ Reinforced main door with three locks and three keys.
Once the three red Objectives have been taken, the red door
can be opened.

e Green Emergency Exit. Once the green Objective has
been taken, the green door can be opened.

¢ Blue Emergency Exit. Once the blue Objective has been
taken, the blue door can be opened, and the blue Spawn
Zone activates.
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HARD / 4+ SURVIVORS / 90 MINUTES
A Mission by Hevvé Fortin
Let's look at this mission like a musical, all riﬁk‘l‘?

Because killing zombies over and over could dvive us
ruts if we ave not caveful. We need to figuve out
new ways of looking at what we ave doing. Ov maybe
we ve alveady gone insane. and this is how it shows.

Material needed: Season 1, Toxic City Mall, Season 2:
Prison Outbreak.

Tiles needed: 1M, 1P, 2B, 2M, 3B, 4M, 5E, 6C, 6M, 8P, 9P
& 18P.

OBSECYIYES

Here is the music. | mean, the plan.
1 - Overture: the storage key. There is a white “X” where
it’s located. Take the white Objective.

" —

.

AN ESS

2 - First Opus (pianissimo): get the Ultrared stuff. Take
all Ultrared weapons.

3 - Second Opus (fortissimo): use the Ultrared stuff.
Reach the Red Danger Level with all Survivors.

4 - The Grand Finale! Reach the Exit Zone with all remain-
ing Survivors. At least one of them must be driving the taxi.
Any Survivor may escape through this Zone at the end of his
turn, as long as there are no Zombies.

s B B

Player White Open White
starting area  prison door prison door cell door
dbd = BN
Doors Mall double door Exit Zone
: (2] @ [T
Rubble Toxic Ultrared Torn
(big) Abomination weapons stock barbwire
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Spawn Zones Blue key White key
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SPECIAL RULES

¢ You have found an entrance ticket. Each Objective gives
5 experience points to the Survivor who takes it.

e A zombie spectator is already seated in his special
o) box. When setting up the game, put a Toxic Abomination in
the indicated Zone.

¢ Stage setting. Place all Ultrared weapons in the indicated
Zone. When a Survivor Searches the Zone, he receives the
Ultrared weapon of his choice from among those remaining
and 5 experience pofnts.

Please note the left building on tile 18P has no door and
cannot be entered. This is intentional.

¢ First Opus (pianissimo). Taking the white Objective opens
all white cell doors. Once this Objective has been taken, the
white door leading to the Ultrared weapons can be opened,
and the white Spawn Zone activates.

¢ The Grand Finale (Taxi-ssimo). Once the blue Objective
has been taken, both blue doors can be opened, and the
blue Spawn Zone activates. The taxi can be driven out if
both garage doors are opened.

e You can use cars.

-
"

ﬁ ¢ Things forgotten in a Taxi. You
can Search taxis more than once.
They are Searched just like a build-
ing Zone but Flashlight cards have
no effect. The Aaahh! card triggers
the appearance of a Walker as usual.



MEDIUM / 6+ SURVIVORS / 180 MINUTES
A Mission by Scott Hill

“ T Yold you this was a bad idea. T Yold youl ‘We need
+o leave. Nowl”

“We ve pot leaving her like Yhisl She's in LABOR,
for hecmah's sakel %ke wouldn + stand a chance.”

*si " Great. Two move mouths Yo feed...

i guit com m‘w . Get everyope on bavricades.
Do n{ha"’ev/ev Uud’ don i‘ let THEM get in
hevel

Material needed: Toxic City Mall.
Tiles needed: 1M, 2M, 3M & 5M.

0BJECTIVES

1 - Protect the baby and his mother. Prevent any Zombies
from entering the Player Starting Area (marked in green). If a
Zombie enters the Player Starting Area, the Mission is lost.
2 - The best defense is a good offense. Once the baby
is born and asleep (see special rules), clear the board of all
remaining Zombies. If at any time there are no Zombies on
the board, you win.

PECIAL RULES

* We need better weapons... Do not distribute starting
equipment as normal. Instead randomly deal a Baseball Bat,
a Chainsaw, a Fire Axe, a Katana, and enough Pans and/or
Nightsticks so that each Survivor has one card.

¢ ...and this place is full of them! Remove all supply cards
(Canned Food, Bag of Rice, and Water) from the Equipment
deck. They should not be used in this Mission.

¢ Look what | found! Remove a Sub MG, a Shotgun, an
Assault Rifle, and a .44 Magnum from the Equipment deck.
Shuffle these cards and place them face down at the side
of the map. Whenever a Survivor collects a red Objective,
he gains 5 experience points and one random card from
this pile. If a Survivor with the Matching Set Skill receives
either the Sub MG or .44 Magnum, he should also receive a
second Sub MG or .44 Magnum from the Equipment deck,
if available. The Survivor may then rearrange his Inventory
for free.

* Collector weapons! When a Survivor takes the blue
Objective, he gains 5 experience points and Pa’'s Gun. When
a Survivor takes the green Objective, he gains 5 experience
points and one other random pimpmobile weapon.

* They must be stopped. The barricades shown on the
map are Permanent Defensive Structures. They may not
be removed, either by Survivors or Zombie activations.
They block movement and line of sight for both Survivors
and Zombies. Survivors may make Ranged Attacks through
Permanent Defensive Structures from any adjacent Zone.
Ranged Attacks from further away, however, are blocked.

* This shop has been looted. The starting Zone (marked in
green) may not be Searched.

¢ Childbirth is noisy... Before the baby is born:
1 - At the start of the Players’ Phase of every game
turn until the baby is born, add one Permanent Noise
token to the starting Zone (marked in green). Permanent
Noise tokens aren’t removed at the end of the turn.
2 - Then, roll two dice and add the results. If the total is
greater than or equal to the number of Permanent Noise
tokens present in the starting Zone (marked in green),
add one more Permanent Noise token to that Zone.

* ...and almost unpredictable! The baby is born when
the number of Permanent Noise tokens in the starting Zone
{marked in green) reaches 13.

¢ Sleep tight... After the baby is born:

1 - At the start of the Players’ Phase of every game turn
until the baby is asleep, remove one Permanent Noise
token from the starting Zone (marked in green).

2 - Then, roll two dice and add the results. If the total
is less than or equal to the number of Permanent Noise
tokens present in the starting Zone (marked in green),
remove one more Permanent Noise token from that
Zone.

+ ...don’t let the bedbugs bite. The baby is asleep when
the number of Permanent Noise tokens in the starting Zone
{marked in green) reaches 0. Remove all Spawn Zone tokens
from the board.
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HARD / 6+ SURVIVORS /7 120 MIN
A mission by Simone Burﬁc‘o

So, the avimy appavently set up a defensive position
with electvicity, ?robablg in the old prison beyond this
obsevvation tower. We've hoping t‘ps full of useful
shff, but we've suve it's full of ex-military zombies.
We ve go’f a flw\, H\ougk, and I've chosen a code
rame. We ve ing Yo be Team Tesla, because s+e1>
one is getting xe ower op in the four nearby houses.
Tkeh'vVe can open The door and ge{' into the jm'soh.
That's a tall ovder. but it gets worse. Theve s a pair
of abominations in front of the prison, two zombie
basketball teams and a crowd of zombie supporters.
This is pot going Yo be easy.

Material needed: Season 2: Prison Outbreak.
Tiles needed: 1P, 2P, 3P, 4P, 5P, 7P, 17P & 18P.

0BJECTIVES

There’s a plan, but... Never mind. Just get this done, no mat-
ter how you do it.

1 - Get the power back. Take all red Objectives.

2 - Open the prison main door. The Switch is in the obser-
vation tower.

3 - Go deeper into the prison. Reach the Exit Zone with all
starting Survivors. Any Survivor may escape through this Zone
at the end of his turn, as long as there are no Zombies in it.

SPECIAL RULES

* A zombie basketball match, with zombie teams and
zombie supporters! As happens occasionally, some of
the zombies have returned to old habits. And two of them
were superstars! While setting up the game, put a Berserker
Abomination and a Standard Abomination in the indicated
Zones. Both red Spawn Zones represent the teams and their
supporters.

+ Unlimited power. Each Objective gives 5 experience
points to the Survivor who takes it. Once the four red Objec-
tives have been taken, the white Switch can be activated.
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* One Switch to open ALL doors. Activating the white
Switch opens all white doors: the prison main entry door
and the white cells doors. The Survivor activating the white
Switch for the first time also takes the white Objective and
gains 5 experience points.

¢ The price of power. Once the four red Objectives have
been taken, the blue and the green Spawn Zones activate.

* Did you just say “a light machine gun”? The army put a
light machine gun in the observation tower (represented by
the green Objective). It can’t be picked up or moved, but a
Survivor standing in the same Zone as the green Objective
can use it to shoot at nearby Zombies. The light machine
gun has the following characteristics:

Range: 1-3 (including the bonus from the observation tower.)

Dice: 6

Accuracy: 5+

Damage: 2
Only one Survivor per turn may fire the machine gun, but
that Survivor can spend as many Actions shooting as he
wants. Then the gun overheats and can’t be used until the
next game turn.

+ A derelict police car. You definitely can’t drive it, but it
can be Searched. You can Search the police car more than
once. Draw cards until you find a weapon. Discard the other
cards. The Aaahh! card triggers the appearance of a Walker
as usual and interrupts the Search.

‘s Yippee, a hippiemobile! This car can be driven. You can
Search a hippiemobile only once per game. It contains a

® Gunblade. You can add any pimpmobile weapon you might

own from other Zombicide games or expansions (the Evil
Twins, Ma’s Shotgun, etc.) and draw one of them randomly.

7




HARD / 4+ SURVIVORS / 120 MINUTES
A Mission by Daniel Winterhalter

We veally need some meds. \A/e've' gotten good at
staying away from zombies, but we ve suffeving the
dings. dents. and pains of our new active li-(e?‘l’gler
and the stomach issues of eating scavenged {ood.
The dvugstoves weve cleaned out early. Hospitals ave
{ar oo juhaerous and don't have much oI a suppl
of dvugs anyway. So. we ve going Yo tvy a kennel uhi
a clinic ‘H\a?l' aivevh‘sed. having its own pharmacy.
They've soffer targets and fewer people though
ubouﬁ‘ vaiding them.

Or so we hope.

Material needed: Season 2: Prison Outbreak, Zombie Dogz.
Tiles needed: 1P, 5P, 6P, 8P, 10P & 13P.

0BIECTIVES

Just follow the plan and nothing bad will happen. Trust me.

1 - Find the key to the clinic door. Find the blue Objective.
2 - Find the medical supplies. Great red “X”s mark where
they could be. Take all 3 red Objectives. Once you have found
the third one, picking any additional Objectives is optional.

3 - No one gets left behind, but don’t let them see which
way we’re going! Reach the Exit Zone with all starting Sur-
vivors. Any Survivor may escape through this Zone at the
end of his turn, as long as no Zombies have line of sight to it.

SPECIRL RULES

e The key must be around here somewhere. Shuffle
together (face down) one green, purple, yellow, and three
red Objectives. Place four of them randomly in the Zones
marked with a “1”. Then add a blue and a white Objective
(face down) to the remaining Objectives, mix them in, and
place them randomly in the Zones marked with a “2”.

¢ Things just got interesting... When a Survivor picks up
an Objective, flip it over to reveal its effect. Each Objective
gives 5 experience points to the Survivor who takes it.

Red: Medical supplies. This is what you came for.

Blue: The key to the clinic door. Once the blue Objective
has been taken, the blue door can be opened, and the blue
Spawn Zone activates.

Green: Once the green Objective has been taken, the green
Spawn Zone activates.
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Yellow: Once the yellow Objective has been taken, the yel-
low Spawn Zone activates.

Purple: Once the purple Objective has been taken, the
purple doors open, releasing the Zombie Dogz from the
kennels.

White: Once the white Objective has been taken, the white
doors open, releasing the Zombie Dogz from the kennels.

¢ It’s a kennel. What did you expect? While setting up the
game, put a Zombie Dog in each of the indicated Zones. Do
not spawn additional Zombies when the cells’ doors open.




0BJECTIVES

Duties of a brother. Kill Sledge and escape with all Sur-
vivors through the Exit. Any Survivor may escape through
this Zone at the end of his turn, as long as there are no
Zombies in it.

HARD‘) 6+ SURVIVORS / 1780 MINUTES
A Mission by Samuel Vdd

Sledge was Grindlock s brothev-in-metal.
vepHy, he was Yoo metal for the vest 7
of The world Yo hapdle, 'H\ough, and ao'l' P
locked up just weeks befove the outbreak. |
Never ope Yo leave a -(ﬂ'ehd. Grindlock saw
this pew world as the perfect setting to
{ind Sledge and become brothers-in-blood.
Well. we found the prison, but it had been
overvuh loh% ago. T{Grindlock s old friend
is Ay\gﬂ\(hﬁ like him, Slealse has froBAH
become the biggest, baddest most meh
infected out #\ere.@ﬂ‘muock can be very
convincing. H\oush. Somehow, he Yalked us
irfo doing the vespectful thing: namely,
veleasing Sledge -&im his c‘myn‘sohwueyi'
and | ing him go Yo whatever hell
he had 1worm'seal Yo meet Grindlock in.
So heve we ave, breakipa into prison Yo
find Sledge and put him out of his misevy.
Easy, vight?

Hey Grindlock. What did you mean when
you said Sledﬁe ?vobu”g hasp't cl\ay\se.{ =l
much from when he was alive?” *
“You Il see.”

Material needed: Season 2: Prison Outbreak.
Tiles needed: 6P, 8P, 10P, 11P, 13P, 14P, 15P
& 16P.
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SPECIAL RULES

* We've already searched there. The starting room Zone
cannot be Searched.

¢ Accomplishing a sacred duty. Each Objective gives 5
experience points to the Survivor who takes it.

* The Sledge! While setting up the game, put a Berserker
Abomination in the designated Zone. This is Sledge. Sledge
is a Berserker Abomination on a completely different scale
and can only be killed by a Survivor at the Orange Danger
Level or higher (in addition to using a suitable weapon).
Otherwise, it behaves as a normal Berserker Abomination.
When Sledge is defeated for the first time, lay down his
miniature instead of removing it. During the next Zombies’
Phase, he spends an entire activation getting back up on
his feet. This only happens once per game. Experience for
killing an Abomination is awarded as normal, once for the
first time he is killed and again for the second time.

* The great berserker. Whenever an Abomination would
spawn and Sledge is still alive, instead, open all closed
doors in the same Zone as Sledge! If there are no closed
doors in that Zone, Sledge gets an additional activa-
tion. If Sledge is dead, spawn an Abomination as normal.

+ Sledge containment: purple doors. Sfedge was sealed
off in the dining hall. But if he’s even half as difficult to contain
as azombie as he was in life, he won’t stay there long once we
start stirring up the homets’ nest. None of the purple doors
can be opened by normal means. When Sledge eventually
breaks open the purple door containing him, he causes the
systemtomalfunction. All purple doorsofalltypesareopened.

+ Containing the flow. The white Spawn Zone starts acti-
vated. Activating the white Switch opens all white cell doors
and deactivates the white Spawn Zone (remove it from the
game). The white door stays open. The Switch doesn’t grant
any experience gain and can't be set back in its original
position.




HARD / 4+ SURVIVORS / 120 MINUTES
A Mission by Jevvy Biolchini

We ave vunhing low on food. bandages. and other
supplies. T have this wicked itch, so some cveam
would be nice. Ned says he knows of a place. called
Pinewoods Outlet Mall. He also saus that theve is a
gun shop theve with better havdwave ﬂ\uh what
we ve curvently packing. What Ned didn + say was
that the zombies weve coming out of the sewevs!
Theve had better be some cveam for this vash... or
maybe I should just wash my undevwear.

Material needed: Season 1, Toxic City Mall.
Tiles needed: 1C, 2C, 3M, 4D, 4E, 4M, 5B, 7TM & 8M.

0BIECTIVES

It’s more a shopping list than a plan, but let’s follow it anyway.
1 - Beans, Bullets, and Band-Aids. Collect one card of
each type of ammunition (Hollow Points, Plenty of Ammo
light and heavy). Also collect a Cookies card, a Rice card,
a Canned food card, and a Water card.
Each of these cards grants 5 experience
points when found. Survivors also need
two of the five red Obijectives. Each
represents medical supplies and grant
5 experience points.

2 - Gear Up! Collect the six weapons
from the Gun Shop.

3 - One For All. All Survivors must
make it out with all the required Equip-
ment cards. Escape with all Survivors
through the Exit. Any Survivor may es-
cape through this Zone at the end of his
turn, as long as it contains no Zombies.

SPECIAL RULES

e The Gun Shop. It’s not the North Pole,
but it feels like Christmas there. When
setting up the game, form a deck in the
Gun Shop with the following cards:

- .44 Magnum (x1)

- Assault Rifle (x1)

- Evil Twins

- Ma’s Shotgun

- Pa’s Gun

- Sub MG (x1)

When Searching in the shop, randomly draw a card from this
deck. Once all cards have been drawn, the Gun Shop can be
Searched normally.

e Badly needed. Each Objective gives 5 experience points
to the Survivor who takes it. A Survivor also gains 5 experi-
ence points when he finds a food card (Cookies, Canned
food, Rice, or Water), a Plenty of Ammo card (light or heavy),
or when he takes one of the six Equipment cards from the
Gun Shop.

* %*€$™A alarm! When the blue Mall door is opened, the
blue Spawn Zone activates.
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HARD / 6+ SURVIVORS / 120 MINUTES

A Mission by Lachlan Abrahams

Spring is heve. Flies ave everywhere. The groaning
from The next block is keeping us all awake. It's
time to clean it out. Then maybe T can sleep.

Material needed: Season2: Prison Outbreak.
Tiles needed: 6P, 7P, 8P, 10P, 12P, 13P, 14P, 15P & 16P.

0BJECTIVES

1 - Get the block’s key. There is a great blue “X” marking
the spot. Take the blue Objective.

2 - Lock the block down. Remove all Spawn Zones.

3 - Clean it out. Open all doors, and Kill all Zombies that
appear. You win when all doors are open and there are no
Zombies on the board.

SPECIAL RULES

¢ No key required for these colored doors. The purple
and yellow doors can be opened just like standard doors. If
you own other Zombicide boxes, you can replace them with
standard doors.

¢ Cleaning the place is a real satisfaction. Each Objective
gives 5 experience points to the Survivor who takes it.

e Closing the blocks. The red Objectives can’t be taken
until the blue Objective has been taken. Taking a red Objec-
tive removes the Spawn Zone on which it is set.

e Don’t forget the cells. Activating the violet Switch opens
the violet cell doors (but doesn’t grant any experience).
Activating the white Switch opens the white cell doors (but
doesn’t grant any experience).

e Police car. This Police car can’t be driven. You can
Search a police car more than once. Draw cards until you
find a weapon. Discard the other cards. The Aaahh! card
triggers the appearance of a Walker as usual and interrupts
the Search.

e Security access. The
Rotating Security Door
token figures an access. It
can’t rotate at all.
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We used to hear stovies AEO“J’ a’ sicky)’ess"” ) someﬂu‘vxg
that made people move aggvessive . fo&uvm‘l'el .
the governmen controls the situation, they sm‘i.

Yeah, n’ok‘l‘!
MEDIUM / 4-8 SURVIVORS / 120 MINUTES I can see the prison guards panicking. They keep talking
about “ zombies ", but they never say anything to us. They
A Mission by Stanislas Gayot want us fo stay guiet. but Yoo many things have gone
v/eirj. gev/er guavds. Patvols at unusual hours.

Stvange poises. even for a prison. Nobody's
one to the yard in two days. 'erg even {orgot
o feed us yestevday. I+'sa'imz to get out and

discover what is happening outside.

That's il T managed to pick my lock. But I

hear {ootsteps and screaming in %rke distance.

I havetovelease the other prisoners. Together.

we will be move likely %o Qer out alive...
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Material needed: Season 2: Prison Outbreak.
Tiles needed: 6P, 8P, 9P, 10P, 11P, 12P, 14P & 15P.

0BIECTIVES

Escape before it’s too late! Here is the plan:

1 - Find weapons. There is an armory just next
to your cells. Search the marked Zone until all
weapons have been found.

2 - Find the green access card. The green door
stands between you and the exit. You’ll have to
Search the Zones marked with a red “X” until you
find the green Objective.

3 - Go through the Rotating Security Gate.
You'll have to activate the correct Switch in order
to get through it.

4 - Open the Prison Main Entry Door. It opens
with the Violet Switch.
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5~ You need a car to escape the jail. Reach the Exit Zone
with all Survivors aboard as many cars as needed. Any car
and its passengers may escape through this Zone at the end
of its driver's turn, as long as there are no Zombies in the
Zone.

SPLCIAL RULLS

* Go directly to jail. All Survivors begin the game in one of
the marked cell Zones. Set Survivors randomly in the cells,
Each one must contain up to two Survivors. NOTE: One of
them is opened, as you just destroyed its lock!

* Do not collect $200. Survivors begin the game without
any Equipment cards. Set apart one Claw Hammer, one Fire
Axe, one Pistol, and three Nightsticks to form a reserve pile.
When a Survivor searches the marked Zone, he receives one
of these Equipment cards at random. When this reserve is
exhausted, the Zone can be Searched normally.

Survivors with a Start with [Equipment] Skill set their starting
weapon apart and receive it for free (along with a weapon
from the reserve, if any) the first time they Search the marked
Zone.

* Rescuing some reinforcements...and some more prob-
lems. Activating the white Switch opens the white cell doors
and activates the white Spawn Zone. Don't Spawn in ceils
containing Survivors. The Survivor activating the white Switch
for the first ime also takes the white Objective and gains 5
experience points, This Switch can only be activated once.

* Damn green access card. Put the green Objective ran-
domly among the red Objectives, face down. This is the
green access card. The other red Objectives represent use-
less stuff: toothpaste, clean socks, sausages, and so on (but
you'll regret leaving them, trust me), They don't grant any
experience points; discard them when they are found. The
green Objective grants 5 experience points. Once the green
Objective has been found, the green door can be opened.

* The yellow Switch for the rotating security gate. When
the yellow Switch is activated, the rotating security gate
rotates a quarter turn to the left or to the right (choose the
direction each time the Switch is used). The Survivor acti-
vating the yellow Switch for the first time also takes
the yellow Objective, gains 5 experience points, and
activates the yellow Spawn Zone. The Spawn Zone
remains active even if the Switch is used more
than once.

* The violet Switch opens the Prison main
entry violet door. The Survivor activating
the violet Switch for the first time also takes
the violet Objective, gains 5 experience points, and
activates the violet Spawn Zone, This Switch can only
be activated once.

* No time to lose! Cars can be driven but not Searched.



MEDIUM / 4-8 SURVIVORS / 120 MINUTES
A Mission by Justin Graves

When the zombies invaded. stray dogs weve some of
the last creatures infected. Some dogs. however, weve

votected inside the city pound s barbed wive fence.
&ecoven‘v\a such resilier\i dogs would prove beneficial.
and we've cleaved our way ?’o a building nearby. To
keep these dogs healthy and alive. though. we need
to give them canned food and water. We also need to
huvvy. They've alveady chewing their way through
the -?ev\ce!

Material needed: Dog Companions, Season2: Prison Out-
break, Zombie Dogz.
Tiles needed: 1P, 2P, 4P, 5P, 7P & 17P.

0BIECTIVES

Save the dogs!
1 - Here doggy, doggy! Collect at least one Canned Food
card and one Water card.
2 - Man’s best friend. Collect at least 3 Dog Companions.
There is a great white “X” in the Zone where you can find 6
of them.
3 - Back home with your new friends. Reach the Exit Zone
with at least three Survivors, three Dog Companions, one
Canned Food card, and one Water card. Any Survivor or Dog
Companion may escape through this Zone at the end of his
N
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turn, as long as there are no Zombies in it. Gather the Equip-
ment cards and Survivors that escaped. You win if you have
at least one Canned Food card, one Water card, and three
Dog Companion figures and cards.

SPECIAL RULES

¢ Dogs and Dogz. Before the game begins, place 6 Dog
Companions in the indicated Zone. Also place one Standard
Walker and one Zombie Dog in each indicated Zone. They
were walking their dogs!

¢ Dog food. Set aside one Canned Food card and one Water
card. Place the first one under the blue Objective and the
second one under the green Objective. When you collect
the Objective, collect the attached card as well (ho Search-
ing required). Each of these Objectives gives 5 experience
points to the Survivor who takes it.

¢ Food drives them crazy. As soon as you collect a Water
and a Canned Food card (through a regular Search or by
taking the blue/green Objectives), the Dog Companions go
mad and chew a hole through the fence. Place a torn barb-
wire token on the indicated place.

To get a Dog Companion, a Survivor must get to the white
Objective token and use an Action to collect a dog. Choose
a Dog Companion card at random. The white Objective
token is removed when the 6 Dog Companions have been
taken. You only need 3 of them, however, to win the game.

¢ Police car. The police car can’t be driven. You can Search
the police car more than once. Draw cards until you find a
weapon. Discard the other cards. The Aaahh! card triggers the
appearance of a Walker as usual and interrupts the Search.
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MEDIUM / 6+ SURVIVORS / 180 MINUTES
A Mission by Duncan Callander

La Santé prison. In a vain attempt to
find a safe place to shelter and vide out
the apocalypse. we decided to break into
a prison. Predictably, this turned out to
be a very bad idea. Some of the locals ave
trapped behind bars and need vescued.
since most of the other inmates have
turned into zombies.

We ave outnumbeved. survounded. and
vunning low on ammunition. It's time to
make our escape.

Material needed: Season 2: Prison Outbreak.
Tiles needed: 1P, 2P, 5P, 6P, 7P, 12P, 13P & 16P.

0BSECYIVES

Rescue, resupply, and escape in that order.

1 - Rescue. Some prisoners are trapped in their
cells. Recue those who are still alive. Red “X”s
mark the cells containing someone—or a dead
body, you can’t know for sure until you open the
door. Find the blue and green Objectives. You
can still take other Objectives after finding them.
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2 - Resupply. A great white “X” indicates the prison’s stor-
age area. Take the white Objective. You'll need to activate
the rotating security gate to do so.
3 - Escape. Reach the Exit Zone with all Survivors. Any Sur-
vivor may escape through this Zone at the end of his turn, as
long as there are no Zombies in it.




SPECIAL RULES

e Zombies everywhere. At the beginning of the game,
place all indicated Zombies (Standard and Berserkers of all
kinds except Fatty) in the marked Zones.

¢ Doing what has to be done. Each Objective gives 5 expe-
rience points to the Survivor who takes it.

¢ Only two have survived. Put the blue and the green Ob-
jectives randomly among the red Objectives, face down.
The player who finds either of these Objectives may replace
the token with a new Survivor of his choice that he controls
from then on. The new Survivor begins without Equipment
and experience. If no additional Survivor is available, ignore
this rule.

¢ A switch for the cells... Activating the violet Switch opens
the violet cells’ doors. Don’t spawn Zombies in these cells.
The Survivor activating the Switch for the first time also
takes the matching Objective and gains 5 experience points.
The Switch can only be activated once.

¢ ...And a switch for lots of problems. When the yellow
Switch is activated, the rotating security gate rotates a
quarter turn to the left or to the right. Spawn Zombies in
both Zones with open doors, behind the rotating security
gate, as if a door leading to this part of the prison had just
been opened. The yellow Spawn Zone also activates. The
Survivor switching the Switch for the first time also takes
the matching Objective and gains 5 experience points. The
Switch can only be activated once.

¢ A police car. You can Search the police car more than
once. Draw cards until you find a weapon. Discard the other
cards. The Aaahh! card triggers the appearance of a Walker
as usual and interrupts the Search.

* You can use the car.



MEDIUM / 6+ SURVIVORS / 180 MINUTES
A Mission by Jason Mac Dougall

We have secured a city block from the surface
hovdes-even an Abomination couldn't get
thrvough these bavvicades. Unfortunately. we
-(orao? about the subway. The zombies didn '+
Twice we tvied to get theve. and twice we weve
forced Yo vetveat

A former inmate says theve is a nervve gas
canister locked in a jail cell. Someone, he says,
had a cvazy idea about the end of the world.
Well. maybe he was not so cvazy after all.

I£ we can get the canister to the subway
ventilation system, we could use the vents to
{flush the subway with the brain destvoying
gas. making the place safe. Hopefully we can
avoid killing ouvselves in the process.

Material needed: Season 2: Prison Outbreak, Toxic City
Mall.
Tiles needed: 1M, 2M, 3M, 3P, 5M, 5P, 6P, 10P & 13P.

OBIECTIVES

So, here is the plan. Follow it carefully; this gas is unforgiv-
ing. The first and second Mission objectives can be done in
any order.

1 - Get the nerve gas. Check each cell (there are great red
“X”s on them) until you find the right one. Open all cell doors
until you find the blue Objective.

2 - Override the subway vents and activate them. The
white Switch controls the override. The yellow Switch con-
trols the power. Activate both.

3 - Connect the gas canister to the subways vents. The
green Objective represents the emergency pump. Take it.
Don’t let any Zombie reach the Zone where the green Objec-
tive was, or the Mission is lost.

4 - Kill all zombies. The Mission succeeds when the Toxic
City Mall Zombie deck (see special rules) runs out of card
and all Zombies on the board are eliminated.
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SPECIAL RULES

¢ Mission settings.

- Set aside all Toxic City Mall Equipment and Zombie cards.
Don’t mix these cards as usual. Make two additional decks.
- Put aside all pimpmobile weapons you own, as well as the
Flamethrower card.

- The Extra Zone token indicates the subway entrance.

* The canister is in a cell. It was probably the safest place
before the invasion. Put the blue Objective randomly among
the red Objectives, face down.

e Old fashioned cells. The cell doors open as ordinary
doors (no Switch needed, a door opening weapon is enough).
When a cell door is open, reveal the Objective first. If it's
red, spawn Zombies as usual. If it’s blue, spawn by drawing
a card from the Toxic City Mall Zombie deck. The Survivor
opening the cell door then takes the Objective, whatever its
color, and gains 5 experience points (no Action needed to
take it).

e They know we’re coming. The Blue Spawn Zone acti-
vates when the blue Objective is taken.

e Switch issues. When a Switch is activated, the match-
ing Spawn Zone also activates. The Survivor activating the
Switch for the first time also takes the matching Objective
and gains 5 experience points. Each Switch can only be
activated once.

e “Armory” is written on this purple door. Oh yeah.
Activating the violet Switch opens the violet door (but not the
violet cell doors). Searching in the marked Zones allows you
to draw a card from the Toxic City Mall Equipment deck OR
choose any pimpmobile weapon OR take the Flamethrower
card.

¢ They are all Toxic now! Once the green Objective has
been taken, draw cards from the Toxic City Mall Zombie
deck when spawning Zombies. Don’t reshuffle this deck
when it runs out of cards. You win the game as soon as this
deck is depleted and all Zombies are eliminated.

e Pumps are delicate and noisy! Once the green Objec-
tive is taken, its previous Zone (marked with a green “X”) is
considered the noisiest Zone on the board. The Mission fails
if a Zombie enters this Zone.



MEDIUM / 6 ZOMBIVORS / 150 MINUTES
A Mission by Michael Baxter

This is a vaid gone bad. Really bad. Can'+ blame the
2ombies this time, H\ouﬂk. Maybe ?vessuve? Post-
apocalyptic stvess? Whatever. One of them broke
down. went mad. and climbed up an observation
tower to shoot everyone, zombie or not. Now. his
former fellows ave wounded and locked in a building
nearby. They need vescued befove zombies, thirst, ov
the madman kills them.

I'm sure they don't expect zombivors o be the

vescue squad|

Material needed: Season2: Prison Outbreak, Toxic City Mall.
Tiles needed: 1P, 2M, 5P, 8M, 9P & 12P.

DBIECTIVES

Just be zombie heroes. Here is how.

1 - Rescue the poor guys (the wounded ones). They are
indicated by great red “X”s. Take both red Objectives.

2 - End the pain of the other poor guy (the mad one). Remove
the four Noise tokens in the Observation Tower’s Zone.

3 - Back to civilization. Or what’s left of it. Reach the
Exit Zone with all Zombivors. Any Zombivor may escape
through this Zone at the end of his turn, as long as there are
no Zombies in it.

SPECIRL RULES

e Undead saviors. For this Mission, it is
recommended that all players use Zombivors
from the very beginning.

¢ The guys to rescue. Place a blue, a green, a
yellow, and two red Objectives randomly, face
down, in the Zones indicated on the map. Find
both red Obijectives to fulfill the first part of this
Mission. Each Objective gives 5 experience
points to the Survivor who takes it.

&

i

Madman’s wound
Player counters
starting area
D . Observation tower
Doors B 3
Torn barbwire
Someone to

rescue? (5 XP)

——

Spawn Zones the madman
Zones shoots at

Switches Exit Zone

A A AAAAAAAAAAANAAN

Barricade




¢ Kill the mad man. He is in the Observation tower, rep-
resented by the four Noise tokens. These tokens count as
Wound tokens for the madman and aren’t removed as usual.
The Observation tower’s Zone can be targeted by attacks.
Each Damage inflicted removes one Noise token (a Molotov
attack removes them all at once). The madman is eliminated
when the last Noise token is removed, and the second part
of the mission is fulfilled.

¢ Or be killed by him. At the end of each Zombies’ Phase,
until he’s eliminated, the madman makes simultaneous
Ranged attacks against all indicated Zones on the map.
Each of the four attacks is considered silent and has the
following characteristics:

e Switches. Activate the purple Switch to open the purple
prison main entry door. Activate the white Switch to open all
white cell doors. Activating a Switch for the first time gives
5 experience points to the Survivor who activates it.

e Alarms. Everywhere! When the blue, green or yellow
Objective is taken, the corresponding Spawn Zone activates.

e Out of fuel. The Hippiemobile can’'t be driven but can
be Searched once. It contains either Pa’s Gun or a pair of
Gunblades.



MEDIUM / 6+ SURVIVORS / 180 MINUTES
A Mission by Stéphane Blanc-Santelli

We ave hungvy. And thivsty. The good news is we
have a huge load of weapons. and the county jail
hearby is humming with zombie moans. That means
no one has cleaned the place and plundeved its food
vesevve. These zombies ave the only things between
me and a full stomach. Seems they don '+ just want
to eat me. they also want to prevent me from eating.
Tl show theml!

Material needed: Season 2: Prison Outbreak.
Tiles needed: 5P, 6P, 11P, 12P, 16P & 18P.

0BIECTIVES

The plan is simple, which mean it will probably
derail as soon as you start. This is how it must
be done, so here it is:

1 - Find the chow. Find at least one supply
card (Canned Food, Rice, or Water) per Sur-
vivor. Eliminated Survivors don’t count toward
the amount needed.

2 - Get the med gear. You’'ll probably have
to deal with the nurse first. Be warned: she is
definitely not the sexy type. Take the three red
Objectives on the 11P tile.

3 - Find a peaceful place to enjoy your next
meal. Reach the Exit Zone with all remaining
Survivors. Any Survivor may escape through
this Zone at the end of his turn, as long as there
are no Zombies in it. You win if you have one
supply card (Canned Food, Rice, and Water)
per remaining Survivor.

SPECIRL RULES

e The nurse isn’t sexy. Before the game
begins, place a female fatty in the infirmary.
The injection will hurt a bit at first, but then,
you won’t feel anything.

e Hoping for a good meal. Each Objective
gives 5 experience points to the Survivor who
takes it.
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* Remake of death row. A power cable is lying on the floor,
in the flooded corridor of tile 16P (marked with a violet Objec-
tive). Any Actor immediately suffers 2 Damage upon entering
any indoor alley Zone of tile 16P, then at each subsequent
End Phase as long as he stays in such a Zone.

e Key to the control room. The power control room is
behind a locked door. The white door can only be opened
once a Survivor has taken the white Objective.

e Cut the power. The violet Switch controls the green, violet
(standard and cells), and yellow doors, as well as the power
running through the power cable of tile 16P. These doors
can only be opened using the Switch. The Switch can be
activated or set back to its original position, and doesn’t
grant experience points in either case.

- Activating the Switch opens all associated doors and dis-
ables the “Remake of death row” special rule. Turn the violet
Objective face down as a reminder.

- Setting the Switch back to its original position doesn’t
close the doors, but it re-activates the “Remake of death
row” special rule. Zombies killed in this manner don’t grant
experience points. Turn the violet Objective back to its violet
side as a reminder.

¢ Repair the cable. A Survivor can take the violet Objective
when it’s turned on its red side (gaining 5 experience points)
to remove the fallen cable from the flooded corridor. Once
it is done, the “Remake of death row” rule doesn’t apply
anymore.

* Stop the Z-flow. The accesses used by Zombies appear-
ing on the green and yellow Spawn Zones can be closed. A
Survivor can take the green or yellow Objectives to remove
the corresponding Spawn Zone, as long as there are no
Zombies in the Zone.

e A pot mountain. The Survivor taking the blue Objective
draws Equipment cards until he finds two supply cards
(Canned Food, Rice, or Water). The drawing immediately
ends if an Aaahh! card is drawn. Discard all other cards.

e Med gear. Taking a red Objective from tile 11P allows the
Survivor to discard all of his Wounded cards.



HARD / 6+ SURVIVORS / 180 MINUTES
A Mission by Scott LeBlanc

Our safe house was destvoyed by the growing horde
a few days ago. We have been wandering avound
the city for a(oags. We just enteved one of The fivst
aveas that got overvun. The buildings seem mostly
intact. T guess people weve too surprised to think
about looting.

One of these buildings is an abandoned shopping
mall. It could sevve well as a vefuge. if we can
secuve & fivst. We can't pass up a tempovary voof
over our heads and ehouar\ {ood Yo last us a while.

I+ is worth the visk...it has Yo be. We peed to bar
the doors and clear out the infected.

It even has a taco place. I miss tacos.

Material needed: Season 1, Toxic City Mall.
Tiles needed: 1M, 2M, 3B, 3C, 3M, 4E, 5B, 5C & 7B.

DBIECTIVES

This trip to the mall won’t be as easy as buying new shoes.
You will have to work hard to meet the objectives in this
order to succeed.

1 - Cut the roll-down door to make an exit for the cars.
Both garage bays have high security locks on the roll-down
doors that must be cut with a torch. Find the acetylene gas
tank (blue Objective) and the blow torch (green Objective) to
cut the locks.

2 - Find gas for the cars. One can of gas should move all
four cars down the street. You need at least one Gasoline
card in any Survivor’s inventory to move the four cars in front
of the four smashed doors of the Mall.

3 - Clear the Mall. Destroy the four Spawn Zones in the
building, and kill any remaining Zombies in the Mall.

Open Mall door
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SPECIAL RULES

e Useful things. Each Objective gives 5 experience points
to the Survivor who takes it.

¢ The acetylene tank and the cutting torch. Put the blue
and green Objectives randomly among the red Objectives,
face down. Once both Objectives have been taken, the blue
and the green doors can be opened. All garage doors have
to be opened to let the cars out.

¢ Roll-down doors are noisy. When the blue door is
opened, the blue Spawn Zone activates. When the green

door is opened, the green Spawn Zone activates.

e Car repaired! You can use cars.

¢ Police car servicing. You can Search the police car more
than once. Draw cards until you find a weapon. Discard the
other cards. The Aaahh! card triggers the appearance of a
Walker as usual and interrupts the Search.

e What’s in this pimpmobile? You can search each pimp-
mobile only once. Each one contains The Evil Twins, Ma’s
Shotgun, or Pa’s Gun (draw randomly).

e Blocking car. Any empty car (no Survivors, no stashed
Equipment) parked in the street Zone in front of an open Mall
door becomes an obstacle as soon as there is no Survivor
in its Zone. Place the car token next to the door to block it.
Actors can’t go through the door, but they can draw Lines of
Sight through it.

¢ Neutralizing Spawn Zones. Any Survivor can spend an
Action to remove a Mall Spawn Zone he stands in, as long as
there are no Zombies in the Zone.




HARD / 4+ SURVIVORS / 120 MINUTES
A Mission by Cavoline and Gaveth Brouak
So Kim has been ‘|‘a}lkih about a lock—u? hev old

" business associates  used fo stove ~various specialty
goods . Apparently her boss had a taste for exotic
weaponvy and used to keep some of his collection
theve. It's guite close. +oo. and could be worth
checking out. Theve could be something use{ull

One thing. though. Kim also said the lock-ups
weve used as safe-houses for ~acquaintances and
business fp«‘h\gf; “ who wg«v\hd Yo ”AVOI'J. " official
entanglements * on theiv “holidays . T think we
all know Kim well enough by now to kofe Hhat none
of these people ave still hiding out theve.

Material needed: Season 2: Prison Outbreak, Dog Com-
panions, Zombie Dogz.

Tiles needed: 3P, 4P, 17P & 18P.
0BSECTIVES

1 - Get the keys from the security guards. The good news
is that the security office keys are nearby. The bad news is
that the security guards carrying them are dead and quite
angry about it. Kill the Zombie security guards, and take the
Objective they are linked to.

2 - Shut off the lock-up alarms. Looks like the alarms for
the lock-up doors are still working, unlike the motorized
shutters. We’ll have to shut the alarms off before trying to go
in. Use the white Switch.

Optional objective — Backup security cameras. Some
of the lock-ups are also protected by spy cameras. Guess
Kim’s old boss was a bit paranoid. Finding a computer ter-
minal would allow you to see what’s inside—just to avoid
surprises! Use the yellow Switch before opening any lock-
up. You can ignore this objective if you want.

3 - Look in the lock-ups. We don’t know what’s in the lock-
ups, since no one kept honest records, so we’ll have to open
them all. Take the six Objectives in the lock-ups.

4 - Get everybody out. Reach the Exit Zone with all Survi-
vors. Any Survivor may escape through this Zone at the end
of their turn, as long as there are no Zombies in it.
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SPECIAL RULES

¢ Following the plan. Each Objective gives 5 experience
points to the Survivor who takes it.

¢ | don’t think that’s meant to open. The violet doors can-
not be opened.

¢ | wonder where the boss is... Do not Spawn the Ber-
serker Abomination until the white Objective has been taken
(see below). If you draw a Zombie card calling for a Ber-
serker Abomination, spawn a Berserker Fatty and both its
Berserker Walker escorts instead.

e The security office keys. During Setup, place a Ber-
serker Walker, a Berserker Runner, and a Berserker Fatty in
the marked Zones. Take two red and one yellow Objectives
and randomly place one, face down, under each of these
Zombie figures. These Objectives move with the Zombies.
These Zombies never split; like an Abomination, you choose
which path they take if several are available. Whoever kills
one of these Zombies takes the attached Objective. Once
the yellow Objective has been taken, the yellow door can be
opened, and the yellow Spawn Zone activates. Guess they
heard you!

e Shut off the door alarms. The locked doors have no pow-
er, so you’ll have to open them the old-fashioned way once
they’re unlocked. Once the white Switch has been activated,
the white doors can be opened. Activating the white Switch
doesn’t grant experience points.

e The lock-ups (events). The map displays six lock-ups,
each one with an Objective. Put the violet, white, green, and
blue Objectives randomly amongst the lock-ups, face down.
When a lock-up Objective is taken, check the color to see
what happens:

- Blue. The blue Spawn Zone activates.

- Green. You've set off some kind of distant alarm! The green
Spawn Zone activates.

- Violet. The violet Spawn Zone activates.

- Red. Nothing... Just an eerie quiet.

- White. You’ve disturbed something...and it’s angry! The
Berserker Abomination appears in the Zone where the
Objective was taken.

e The locks-ups (loot). Let’s not forget why we came here.
During Setup, pull the Equipment cards listed below, arrange
them in the listed pairs, and put one pair randomly, face
down, under each lock-up Objective. Any Survivor taking a
lock-up Objective gets the corresponding pair of cards and
may freely reorganize his Inventory.

- Nailbat + Automatic Shotgun

- Rifle + Scope

- Concrete Saw + Riot Shield

- Both Gunblades

- Plenty of Ammo (light) + Plenty of Ammo (heavy)

- Canned Food + Rice

¢ The backup security alarms. After activating the yellow
Switch, flip all Objectives still on the board face up. The lock-
up Equipment cards remain hidden.

e The lonely guard dog. Take six Companion Dog cards
and place one randomly, face down, in the security office
Zone marked on the map. Shuffle the rest into the Equip-
ment deck. Any Survivor opening the yellow door freely gets
the Companion Dog hidden there.



Look. do you have a better idea? I don'+
want Yo stay in this city any move than you
do. but we need better weapons and move
ammo befove we leave. Let’'s just get in. get

MEDIUM / 4-8 SURVIVORS / 120 MINUTES the guns. and get out And if we can libevate
those cars from impound. even better.

A Mission by Aavon Lococo
Material needed: Season 1, Season 2: Prison Outbreak,
Toxic City Mall, Zombie Dogz.

3 V Tiles needed: 1B, 1C, 1P, 2P, 4D, 6P, 7B, 9P, & 10P.
Objective (5 XP) /

i d Phnpmet OBIICYIVES

Player | and Pimpmobile
starting area Switches starting Zones

1 - Enter the police station and raid the gun vault. There
are great red “X”s where the vault could be. Check every

s
Q m h-J m - spot until you find the right one. You must activate the Yellow

Doors Exit Zone Spawn Zone

and/or the Purple Switch to enter. Take all the Equipment
cards in the gun vault.

2 - Open the impound lot to take enough cars for your
team. Activate the white Switch to enter the impound lot.
Take the cars.

3 - Get everybody out. Reach the Exit Zone with all Sur-
vivors in as many cars as needed. Any car may escape
through this Zone at the end of its driver's turn, as long as
there are no Zombies in it.

SPECIRL RULES

¢ Bounties. Each Objective gives
5 experience points to the Survi-
vor who takes it.

e Setup: police cars. This re-
places the police car Search rule.
Remove the cards listed below
from the Equipment deck during
Setup. Each police car con-
tains one copy of each of these
Equipment cards. A Survivor
can choose one of the available
Equipment cards each time he
Searches a police car. A depleted
police car can’t be Searched
anymore.

- Nightstick x2

- Riot Shield x2

- Shotgun x2




¢ Setup: the vault. Remove the following cards from the
Equipment deck during Setup and put them aside to create
the gun vault. A Survivor can choose a single card from this
pool each time he Searches the gun vault Zone (see Raid
the gun vault! below). A Survivor can Search the gun vault
multiple times per activation. When the last card is taken, the
Zone can’t be Searched anymore.

- .44 Magnum x2

- Assault Rifle x2

- Automatic Shotgun x1

- Hollow-Point Rounds x1

- Laser Pointer x2

- Plenty of Ammo (heavy) x2

- Plenty of Ammo (light) x2

- Rifle x1

- Scope x1

- Sub MG x2

¢ Raid the gun vault! Put the blue, green, and three red
Objectives randomly, face down, on the indicated Zones.
When an Objective is taken, check the color and apply the
corresponding effect:

- Blue. You found the K-9 unit. Place two Zombie Dogz in
the Zone.

- Green. The vault! This Zone now becomes the gun vault
Zone.

- Red. Nothing happens.

e Cars! Police cars can’t be driven. The pimpmobile and
muscle car can be driven but not Searched.

¢ The Switches in the police station. Activating the violet
Switch opens the violet door. Activating the yellow Switch
opens the yellow door. Activating these Switches doesn’t
grant any experience points. Reactivating them doesn’t
close the doors.

¢ The white Switch unlocks the impound lot. The prison
yard on tiles 1P and 2P represents an impound lot. Both mall
double doors leading to this place can’t be opened until
the white Switch has been activated. The pimpmobile and
muscle car are set in the marked Zones.



Befove the dead started walking. I used to work with
a guy hicknamed " Skeleton Key . He was a big shot-
the kind of guy veading ~for your eyes only  files and
cavvying a license o kill. We became friends. and he

HARD / 4+ SURVIVORS / 90 MINUTES told me about a place wheve some of{-the-books lab coats
weve developing some tevrific secvet weapons.
A Mission by Charlene Daubelcour Given our curvent situation, that stuff could be priceless.

Theve sa problem, of course: three unbreakable
secuvity doovs with biometvics locks. The only
pevson L know with access was Skeleton Key.
and he spends move time chewing flesh than
laying spy games these days.

‘;\ seveved hand could get us through the
security door with the fingevprint lock.
A severed head would do the same for the
one with ivis vecognition. if we ve caveful.
The last one uses voice Vecoﬁv\i‘l’iov\, H\ougk.
so we can T just cut Skeleton Key into useful
pieces. We will have to dv his zombie
along with us until we veach the last door.
Let s hope a nice unnuvgh  will do the
trick. And then... we ge+ +ogs!

Material needed: Prison Outbreak, Toxic City Mall.
Tiles needed: 1M, 2M, 3P, 8P, 9P, 11P, 16P & 18P.

0BSECTIVES

To succeed, accomplish the objectives in this order.
1 - Find Skeleton Key. He is wandering in a
nearby building. You can’t miss him; he always
wears blue clothes. Find the Zombie holding the
blue Objective. If this Zombie is eliminated before
the purple Switch is activated, the Mission fails.
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2 - Activate the three Switches to gain access to the
storage room. Easy, right? Don’t forget you’ll have to drag
a Zombie along in order to succeed. A Riot Shield could be
useful. And probably someone able to taunt Skeleton Key
into the Zone you want.

3 - Take your new toys. There is a great red “X” marking
the storage area. Use the red Objective to get the Ultrared
Weapons.

4 - Try your new toys. Reach the Red Danger Level with all
Survivors.

SPECIAL RULES

® Our Zombie friend. Place a Standard Walker on a blue
Objective in the marked Zone. This is Skeleton Key. If Skel-
eton Key moves, move the blue Objective with him, so you
always know where he is.

e Your future new toys. Set aside all Ultrared Weapons.
The red Objective can’t be taken, but the Survivor activating
it receives an Ultrared weapon of your choice.

e Give me your hand. A Survivor standing in the white
Switch Zone with Skeleton Key can spend one Action to
force the Zombie to set his hand on the security panel. Then,
any Survivor can spend one Action to activate the white
Switch. Activating the white Switch opens the white door.
Setting it back in its original position closes the white door.
You’ll have to repeat this whole process to activate the white
Switch if you want to open the white door again.

The Survivor activating the white Switch for the first time
takes the white Objective and gains 5 experience points.

e T’as de beaux yeux tu sais? A Survivor standing in the
yellow Switch Zone with Skeleton Key can spend one Action
to force the Zombie to show his eyes to the security panel.
Then, any Survivor can spend one Action to activate the
yellow Switch. When the yellow Switch is activated, the
rotating security gate rotates a quarter turn to the left
or to the right (choose the direction of rotation each
time the switch is used). The yellow Spawn Zones is
now active. Switching it again doesn’t deactivate
the Spawn Zone.

The Survivor switching the yellow Switch for
the first time takes the yellow Objective and
gains 5 experience points.

e We have ways to make men zombies talk. A Survivor
standing in the violet Switch Zone with Skeleton Key can
spend one Action to force the Zombie to “talk” to the
security panel. Then, any Survivor can spend one Action to
activate the violet Switch. Activating the violet Switch opens
the violet door. Setting it back in its original position closes
the violet door. You'll have to repeat this whole process to
activate the violet Switch if you want to open the violet door
again.

The Survivor switching the violet Switch for the first time
takes the violet Objective and gains 5 experience points.

¢ A police car? | always dreamed of driving a police car.
The police car can be driven. You can Search the police car
more than once. Draw cards until you find a weapon. Discard
the other cards. The Aaahh! card triggers the appearance of
a Walker as usual and interrupts the Search.




HARD / 4+ SURVIVORS / 90 MINUTES
A Mission by Mavk Broaaun'alae

Our camp isn + far from heve. T thought
we weve safe, but when a bullet whistled
1>as‘|' my head this movhing. T discoveved
we had a new neighbor. From the yelling.
I can tell that ?\e's called Eddie. he's
insane, and he doesn + want us heve. From
the endless vifle shots. T can tell that he's
sevious. He has bavvicaded himself into a
Luild«'vxa acvoss Yown, and he's attvactin
the wrong kind of attention. We nee
him gone!

Material needed: Season 1.
Tiles needed: 3B, 3C, 5B, 5C, 5D, 5E, 6B & 7B.

0BSECYIVES

Here is the plan. Follow it in order to succeed!

1 - A pipe bomb should do the trick! There are
red “X”s where you can find the two components
for a pipe bomb. Take the two red Objectives.
Survivors carry, combine, and throw these in
the same way Glass Bottles and Gasoline form a
Molotov, and they have the same Range.

2 - Flush Eddy out. Throw the pipe bomb into
Eddie’s building through an open window and
end this mess. (Killing Eddie is worth 5 XP).

3 - Escape. Reach the Exit with all Survivors.
Any Survivor may escape through this Zone at
the end of his turn, as long as there are no Zom-
bies in it.

SPECIAL RULES

¢ Following the plan. Each Objective gives 5
experience points to the Survivor who takes it.
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¢ Closed doors. The green door can only be opened once
the green Objective has been taken. The blue door can only
be opened once the blue Objective has been taken.

¢ Fortress. Eddie is barricaded into the garage building.
This building cannot be entered, and the open doors repre-
sent open windows.




* Raining fire. Eddie has a high-powered rifle and a clear
view out of all the open windows (consider Eddy to always
be at the correct window when he is about to shoot). At the
end of the Players’ Phase, he spends all his Actions firing
at the single noisiest street Zone he can see with Survivors
standing in it. If no Survivors are in sight, Eddie targets the
Zone containing the largest group of Zombies (following
normal targeting rules). If more than one eligible target Zone
exists, choose one. Treat each shot as a Ranged Attack on
that Zone with a high-power rifle:

Range: 1-6

Dice: 1

Accuracy: 3+

Damage: 1

e Getting better with practice. Eddie starts with three
Actions and gains one additional Action each time the Dan-
ger Level increases.

e Covering fire. The windows (open doors on the garage
building) can be shot at. Any successful Ranged Attack
directed at windows will cause Eddie to temporarily lose one
Action while ducking for cover. This can reduce Eddie to 0
Actions. A covering fire shot ignores the weapon’s Range.
Only one shot per Ranged Action counts for this.

e What was that? Detonating the pipe bomb kills Eddie but
also activates the blue Spawn Zone!



HARD / 4+ SURVIVORS / 90 MINUTES
A Mission by Clay Marcum
We found a city squave wheve it looks like the

police used cars and bavvicades Yo make a {inal
stand. Final is the important word. because theve
isn't much left of the cops beyond their cavs. The
zombies ave ef{ficient. if nothing else. We also found
Old Glovy | ing theve at the base of the {lagpole
in the middle of the squave. She's bloodied and
torn. but theve's still something grand in that
old flag. T4 we could vaise her up ?o ull staff it
would show other survivors that some of
us ave still fighting. Theve ave a few
problems. Theve always ave. The cable is
broken. the pulley is corvoded. and we
don 't have anything to fasten her with.
And the zombies, of course. Always the

zombies...

Material needed: Season 2: Prison Outbreak,
Toxic City Mall, Zombie Dogz.
Tiles needed: 3P, 4P, 9P, 2M, 3M & 8M.

0BIECTIVES

Let’s get Old Glory raised! Objectives #1, #2,
and #3 can be achieved in any order. Objec-
tives #4 and #5 must be achieved after the first
three and in order.

1 - We need some grease for that pulley.
The Fatty Burger in the mall should have plenty.
Collect the white Objective token.

2 - We need to replace the broken cable.
The gym should have a cable we can use. Col-
lect the green Objective token.

3 - We also need a way to fasten her to the
cable. Handcuffs should do the trick. Collect
the red Objective token from the city lock-up.
4 - Get back to the square so we can grease

Ay Ay &

Forthose who, like me, weren’t raised in America, “Old
Glory” is the Star-Spangled Banner’s nickname. There
is a quite cool story behind it, definitively worth a read!
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Spawn Zones from here

Police car

the pulley, attach the cable, fasten her on,
and raise her up! (See the Special Rules.)

5 - Escape. Reach the exit Zone with all Sur-
vivors. Any Survivor may escape through this
Zone at the end of his turn, as long as there are
no Zombies in it.




SPECIAL RULES

¢ Is this a barking | just heard? Set aside the Zombie Dogz
Spawn cards. You will need them once you've raised Old
Glory (see “Dinner Bell”).

¢ Collect the supplies. Each Objective gives 5 experience
points to the Survivor who takes it. The green, red, and white
Objective tokens (but not the violet one) count as Equip-
ment. Each occupies one Inventory slot for the Survivor who
picks it up. It can be traded like any other Equipment card.
If a Zombie takes an Objective token with an attack, or if
a Survivor carrying one of these Objective tokens dies, the
Mission fails.

* The mall alarm. Both blue doors can be opened as stan-
dard doors. Once either of them is opened, an alarm sounds,
and the blue Spawn Zone activates.

e The city lock up. Activating the violet Switch opens the
violet door and activates the violet Spawn Zone. The Sur-
vivor activating the Switch for the first time also takes the
matching Objective and gains 5 experience points. The
Switch can only be activated once.

e The Last Stand. The policemen set up some serious
barricades. The barricades are permanent and cannot be
broken.

¢ The police car has made its last stand too. You can’t
drive the police car. You can Search the police car more than
once. Draw cards until you find a weapon. Discard the other
cards. The Aaahh! card triggers the appearance of a Walker
as usual and interrupts the Search.

¢ Raising Old Glory. Once the green, red, and white Objec-
tives have been taken, the Survivors can go to the marked
area on the map. Then:

- The Survivor with the white Objective must perform eight
“Make Noise” Actions to grease the pulley. Set aside one
Skill counter for each Action spent this way until you have all
eight. How can it be so noisy? Because you can’t repair Old
Glory without singing the national anthem.

- Once the pulley has been greased, the Survivor with the
green Objective must perform eight “Make Noise” Actions
to attach the new cable. Set aside one Skill counter for each
Action spent this way until you have all eight. This Survivor
also can’t help but sing some of the national anthem while
doing this.

- Once the new cable has been attached, the Survivor with
the red Objective must perform eight “Make Noise” Actions
to attach OIld Glory. Yes, he sings, too. Set aside one Skill
counter for each Action spent this way until you have all
eight.

- Finally, a single Survivor of your choice must perform eight
“Make Noise” Actions to raise Old Glory up. No, the national
anthem can’t be sung quieter, now that you know the drill!
Once Old Gilory is raised, each Survivor receives 5 experi-
ence points.

e Dinner bell. Once Old Glory is raised, the wind makes
the flag clang against the poll sounding like a dinner bell.
It also carries the smell of that grease that’s now all over
the cable. The white Spawn Zone activates, but only draw
Spawn cards from the Zombie Dogz pile.



HARD / 4+ SURVIVORS / 90 MINUTES
A Mission by Samuel Ldd

The unusual methods we used to {ix the police car
{inally backfived. The car is done. but we can vepair
it with the vight tools and supplies... all things we
don't have.

Lady luck being an ivonic vixen. at least we find
ouvselves in a shopping district. Let's make a
checklist. peoplel I'm suve we can .gml evevything
we heed Yo - Hey, did you hear thatT

Material needed: Season 1, Toxic City Mall.
Tiles needed: 1B, 1C, 1M, 2M, 3M, 4B, 4D, 4M & 5F.

0BIECTIVES

It’s so close yet seems so far away.
1 - Find the right tools and supplies. There are red “X”s
where you can find some. Collect all the red Objectives.

2 - Once your shopping is done, go back home. Reach
the Exit with at least one Survivor. Any Survivor may escape
through this Zone at the end of his turn, as long as there are
no Zombies in it.

SPECIAL RULES

e Watch the manhole! Each red Objective gives 5 experi-
ence points to the Survivor who takes it. Each time a red
Objective is taken, spawn four Zombie cards on the blue
Spawn Zone. This is the only way in which the blue Spawn
Zone produces Zombies.

e Let’s have a look at that wound. The blue and green Ob-
jectives can only be taken if there are at least two Survivors
in their Zone. The Survivor taking either of them can discard
one Wound card.

¢ Blue door, green door. The blue and green doors are
linked and can be opened like regular doors. Whenever one
is opened (or closed), the other does the same.

e Check the trunk! Each Survivor can Search the police
car only once. Draw cards until you find a weapon. Discard
the other cards. The Aaahh! card triggers the appearance of
a Walker as usual and interrupts
the Search.

e Pimpmagic! You can Search
the pimpmobile only once. It
contains The Evil Twins, Ma’s
Shotgun, or Pa’s Gun.

¢ You can’t use cars.

Player
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HARD / 4+ SURVIVORS / 90 MINUTES
A Mission by Bryan Shavkey

We 've had a good vun in this bunker. but our supplies
have finally vun out. The two neavby stvuctures
should solve our immediate problems. namely ammo
and food. This avea was swarming with zombies a
week ago. but now it's a ghost fown. Still. we better
make this fast before we attract any unwanted
attention from the hungry locals.

Material needed: Season 1.
Tiles needed: 1B, 1C, 2B, 2C, 4B, 4C, 5D, 5E & 7B.

0BIECTIVES

Such a simple plan must work!
1 - Re-supply... Red “X”s indicate things we need. Collect
all the red Objectives.

2 - Store... Store three food cards (Canned Food, Rice, or
Water) and three Plenty Of Ammo cards (light or heavy) in
the bunker (see Special Rules).

3 - ...And back to shelter. You win as soon as the six cards
and all remaining Survivors are in the Player Starting Area, if
there are no Zombies in it.

SPECIAL RULES

¢ No access. The northern building (tile 5D) and southern
building (tile 5E) have no doors on purpose.

e Closed rooms. Some building Zones are isolated by
doors. They count as separate buildings for Zombie spawn-
ing purpose only.

¢ We need this! Each Objective gives 5 experience points to
the Survivor who takes it. When an Objective is taken, draw
Equipment cards until you find one of the following:

- Canned Food

- Plenty Of Ammo (any type)

- Rice

- Water

- Aaahh!

Discard the other cards. The
Aaahh! card triggers the ap-
pearance of a Walker as usual.

e We’ve bled this place dry!
The starting Zone can’t be
Searched.

e Storing carefully. Survi-
vors can transfer any Canned
Food, Rice, Water, or Plenty
Of Ammo card from their In-
ventory to the bunker (Player
Starting Area) Zone. To do
so, the Survivor spends one
Action per card. Set the item
card either on the Player Start-
ing Area or off to the side of
the board to represent the
bunker’s stockpile.
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HARD / 4+ SURVIVORS / 45 MINUTES
A Mission by Lachlan Abrahams

Ever since we let Phil talk us into taking in ever
stvay suvvivor, we've been dvawing a cvowd o%
infected. ‘We need to hold them back long enough
so we can 9e+ these {reeloaders to safety|

Material needed: Season 1, Season 2: Prison Outbreak,
Toxic City Mall.
Tiles needed: 1M, 2M, 3P, 4P, 5E & 5F.

0BIECTIVES

Want a plan? Here’s an easy one. Just Zombicide anything
you see until the way is clear.

Clear the area. The Mission succeeds as soon as there are
no Zombies in building Zones or the Zones containing an
Objective.

Protect the children, elderly, sick, and crippled. The Mis-
sion is lost if a Zombie reaches the Zone containing the 12
Noise tokens.

SPECIAL RULES

e Children, elderly, sick, and crippled. During Setup,
place 12 Noise tokens in the designated Zone. They are
never removed.

¢ Incoming zombies! During Setup, place the Zombies as
indicated on the map.

¢ It’s just an arrow symbol. Objectives can’t be taken.

¢ Riot gear. The Survivors have gathered some riot gear.
Use the following Starting Equipment, randomly distributing
all the cards among the Survivors as evenly as possible.
These cards replace the standard Starting Equipment.

- Axe x2

- Crowbar x2

- Hammer x1

- Night Stick x3

- Pistol x2

- Riot Shield x2
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HARD / 4+ SURVIVORS / 180 MINUTES
A Mission by Samuel Ldd

Theve it is. Evergreen Trading and Financing Covp.
Ever since the outbreak, another group has used
this as their protective shelter. given the immense
security at the former corporate headguarters. Two
ov three weeks ago. that group was overvun due to
an expeviment gone wvong. A urev\ﬂi:keg weve
working on a signal that WouT keep the zombies
away, but it turns out it actually had the opposite
ef{fect. It attvacted berserker zombies, along with
causing the whole security system to collapse for
rearly an hour. The sole survivor joined us.

After veturning from a day spent searching for
supplies. we found our shelter besieged by a hovde of
bevsevkevs! Fighting such a massive pack of infected
would attvact a lot of attention for suve. We need
to pull them away.
VKO knew that a
{ailed  experiment
would come in so
kamlg.? At least &
seems like a good
plan at the moment:
Let's gol

i
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Material needed: Zombicide Season 1, Zombicide Sea-
son 2: Prison Outbreak.

Tiles needed: 1C, 2B, 4C, 4D, 5B, 5P, 6C, 6P & 17P.

DBIECTIVES

Make a stand. Empty the Berserker Zombie card pile (see
the Special Rules) and kill every Berserker on the board.

SPECIRL RULES

¢ During Setup:

- Place three red, one purple, and one white Spawn Zone
randomly on their red face. Do not look where the purple and
the white Spawn Zones are!

- Create a separate Berserker Zombie card pile with the
Berserker cards (#79 to #90). Do not use these cards when
spawning Zombies.

- Put two green Objectives randomly among the red Objec-
tives, face down.




* Tools of the trade. Each Objective gives 5 experience
points to the Survivor who takes it. Taking a green Objective
also grants the Survivor a random Pimpmobile weapon (Evil
Twins, Gunblade, or Ma’s Shotgun).

¢ A foolproof system. The white Switch can only be used
after the white Objective has been taken. Activating the white
Switch opens all white doors. The white doors all close when
the white Switch is returned to its original setting.

¢ Is this really a good idea? The violet Switch can be used
only once. When it is used, open all violet cell doors. Then,
flip the Spawn Zones, and remove all of them except the
purple and the white. From now on, during the Spawn Phase:
- Violet Spawn Zone: Spawn four Berserker Zombie cards
from the Berserker Zombie pile. When the Berserker Zombie
pile runs out, don't reshuffle its cards to create a new one.
It's now empty!

- White Spawn Zone: Spawn one Zombie card from the
Standard Zombie pile.




VERY HARD / 4+ SURVIVORS / 180 MINUTES
A Mission by Kevin Fisher

A week ago. Grindlock found his great-uncle. " Booze
Ben. settin explosive ‘hmfs avound his prison haven.
I+ was what he called his ~“ka-boom solution .
The prison, however, is guickly being overvun.
We H ougk‘l‘ Ben's md,icj tactics would help us
ae'H'iv\a out, but someﬂ\iv\a went wrong. Ben does
ave a tendency to turn to the sauce when things
et vough. The old man was supposed to set the
ie‘l'omd‘ors and blast an opening for everybod
to escape. That was an hour ago. and we can’
hold the line anymove. Theve is ho sigh of what
happened to the old grump. but we can + wait. We
have to ae+ out.

Material needed: Zombicide
Season 2: Prison Outbreak.

Tiles needed: 6P, 7P, 10P, 12P,
15P & 16P.

0BIECYIVES

Use the ka-boom solution and win the game by following
these steps:

1 - Two hidden alcohol stashes? Ben probably got into a
storage room and ended up on the floor, dead drunk. Acti-
vate the violet and white Switches to access the rooms.

2 - Dead-drunk old grump. Find the hidden blue Objective
to discover where Grindlock’s great-uncle lies and recover
the detonators.

3 - Finish the job. Use the detonators. Reveal the five
Spawn Zones.

4 - Survive! Reach the Exit Zone with at least one Survivor.
Any Survivor may escape through this Zone at the end of his
turn, as long as there are no Zombies in it.

4
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SPEGIA{. RUiES * The Ka-Boom Solution. This special rule can be used only
after the blue Objective has been found. Spawn Zone tokens
e Setup. Place three red, one blue, and one yellow Spawn are revealed whenever a Survivor stands in their Zone:
Zones randomly with their red face up. Put the blue Objec- - Red: Boom! The path is now blocked. Unfortunately, the
tive randomly among the red Objectives, face down. Zombies find another way to get to you. Move the Spawn
Zone token to any other Spawn Zone.
- Blue: Fizzle! The explosion failed. No effect, the Zombies
keep on coming from here.
- Yellow: Here is the exit! Replace the yellow Spawn Zone
token with an Exit token. Any other Spawn Zone token stand-
ing here is moved to another Spawn Zone.

e Dead-drunk old buddy. Each Objective gives 5 experi-
ence points to the Survivor who takes it.

¢ |t’s broken! The rotating security door can’t rotate.

* Protected storage rooms. Activating a Switch opens the
corresponding door. The Survivor activating a Switch for
the first time also takes the matching Objective and gains 5

experience points. Each Switch can be activated only once.
e ]
(

\




EASY / 6+ SURVIVORS / 90 MINUTES
A Mission by Claudin Gilmeanu

We've been vunning and hiding for weeks. At last
we found a guiet place. Let s get a look avound and

ut up a shelter heve, at leas? for a night or two.
q'kere ave only a few zombies +o take cave of -but
what a stench! Theve must be something going on.
but I'm 400 hungry o think straight. Let s go.

Material needed: Zombicide Season 3: Rue Morgue.
Tiles needed: 2R, 3R, 5R & 6R.’

0BSECTIVES

We won'’t die here. No! We will survive and show these zom-
bies what it means to be a Survivor!

1 - Show them what a Survivor is. Plunder everything you
can. Take all the Objectives.

2 - Survive the ambush. Reach the Exit Zone with all Survi-
vors. Any Survivor may escape through this Zone at the end
of his turn, as long as there are no Zombies in it.

SPECIAL RULES

e Survivor job. Put the blue Objective randomly among the
red Objectives, face down. Each Objective gives 5 experi-
ence points to the Survivor who takes it.

¢ Infested building. The pink Spawn Zone is the only Spawn
Zone active when the game starts.

¢ The door to safety. The blue door cannot be opened until
the blue Objective has been taken.

¢ Incoming! When the blue Objective is taken, the blue
Spawn Zone activates. When a red Objective is taken, ALL
the red Spawn Zones activate.
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HARD / 6+ SURVIVORS / 130 MINUTES
A Mission by Adam Decker

This hospital is going To be our new home. We just
need to close d?ﬂ\e entrances and Zombicide all
2ombies. It 's as simple as t+hat.

Material needed: Zombicide Season 3: Rue Morgue.
Required tiles: 1V, 2V, 3V, 4V, 5V & 6V.

OBJECTIVES

Reach the objectives in the following order to win the game.
This hospital will be ours!

1 - Close the zombie entries. Remove all the Spawn Zones
inside the hospital (see Special Rules).

2 - Close the main entry. Take the blue key (the blue Objec-
tive), and use it to close the blue door.

3 - Zombicide any intruder. Kill all the Zombies inside the
hospital. All Event triggers must have been revealed. The
Mission succeeds as soon as the last Zombie is destroyed!

SPECIAL RULES

e Wandering patients. Before the game starts, play a
Spawn Phase.

¢ A hospital full of useful things. Each Objective gives 5
experience points to the Survivor who takes it.

¢ Close the Zombies entries. As long as there are no Zom-
bies in it, a Survivor on a Spawn Zone can spend an Action
to remove the Spawn Zone and set the Spawn Locator on
the outside Spawn Zone (the one with Spawn locator #1).

e Close the main entry. Once the blue Objective as been
taken, the blue door can be closed or opened at will. Open-
ing it doesn’t spawn Zombies.

FigN
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EASY / 6+ SURVIVORS / 90 MINUTES
A Mission by Alvaro Royo Andven

Onre of our last pleasuves in life: sleeping. That is.
until someone -or something- switched on all the
block's lights, furning the neighborhood into a
zombie amusement park. We have to fix it befove
we've swarmed and then find the prick who
pranked us.

fcd d

Doors

__J§1]3]5|
HE W ArE

Objectives Spawn Spawn
(5XP) Zones Locators
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Open door
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Material needed: Zombicide Season 3: Rue Morgue.
Tiles needed: 1R, 2R, 4R, 5R, 6V & 8R.

OBIECTIVES

Follow the plan to go to bed.

1 - Paint it black. First thing first, turn off the lights. Take all
the Objectives.

2 - Fare thee well. Now we have to return to the safe area.
Get back to the starting building.

3 - Beds are burning. Bar the door (see Special Rules) and
clean the starting building of any Zombies. The Mission suc-
ceeds if at least two Survivors (Zombivors don’t count!) are
still alive when the door is barred and the building is clear of
Zombies.

SPECIAL RULES

e Workforce. Each Objective gives 5 experience points to
the Survivor who takes it.

¢ The backdoor to safety. The blue door cannot be opened
until the blue Objective has been taken.

* The horde comes. When the blue Objective is taken, the
blue Spawn Zone activates.

¢ Arooffalls and... When the blue Objective is taken, roll four
dice. Put a Noise token (or a small rubble token if you have
some) in each room marked with a result from one of these
dice. Actors in a Zone that receives such a token are killed.
Survivors killed this way can’t become Zombivors. Zombies
killed this way don’t grant experience points. A Zone with
a token can’t be entered and blocks Lines Of Sight. These
Noise tokens are not removed in the End Phase.

e Bar the door. Once the last Objective has been taken, any
Survivor on the Player Starting Area can spend Actions to
add one Noise token to the Zone. Once there are 10 Noise
tokens, close the door. This door cannot be opened any-
more. These Noise tokens are not removed in the End Phase.




MEDIUM / 6+ SURVIVORS / 90 MINUTES
A Mission by Ckﬂ's‘l'ofke Miiller de Sckov\aor

Watts had a very peculiar neighbour who believed
in the coming apocalypse. I auess he was on %o
something. Anyway. the guy ended up fransformin

his tvailer info a s+vov\:kol¢l with plenty of .(ooi
and survival gear. It opens only Eg scanning a

specific bar code that the guy had tattoced on
his hand.

Watts had fovgotten all about it until he found
the mental iv\s‘l'iiu'l'e's list of fa:h’ev\h. Guess what?
The guy is on that list

The ﬁ\iv\gs we do for a bunch of sparkling water
bottles...

Material needed: Zombicide Season 2: Prison Outbreak.
Tiles needed: 3P, 4P, 8P, 9P, 17P & 18P.

0BIECTIVES

This is the three-step plan we figured out to get our hands
on this hand:

1 - Free the guy. Set the Berserker Abomination free. It’s
actually locked in the padded cells.

2 - Free the tattoo. Chop off the guy’s left hand by rolling
a successful Melee Action on the Berserker Abomination.
The Equipment used for that task doesn’t need Characteris-
tics that could actually kill the Abomination, since you don’t
want to kill it...yet! Being one-hand doesn’t change anything
about the Berserker Abomination.

3 - Free yourselves. Reach the Exit Zone with all Survivors
and the tattooed hand. Any Survivor may escape through
this Zone at the end of his turn, as long as there are no Zom-
bies in it.
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SPECIAL RULES

¢ A veteran’s start. After the starting Equipment has been
distributed, every Survivor gets to draw from the Equipment
deck until he gets a weapon. If a Survivor draws an “Aaahh!”
card, he stops drawing, gets no weapon, and a Walker is
placed in the Survivors’ starting area. Other Survivors may
still draw cards. These draws are not Search Actions.

e Bar code behind bars. Put a red Objective token on the
Berserker Abomination. This is the tattoo (and the hand be-
neath). The Survivor who takes this Objective gets 5 experi-
ence points and puts the tattoo Objective in his inventory.
Treat it like an Equipment card. The game is lost if the tattoo
is discarded.

¢ Asylum compound. When revealing any building room,
apply the Danger Level above the current Danger Level
(Yellow instead of Blue, for example). Red is the maximum.
This rule doesn’t apply for Zombie spawning (Zombie Phase
/ Step 2).

¢ Disable the security locks. Activating the purple Switch
opens the purple cells doors. The purple prison main entry
door doesn’t open, but it can be opened after activating
the Switch. The purple Spawn Zone activates. The Survivor
activating a Switch for the first time also gains 5 experience
points. The Switch can only be activated once.

¢ Rotating security gate. When the yellow Switch is
activated:

- The rotating security gate rotates a quarter turn to the left
or to the right (choose the direction of rotation each time the
Switch is used).

- The yellow Spawn Zones receives a Skill counter (see
“More rotating security gates?”).

e More rotating security gates? The yellow Spawn Zone
receives one Spawn card per Skill counter on it. It doesn’t
spawn if there is no Skill counter.

e The hippiemobile. It can be Searched once, giving two
Gunblades. It can be driven.




HARD / 6+ SURVIVORS / 180 MINUTES
A Mission by Fabio M. Roncavatti

We firally found a good place to stay. under
the protection of a couple of watchtowers. We
discovered that a tvio of Abominations seemed to
contvol the suwoumliha zombies, vuling theiv hovdes
like kings. ‘We managed to keep the great mass of
zombies away for a long time. but now our supplies
have vun out. We have no option but to ventuve back
into the zombie world. even knowing that those
Abominations ave waiting. To ensuve our suvvival,

these three kings must falll

Material needed: Zombicide Season 2: Prison Outbreak,
Toxic City Mall.
Tiles needed: 1P, 3P, 4P, 8M, 17P & 18P.

OBSECTIVES

Reach these objectives to win the game. The first two can be
done in any order.

* The three kings shall fall. Kill the Berserker, Standard,
and Toxic Abominations.

¢ Plunder the infected kingdom. Food reserves are marked
with the great red “X”. Take all the Objectives.

THEN

¢ Return to your castle. Reach the Exit Zone with at least
four Survivors. Any Survivor may escape through this Zone
at the end of his turn, as long as there are no Zombies in it.

SPECIAL RULES

e Happy Meal. Each Objective gives 5 experi-
ence points to the Survivor who takes it.

¢ Three kings enthroned. Before the game
start, place the Abominations as indicated on
the map. Additional Abominations can’t spawn
during this Mission; spawn Fatties and their
Walker escorts instead. The Abominations
placed in building Zones don’t move until their
building is opened.

¢ Me, Myself, and I. When a building’s doors
are opened for the first time, don’t Spawn Zom-
bies in the Zones that contain an Abomination.

: m RAN
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MEDIUM / 4+ SURVIVORS / 90 MINUTES
A Mission by Stanislas Gago‘l‘

" S0 this is the ‘secuve 7vecihc‘|" you want us to use as
a haven?”

“Well, uh, last time I was heve, it was heavily secuved.
Electvonic doovs, camevas everywheve...”

“Yeah, Qreod'; sounds nice. Eui vight now, theve's no
power. and the gate is wide open. 'lab\is place is probably
rackeal with zombies!

Whatever. Theve ave move vight behind us. so we
don't have a choice. At least we can manually close the
gate. I think I vemember wheve the gate contvol voom
key is. It s..uh..huh. Avound heve somewhere...

Yeah. yeah. T{you find anything tobarvicade ouvselves
against the zombies alveady inside our haven', that'd
be grewl'. Otherwise, we ve going to discover what it is
like 4o be between the hammer and the anvil.

i
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Material needed: Season 1.
Tiles needed: 1C, 2C, 4E, 5C, 5D & 7B.

DBIECTIVES

It’s barely a plan, but here it is.

1 - Get the green key to the gate control room. Find and
take the green Objective.

2 - Close the gate. Use the blue Objective to close the gate.
3 - Barricade the precinct. Deactivate the three Spawn
Zones inside the precinct.

SPECIRL RULES

e Where the hell is the key? The potential locations of the
green key have been marked with red “X”. Put the green
Objective randomly among the red Objectives, face down.
Each Objective gives 5 experience points to the Survivor who
takes it. Once the green Objective has been taken, the green
door can be opened. Remove all remaining red Objectives.

e Manually closing the gate. A Survivor standing in the
Zone with the blue Objective can spend one Action to close
one of the five doors that make up the gate. When all five
doors are closed, the gate is closed. Closing one of these
doors gives 5 experience points to the Survivor who closes
it. The blue Objective can’t be taken.

¢ The gate is a bit noisy. As soon as one Action is spent to
begin closing the gate, the blue Spawn Zone activates.

* No zombie admittance. A Survivor standing in a Spawn
Zone can spend one Action to remove the Spawn Zone, as
long as there are no Zombies in it.

¢ Derelict car. The car can’t be driven.
e Police car = guns! You can Search a police car more
than once. Draw cards until you find a weapon. Discard the

other cards. The “Aaahh!” card triggers the appearance of a
Walker as usual and interrupts the Search.

<

Player
‘ starting area

4 - The gate
< - control room
Spawn Zones .
' ossible
< Possibl
locations for
4 u u the gate control
Doors room key (5 XP)




E-

| RAVAGE MAGAIZI q
‘ oy b et ] il E

*




*SRICK OR TREAT SCENARIO ¥

Halloween, Zombie Version

It’s Halloween today. No way one or two millions zombies prevent us from celebrating. We all
have seen these “zombie-films” in which everything is desperate and nobody survives at the
end. But not us, not in the world we want. It is just a matter of willpower, you know. The world
is to be rebuilt and celebrating Halloween is our way to do so. Here is our plan for Halloween,
Zombie Version: we disquise ourselves as zombies and we try to take some useful stuff in the

nearby houses without killing the inhabitant — until we've got what we came for, of course!

Boxes needed: Zombicide Season 1 & Toxic City Mall.
Tiles needed: 1C, 1M, 2B, 2M, 5B, 5C.

h

Jean-Baptiste Lullien

Medium-:
6+$uwivors-:.”_{_
90 minutes

OBJECTIVES

Became a real Halloween monster!
Reach TWO TIMES the Red Danger leve'

SPECIAL RULES

+« Zombie hosts. Place Toxic Walkers,
Toxic Fatties, Toxic Runners and the Toxic
Abomination in the Zones marked on the
map. They wait for you to treat or trick.

« Zombie disguises! You are going to

disguise as a zombie. Of course, it doesn *
smell good, but it’s fun! Any Survivor that
has just killed the last Zombie in his Zon=
can spend one Action to receive a Rotten
token (see Toxic City Mall). It works in the
same way as an activated Rotten Skill.

« Trick... Any Survivor with a Rotten
token managing to take a red Objective
with Zombies in the Zone receives 10
experience points (instead of the usua! 5

«...0r treat zombies as usual. Any
Survivor without a Rotten token taking =
red Objective receives 5 experience poin

« Not fun enough? We know there are
two shops with a functional alarm, at
least for a few seconds when they are
triggered. Their locations are marked
with a blue and a green “X". Just go thes=
and activate these alarms if you want
more zombies to be attracted! The blus
Spawn Zone activates when the blue
Obijective is taken and the green Spawn
Zone activates when the green Object v
is taken. When the first Objective is
taken, the Survivor who takes it receives
10 experience points. When the secons
Objective is taken, the Survivor who
takes it receives 15 experience points'
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Just Wanna Eat In Peace!

This prison quarter has seen a big battle, inmates fighting side by side with wardens Hard
against zombies. For example, the showers are full of corpses. Huhu. Did | just see some
of them moving? Craps! It's lunch time and | want to eat in peace!

Material needed: Prison Qutbreak.

Tiles needed: 7P, 8P, 10P, 12P, 13P, 14P, 15P & 16P.

OBJECTIVES

Is it your stomach making this noise?
Let’s hurry and do all what have to be
done in order to have your lunch:

1 - Get the guards access cards. They

are on the dead guards bodies that are
shown with red “X”. Find and take the blue,
the violet and the white Objectives.

2 - Get the power back. Open the blue
door and start the emergency generator.

3 - Open the white and the violet doors.
Well, maybe it will also open some cells,
but you can handle that, don't you?

4 - Lunch time! Reach the lunch tables (the Exit
Zone) with at least one Survivor. Any Survivor

may escape through this Zone at the end of
his turn, as long as there are no Zombies.

NFECTED SPE

W7

AR[O"

Jean-Baptiste Lullien

Sy o

6+ Survivors
90 minutes

SPECIAL RULES

« They fought to the death. An example not to follow. True
Survivors learn from others’ mistakes. Each Objective gives 5
experience points to the Survivor who takes it.

+ The access cards. Put the blue, the violet and the white
Objectives randomly among the red Objectives, face down. Once
the blue Objective has been taken, the blue door can be opened.
The violet and the white Objectives are required to activate the
corresponding switches (see below).

- Opening the refectory also calls the prisoners to lunch.
Activating the violet Switch opens the violet doors and activating
the white Switch opens the white doors. Before activating them,
however, your first need to pick the corresponding Objectives
(white and violet) and activate the generator room.

- Get the power back. A Survivor standing in the Extra Zone must
spend one Action to start the emergency generator. Once started,
it can’'t be shut off.

+ Question: who has broken these cells doors? Answer:
zombies. During the Spawn phase, spawn one Walker in every cell
Zone without a door, on every tile where at least a Survivor stands.

+ The showers are flooded...with zombies! But the flow is
diminishing. When you reach the end of the Spawn deck for the
first time, remove the Spawn Zone numbered “one”. When you
end the Spawn deck for the second time, remove the Spawn Zone
numbered “two”,
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GAMING
NIGHT #1

CARS, FOOD OR GUNS
4 1

INTRODUGTION:
CARS, FOOD OR GUNS?

An avgument started among

swevivors. What is the
most i thing in swevival? Doug and Phil
{avor guns. as they blow awny any obstacle. Josh and
Wanda prefer cars, as fh;z:z'vi:u‘:&s@ and

N\Q’NM on ¥ speak
m food bcca:u ::.: basic kmzh reed. A
Would you help us setting Hhis?

Cars, Food Or Guns is a 3-Missions campaign designed to
play Zombicide all night long. A Season 1 Core Game box is
needed to enjoy it.

[OMBICIDE - GRMING NIGHY 41

Cars, food or guns? Each Mission brings its own answer to
this question, and a nice reward too! Choose your priorities
and play them all in the order of your choosing. In the end,
you might have a definitive guess on the subject.

GAMING RIGHY MODE

The Gaming Night Mode allows you to play all night long
without being bothered by sudden death. Defeated Survi-
VOrs rise up in the middie of the battle to keep on fighting with
their friends. The goal here is simple: never getting singled
out of a game because your Survivors were defeated! To
play with the Gaming Night Mode, apply these rules.

1- Gaming Night rules replace Resurrection rules (featured in
Toxic City Mall or Prison Outbreak).

2- When a Survivor is defeated, lay down his miniature.
Ignore him for all game effects until his retumn, as if he was
removed from the board

At the beginning of any following Player's Phase, before
the first player acts, return the Survivor (in his Survivor or
Zombivor aspect, you choose). Discard all of his Equipment
and Wounded cards. He loses his experience points as well.
Upon his return, he gains:

- As many experience points as the least experienced Survi-
vor on the board. You don't have to choose the same Orange
and Red Skills as the Survivor previously had.

- Equipment: Draw Equipment cards until you find two
weapons. Discard the other cards (including Aaahh'! cards).
Ongoing game effects previously applied to the Survivor no
longer apply. And remember: getting killed voluntarily is for
sissies.

If odds seem 100 strong after a team wipe, don't be afraid
to start the Mission again. Having fun shall be the only rule.

SEYTING

Assemble your gaming groupi{s). Each group discuss and
choose which Mission to start with:

-Cars (P. 2)

- Food (P. 3)

- Guns (P. 4)

Once the first Mission is done, choose the second Mis-
sion between the two you didn't choose at first, End your
memorable.

Don't forget to apply Mission rewards! After the third Mis-

sion, you can play a Mission again to benefit from the last
reward.




MO1caes:

HARD / 4 70 6 SURVIVORS / 90 MINUTES

We've here for the cars. Beforve the zombies
it was the place to find tuned cars. ove
engines and get in wild uvban vaces. Fm(ing & nice

Wcmﬂkw'kcn
cmi'l\»\‘onkcn.(«l'»l
Zombies ave alveady affer us.

Tiles needed: 1B, 1C, 2B, 2C, 4B, 4C, 4D, SE & 7B.

d‘l\ vace

0BJECYIVES

1= Find all the car keys. Car keys are spread all across
the place. There is a red “X" in each room containing one of
them. Take all Objectives.

2- Crush zombies until everyone reach the Red Danger
Level. Reach the Red Danger Level with all Survivors.

SPECIAL RULES

¢ Driving lessons. Each Objective gives 5 experience
points 10 the Survivor who takes it. ;
Put the blue and green Objectives -
randomly among the Objectives,

face down. These Objectives don't

give experience when they are

taken: you thought it was car keys,

but it wasn't!

* A police car in the grocery ‘
store. A police car crashed in the -0
grocery store. The car alarm and
the shop's alarm are a bit noisy. Six
Noise tokens are set in the marked
Zone at the beginning of the game

* Crashed police car. The police car can't be driven. You
can Search it more than once. Draw cards until you find a
weapon. Discard the other cards. The Aaahh! card triggers
the appearance of a Walker as usual and interrupts the
Search,

CARS! - MISSION
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and aren't removed at the end of 3 >
each turn, At the cost of 1 Action, a

Survivor standing in the noisy Zone

can remove or put back three of

them (10 a maximum of 6),

* These zombles are accustomed i
to noise. The blue Spawn Zone ac- b=
tivates if there is NO Noise token on
the board (Survivors don't count),

* Pimpmobile keys. The pimpmo-
biles can be driven when all Objec-
tives have been taken. Until then,
you can't drive them. They can’t be
Searched.,

LOMBICIDE - GAMING NIGHT
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Moz FOOD!

MEDIUM / 4 TO 6 SURVIVORS / 90 MINUTES

Sheer luck. We found a custom-made solar panel
sorting out of a voof It leads stvaight to a fast
food. We think it could power the fri nq:l::
theve is some fresh food out thevel Having o
mdmlt'mnbuk;;:ccnr and movale.
Covm\g oser, we see ace is besi
zombies. They somehow Mmrcib mhrm

the door. And what about this lousy music
we hear from a nearby house?

Tiles needed: 1B, 5B, 5E & 6C.

0BJECTIVES

1- The right place to be. The previous owner obwviously
died. There is plenty of food waiting to be eaten. All Survi-
vors have to eat in the fast food and get an Objective token
(see special rules)

2~ Stock for the hard days to come. Reach the Exit with all
Survivors. Any Survivor may escape through this Zone at the
and of his turn, as long as there are no Zombies.

Note: Taking as many food cards as you can will give your
team a reward. Taking Objectives allows you to look for food
cards in the Equipment pile.

SPECIAL RULES

* Burger assault. At the end of each Zombles' Phase, a
single Survivor standing in the fast food can receive an Ob-
Jective token. This token figures his full belly, is put on his 1D
card and doesn’t grant experience points. A Survivor can
carry only one of these fokens at any given time. It can't be
granted if any Zombie stand in the fast food or if you don't
have enough Objective tokens available (take Objectives on
the board to get some).

1 - MIS

SION
ARL

* “All your food are belong to us”. Each Objective gives
5 experience points to the Survivor who takes it. The player
can also look for a food card (Canned Food, Rice or Water)
in the Equipment pile and discard pile, and put it in his Sur-
vivor's inventory. If you look in the Equipment pile, shuffle it
afterwards.

* Fatty's fate. The survivor finally got infected and came
back as a zombie. A Fatty and his escorts are hanging in the
fast food. Before the beginning of the game, put a Fatty and
its 2 Walker escorts in the fast food.

* Hell of a TV. The solar panel was feeding a TV with a VCR.
It must have lured zombies with music, as the volume is set
on the maximum right. A Noise token is set in the marked
Zone at the beginning of the game and is not removed at
the end of each tum. At the cost of 1 Action, a Survivor can
destroy the TV and remove the Noise token for good.

e Zombie feast. Lured by the TV sound and the smell of
an open freezer, zombies have dig a hole in the ground and
keep on coming from the sewers to the fast food's back-
room. The blue Spawn Zone activates if there is one or more
noise Token on the board (Survivors don't count),




MO3 s

MEDIUM / 4 TO 6 SURVIVORS / 90 MINUTES

A gun is like a skeleton key. With a gun. gou
can crush rt. dvive ang car you wart and
vab all “\.:’o Bok CAN CAarvy.

e kpow about an arvea cvo with zombies and
left on its own devices since the first days of the
invasion. As it was a stvonghold for early suvvivors,
i sure has lots of shuff Yo plunder. incleding guns.
It's a very dangevous place. however. and securing
it will veguive some pevves.

Tiles needed: 1B, 1C, 5D & 5E.

0BJECYIVES

This dangerous Mission requires a simple and robust plan.
Follow each step.

1- Seek and destroy. Explore each house, empty them of
Zombies and take all Objectives.

2- Assemble for the next operation. Reach the Player
starting area with all Survivors. You win i, at any End Phase,
they all stand here while there are no Zombies in the buiiding
Zones.

momm [

Door Objecties 5XP) Spmwmlooe  Payer
VVVVVVVVYVYYY

IS 70MBICIDE - GAMING NIGHY #i

SPECIAL RULES

* Objective: 0 zombies. An Objective can only be taken if
there is no Zombie in the whole building containing it. Each
Objective gives 5 experience points to the Survivor who
takes it.

GUNS! - MISSION



GAMING
NIGHT #2

BI.AGK FRIDAY

I somebody had said a gear %dwlhl«,kﬁn
zombies just to scavenge cann ‘rham everybo 3
kan lu..kul. Newthe world is furned uysih bn\ and
rds abound. That s how we fivst heard about
i‘l\e&.{ vion Mall. a place described as “cursed ” and
hasnded . Naturally we decided +o look into i
From what we [earped. this mall hosted a fierce batte
during the first dags of the zombie invasion a tl’c
amazingly. the swrvivors succeeded. 'l"i\e:‘m
u(q.-ffﬂh*ldho(ruﬂe and furned rlneMoa
ﬁm&mﬂoh headguarters for the whole
n
Tl\cn & hovde of berserkers and toxics appeaved. and
i all l::ﬂ’% }M* to hell. AJ&*""\C |¢‘+ wenrt out
voani oul stench.
mnoh aM?h Ml:c‘rou defenders had m
ch the urban legend about a mall stuffed with
Ml acked zomues
Sonc ved supplies ave getting havder to find
these days, n\i Jeffevson instills enough fear that
odt‘n e stay clear of ;f We A:(‘ rot *}:‘W‘
e ve ° lunder +his
1’:.7“.44 A g Il  wradicg oo
unn.l morths and do some uviu: trading with other

swrvivors.

Black Friday is a 3-Mission campaign designed to let you
play Zombicide all night long. A Toxic City Mall box and
Zombicide Season 2: Prison Outbreak Core Game box are
needed to enjoy it.

{OMBICIDE -

Black Friday is about danger and power. Your Survivors
will get interesting weapons and busloads of experience
quite early in each Mission, putting them against tides of
Zombies as they struggle to complete the objectives. Expect
to use the Ultrared Mode (see Toxic City Mall) every time,
slaughter Zombies with the best weapons around, and
above all, reach unprecedented body counts. If you love
having Red Level Survivors and fighting on the edge, then
Black Fricday is for you.,

GAMING NIGHY MODE

The Gaming Night Mode allows you to play all night long
without being bothered by sudden death. Defeated Survi-
vors rise up in the middie of the battie 10 keep on fighting
with their friends. The goal here is simple: never get left out
of a game because your Survivors are defeated! To play with
the Gaming Night Mode, apply these rules.

1- Gaming Night rules replace Resurrection rules (featured in
Toxic City Mal or Prison Outbreak).

2- When a Survivor is defeated, lay down his miniature.
Ignore him for all game effects until his return, as if he was
removed from the board.

At the beginning of any following Players’ Phase, before
the first player acts, return the Survivor (in his Survivor or
Zombivor aspect, you choose). Discard all of his Equipment
and Wounded cards. He loses his experience points as well.
Upon his return, he gains:

= AS many experience points as the least experienced Survi-
vor on the board, You don’t have 1o choose the same Orange
and Red Skills as the Survivor praviously had

- Equipment: Draw Equipment cards until you find two weap-
ons. Discard the other cards (including Aaahh! cards).
Ongoing game effects previously applied to the Survivor no
longer apply. Remember: getting killed voluntanly is for sissies.
If odds seem 100 strong after a team wipe, don't be afraid to
start the Mission again, Having fun shall be the uitimate rule.

GAMING NIGHY




BLACK FRIDAY OBJECYIVE RULES

Jefferson Mall's previous occupants stashed lots of interest-
ing equipment in their shelter. To reflect this, use the Black
Friday rule below.

Black Friday. Each Objective gives 5 experience points to
the Survivor who takes it. Then draw two Equipment cards
for the Survivor. This is not a Search Action:

- The Survivor can still Search the Zone (if other conditions
to Search are met).

- The Equipment cards are given even If there's a Zombie in
the Zone.

- The Flashlight Equipment card's effect does not apply.

- The Destiny Skill applies.

Mo LYOI'I‘LJ | -
VAUIL
EASY / 6 SURVIVORS / 90 MINUTES
Jeffevson Mall's survoundings ave eevily silent. T
defenders clcnl.mah‘l‘k«v last stand
barvicaded the ertvance with mvgﬂ\o\’
could find. probably to prevent the monste

x:m’ul'\alc reed a car fo

Fasten your seatbelt

Tiles needed: 1M, 2M, 3P, 4M, 5M & 17P.

0BJECTIVES

Reach the objectives in the following order,
1= Get the hippiemobile's keys. They are represented by
the green Objective in the taxi.

2- Smash the mall's door with the hippiemobile. There
may be Zombies behind it, so knock first,

3~ Grab all Objectives. Hey, there's a little armory in there!
4- Go deeper into Jefferson Mall. Reach the Exit Zone
with all Survivors. Any Survivor may escape through this
Zone at the end of his turn, as long as there are no Zombies
init.

SPECIAL RULES

* Black Friday. Each Objective gives 5 experience points to
the Survivor who takes it. Then draw two Equipment cards
for the Survivor. This is not a Search Action:

= The Survivor can still Search the Zone (if other conditions
to Search are met).

- The Equipment cards are given even if there's a Zombie in
the Zone.

- The Flashlight Equipment card’s effect does not apply.

- The Destiny Skill apphkes.

LOMBICIDE - GAMING NIGHY

* Blue Objective. We need this electrical device, but remov-
ing it will trigger an alarm. The blue Spawn Zone activates
when the blue Objective is taken.

* Green Objective. The green Objective represents the hip-
piemobile keys. The hippiemobile can be driven by anyone
once the green Objective is taken,




* Reinforced mall entrance. The mall double door can't be
opened by normal means. It's automatically opened when
the hippiemobile is driven through it. It can't be locked down
again afterward.

» Hippiemobile. The hippiemobile can be driven by anyone
once the green Objective is taken. You can Search the hip-
piemobile only once per game. It contains Pa's Gun. Ignore
car attacks made by the hippiemobdle. It's harmless.

* Taxi. The taxi can't be driven. You can Search the taxi more
than once per game. It is searched just ke a building Zone but
Flashlight cards have no effect. The Aaahh! card triggers the
appearance of a Walker as usual and interrupts the Search.

Mo FORTRESS
MALL
MEDIUM / 6+ SURVIVORS / 120 MINUTES

We've at the heart of Jeffevson Mall. The avea
is & massive warehouse of stashed eguipment and
ies. Theve ave grawed vemains, burnt patches,

evevywherve. Barvicades the
alleys for the time being. but they won + last The
zombies know we ve here. We have fo grab some

weapons fast and be veady for the moment
bring down the barvicades.
Heg. is this a shivt from my favovite baseball team?

Tiles needed: 1M, 5M, 6M & 7M.

0BJECYIVES

To raid this place; this is why we came here in the first place,
baby!

1- | want it all. Take all Objectives,

2- Escape the Zombie den. Reach the Exit Zone with all
Survivors, Any Survivor may escape through this Zone at the
end of his turn, as long as there are no Zombies in it.

SPECIAL RULES

* On our heels. At the beginning of the game, put on each
Spawn Zone:

- 5 Standard Walkers

- 2 Standard Runners

- 1 Standard Fatty

* Black Friday. Each Objective gives 5 experience points 1o
the Survivor who takes it. Then draw two Equipment cards
for the Survivor. This is not a Search Action:

- The Survivor can still Search the Zone (if other conditions
to Search are met).

- The Equipment cards are given even if there's a Zombie in
the Zone.

- The Flashlight Equipment card's effect does not apply.

= The Destiny Skill applies.

* The blue key. Put the biue Objective randomly among the
red Objectives, face down. Once this Objective is taken, the
blue door can be opened.

¢ Pimpmobile. The pimpmobile can't be driven. You can
Search it only once per game. It grants the searcher Pa's
Gun and two Gunblades (yes, an epic package of three
pimpmobile weapons!).




Mo A SPIRAL
OF VIOLENCE
DIFFICULY / 6+ SURVIVORS / 180 MINUTES

‘We expected ‘I'Nn’s teo rasty, whi
but we pever cxycchl‘gcn would

zombies. No wonder this le furned
legend! We've moved to the
md’l\l'tnh{kcdnmh dv::fve e
ave planning to esca e
Maﬁd’dlpfcﬁus : mou
o short discussion, we don + plan +o
again. We m"’c&ﬂm
bt we need fo grab as many of s treasuves

can.
We also can '+ kill all the zombies. Some will escape
for sure. So long. boys.

Tiles needed: 1M, 3M, 5P, 6M, 7TM & 11P.

0BJECTIVES

1- All you can eat. Take all Objectives.

2- Leave without looking bacl‘. Reach the Exit Zone with
all Survivors. Any Survivor may escape through this Zone
at the end of his turn, as long as there are no Zombies in it.

SPECIAL RULES

* Black Friday. Each Objective gives 5 experience points 1o
the Survivor who takes it. Then draw two Equipment cards
for the Survivor. This is not a Search Actionc

- The Survivor can still Search the Zone (if other conditions
to Search are met).

- The Equipment cards are given even if there's a Zombie in
the Zone.

- The Flashlight Equipment card's effect does not apply.

- The Destiny Skill applies.

* The blue trigger. Put the blue Objective randomly among
the red Objectives, face down. Once this Objective is taken,
the blue door can be opened and the blue Spawn Zone
activates.

* Pimpmobiles. The pimpmobiles can't be driven, You can

Search each of them only once per game. Each contains a
Gunblade.

ZOMBICIDE - GAMING NIGHY /2



GAMING
NIGHT #3

ZOMBIE TRAP

We ave just in front of the Newhaven County prison.

T¥ isn + the biggest prison we ve ever seen, but it s
easily one of most ovevcrowded. Magbe it was
used fo hold zombies at the h‘c‘l\ﬂ'h . when theve
weve still e {oolish o tvy go coptain the
outbreak. be this was just the wsual state of this
g:cc- We'll never know:

any case. this prison is & time bomb. T{ the
zombies locked up heve escape. they will flood the
entive city within a few hours before spreading into
the whole countvy. We don + want that so we are
going fo clean this place. It has to be done. and i s

ing to be a ot !
Q{:‘ stion is. kovfg’l
We don't fear the zombie hovde-we ve zombicided
move dangerous opes-but theve ave so many zombies
in this place that a conventional cleaning would
take months. We don + want fo spend morths in an
old. half crumbled prison.
We thought about it. and we have set a course of
action. a zombiciding tactic. ‘We vun inte the prison.
killing all the zombies we stumble acvoss and making
lots of noise. This should get them o follow us into
the prison yavd and then. bang , a5 usual.
This +achic has a sevions dvawback: we must
them all. Hey, wanit: Yo ve vight: That s pot such a
drawback.

Zombie Trap is a 3-Mission campaign designed 1o let you
play Zombicide all night long. A Zombicide Season 2: Prison
OQutbreak Core Game box is needed to enjoy it.

Zombie Trap is about the very title of this game: Zombicide.
Your Survivors will face hordes of zombies and destroy them.
This means that you will quickly gain busioads of experience
and will need the most powerful weapons just as quickly.
You will probably have several Survivors tumed into Zom-
bivors. It's a challenge, but you love a challenge, don't you?

GAMING NIGHY MODE

The Gaming Night Mode allows you to play all night long
without being bothered by sudden death. Defeated Survi-
vors rise up in the middle of the battle to keep on fighting
with their friends. The goal here is simple: never get left out
of a game because your Survivors are defeated! To play with
the Gaming Night Mode, apply these rules.

1- 1- Gaming Night rules replace Resurrection rules (fea-
tured in Toxic City Mall or Prison Outbreak)

2- When a Survivor is defeated, lay down his miniature,
ignore him for all game effects until his return, as if he was
removed from the board.

At the beginning of any following Players’ Phase, before
the first player acts, return the Survivor (in his Survivor or
Zombivor aspect, you choose). Discard all of his Equipment
and Wounded cards. He loses his experience points as well.
Upon his return, he gains:

- As many experience points as the least experienced Survi-
vor on the board. You don’t have to choose the same Orange
and Red Skills as the Surviver previously had.

- Equipment: Draw Equipment cards untd you find two
weapons. Discard the other cards (including Aaahh!! cards)
Ongoing game effects previously applied to the Survivor
no longer apply. Remember: getting killed voluntarily is for
sissies.

If odds seem 100 strong after a team wipe, don't be afraid to
start the Mission again, Having fun shall be the ultimate rule




LOMBIE YRAP CELLS SPECIAL RULES

Newhaven County prison is really overcrowded with Zom-
bies. You've never seen something like this before, and
you better hope you'll never see it again. Through whatever
method or madness, a staggering number of Zombies were
lured into the prison's numerous cells. The plan inevitably
went wrong, of course, and all the cell docrs opened. For-
tunately, there was no one alive left to set the Zombies on
the warpath, so they just stood there. To reflect this, use the
Cells full of Zombies rule below.

Cells full of Zombies. At the beginning of the Spawn
resolution during every Zombies' Phase, but before draw-
ing any Zombie card, place one Standard Walker in every
cell, on every tile where at least one Survivor stands (as with
standard manhole spawning). Choose the first cell to fill, and
then proceed clockwise, If there arent encugh miniatures,
Standard Walkers gain one extra activation per cell that
didn’t receive its Zombie host,

MO1

MEDIUM / 6+ SURVIVORS / 90 MINUTES

The Newhaven County prison is filled with
roises; scvate k..r

Everything should go smooth ::7 guick afrer hat
We hope.

Tiles needed: 6P, 7P, 8P, 10P, 12P & 13P.

0BJECTIVES
A simple plan with a simple objective: Reach the Exit Zone

with all Survivors. Any Survivor may escape through this Zone
at the end of his turn, as long as there are no Zombies in it.

SPECIAL RULES

¢ Useful stuff. Each Objective gives 5 experience points to
the Survivor who takes it,

¢ Cells full of Zombies. At the beginning of the Spawn
resolution during every Zombies' Phase, but before draw-
ing any Zombie card, place one Standard Walker in every
cell, on every tile where at least one Survivor stands (as with
standard manhole spawning). Choose the first cell to fil, and
then proceed clockwise, If there aren’t enough miniatures,
Standard Wakers gain one extra activation per cell that
didn’t receive its Zombie host. Tiles showing cells are 7P,
8P, 12P & 13P.
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MO02

DIFFICULT / 6+ SURVIVORS / 150 MINUTES

Entering Newhaven County prison was the easy part.
as we exyec"’eal. Now, there is a zombie hovde Bet\iml
us. (This part of the plan also worked just fine.) We
also have another hovde in front of us. That we
didn '+ expect. T+ wouldn T be a veal problem, ‘H\ouak,
if one of the prison wings didn'+ r\ave a votating
security gate and +wo locked doovs. We |l peed +o
votate the gate and find both keys to let the zombies
access the last wing of the prison. wheve our '|'ra? is
waiting for them. Oh. and one other thing I forgot.
Theve is a secondary access to this part of The prison
that must be closed in ovder to vedivect the zombie
{flow in the vight divection.

Doing this with two or three zombies hovdes trying
to eat us will be... a challenge. at the very least.

Tiles needed: 8P, 9P, 11P, 12P, 16P & 18P.

This plan won'’t be as simple as the previous one.

1- Take the keys. Take the green and the blue Objectives.
2- Rotate the security gate, open the neutral door in tile
18P, and activate the violet Switch. You choose the order,
but all must be done.

2- Move to the last prison area once you are sure all the
Zombies are after you. Once there are no more Zombies
in the building (there can still be Zombies on street Zones),
reach the Exit Zone with all Survivors. Any Survivor may
escape through this Zone at the end of his turn, as long as
there are no Zombies in it.

SPECIAL RULES

¢ Useful stuff. Each Objective gives 5 experience points to
the Survivor who takes it.

e Cells full of Zombies. At the beginning of the Spawn reso-
lution during every Zombies’ Phase, but before drawing any
Zombie card, place one Standard Walker in every cell, on
every tile where at least one Survivor stands (as with standard
manhole spawning). Choose the first cell to fill, and then pro-
ceed clockwise. If there aren’t enough miniatures, Standard
Walkers gain one extra activation per cell that didn’t receive
its Zombie host. Tiles showing cells are 8P & 12P.

* The blue key. Once the blue Obijective is taken, the blue
door can be opened.

e The green key. Once the green Objective is taken, the
green door can be opened.

e The yellow Switch for the rotating security gate. When
the yellow Switch is activated, the rotating security gate
rotates a quarter turn to the left or to the right (choose the
direction of rotation each time the Switch is used). The Sur-
vivor activating the yellow Switch for the first time also takes
the yellow Objective and gains 5 experience points.

* The violet Switch for the violet Spawn Zone. When the
violet Switch is activated, the violet Spawn Zone is removed.
The Survivor activating the violet Switch for the first time also
takes the violet Objective and gains 5 experience points.

Rotating security gate




MO03

DIFFICULY / 6+ SURVIVORS / 180 MINUTES

Our plan is working veally. veally well. Zombies ave

in from everywhere all draining into
md.:el. Just ldt:nthl them o do. We don '+

have o about ammunition. since we have lofs
of shuf{ stashed just outside the gard. That s the
re

wS.
e bad news is that our plan magbe worked a bit
foo well. The zombies ave coming veally guick and
ave extraordinarily excited ‘We cu\" make an
mistakes. Vchnbcdlmnwdnbn't
want fo be overvin by the oncoming hovdes.

Tiles needed: 1P, 2P, 11P, 12P, 17P & 18P.

0BJECYIVES

Reach the Red Danger Level with all Survivors, The Mission
is lost if a Zombie reaches a street Zone through a torn
barbwire.

SPECIAL RULES

« Ammunition reserves, just in case. Each Objective gives
5 experience points to the Survivor who takes it

« Cells full of Zombies. At the beginning of the Spawn reso-
lution during every Zombies' Phase, but before drawing any
Zombie card, place one Standard Walker in every cell, on ev-
ery tile where at least one Survivor stands (as with standard
manhole spawning). Choose the first cell to fill, and then pro-
ceed clockwise. If there aren’t enough miniatures, Standard
Walkers gain one extra activation per cell that didn’t receive
its Zombie host. The tile showing cells is 12P.

* Blue explosives. You probably prefer to kill the Zombies
yourself, but in case of emergency, you can use an explosive
device that you have previously set along one of the paths
the Zombies are following. Once the blue Objective is taken,
remove the blue Spawn Zone.

* Violet explosives. In case of real emergency, you can also
use a second explosive device to block another path fol-
lowed by the Zombies. Once the violet Objective is taken,
remove the violet Spawn Zone.

* The white Switch for the prison main entry door. When
the white Switch is activated, the white prison main entry
door opens. The Survivor switching the white Switch for the
first time also takes the yellow Objective and gains 5 experi-
ence points. The white door closes when the white Switch is
set back to its original setting.




ULYRARED MODE

The rules for Ultrared Mode,
introduced in Toxic
City Mal,

apply to all Tric
& Trac Missions.

GAMING

NIGHT #4
TRIC & TRAC

A 3-Mission campaign
for Zombicide Season 1
and Toxic City Mall

The uno‘cd.yu- The end of the world. and all that

cvap; Ned predicted this would happen. He never
:‘l'orrycl fftritchl\‘ i+ v

Tuvns out. he was not alone. The guys {rom Guillotine
Games and CoolMiniOvNot saw 2} ¢ too. They
even wrote down all the advice they conld think of
{or surviving a zombie infection. T we could get a
copy and spread the information to as mang survivers
as possible. then humankind might have a chance...

CoolMniOrNot and Guillotine Games present Tnc & Trac, a
3-Mission campaign for Zombicide Season 1 and Toxic City MaN

v A & &

Famous in the French gamer community, Mr. Phal is
the host of the TricTrac website (http:/'www.trictrac.
net/) and TricTrac TV web shows. ‘

A
STARYING DANGER (E¥E

Each Mission features a specific Danger Level. All Survivors
start the Mission at the lowest value of the specified Danger
Level. For example, On the Edge requires that players start
at Yellow Level. so each Survivor begins the game with 7
expernence points

KECPING YOUR
cQUIPMENY
BEYWEEN MISSIORS

A Survivor can begin a Mission with one Equipment card
acquired during the previous Mission. Only one card is
allowed. This means, for example, you cannot keep a Sniper
rifle—you must choose either the Rifle or the Scope. How-
ever, if you've already made a Molotov, you can keep it. It is
a single card, even though you had to use two cards (Glass
Bottle and Gasoline) to produce it.

RESURRECT 10K MODE ARD ZOMBIYORS

The Resurrection Mode and all rules concerning Zombivors
apply to Tric & Trac.

WHAY Y0 DO IF.A SURYI¥OR GEY'S KILLED!

The Survivors are hard to kill. The character begins the
following Mission with a Wounded card

WHAY Y0 DO IE..A SURVIYOR EHDS A
MISSION WITH A WOURD CARD?

It's just a flesh wound. Discard the Wounded card before
starting a new Mission. The Survivor will end up with a nice
scar—but hey, chicks dig scars

MR. PHAL

The first Mission, Phal Out, allows Mr. Phal to join the Sur-
vivors' team. From the moment he joins the team, Mr. Phal
does not count toward the maximum number of Survivors,
especially regarding the difficulty (see Toxic City Mall, 7+
Survivors, p. 14). The players control Mr. Phal in turn. The
first player gets his ID Card along with the First Player token




Mo PHAL OUT
BLUE DANGER LEVEL

AVERAGE / 6+ SURVIVORS / 90 MINUTES
Tiles needed: 1B, 1C, 2B, 2C, 7B & 8M.

To make this work. we peed an expert We peed
' who can decode in a few moments all the

in ion in the box and transmit it clearly
to the silent mass of survivors.
We need Mv. Phal.

0BJECTIVE

Mr. Phal's office at TricTrac is impregnable. He's taken shel-
ter down there for sure. You just have to clear the passage
to his office and rescue him. Simple.

* Mr. Phal has survived the apocalypse. Mr. Phal is hidden
in his office. We must clear a path to the offices of TricTrac to
rescue him. Take the blue Objective.

* Damn you! Go away! Mr. Phal is safely barricaded in his of-
fice and not coming out. You need the key. Find the green key.

* A tour of Paris... Mee! at the entrance of the subway,
Reach the Exit Zone with all Survivors, Mr. Phal ncluded.
The Survivors can escape through this Zone at the end of
their turn, as long as there are no Zombees.

SPECIAL RULES

* Fight for it. Each Objective gives 5 experience points to
the Survivor who takes it

* It's closed! Both doors of Mr. Phal’s office are locked. You
cannot open them before taking the green Objective.

* The green key. Place the green Objective face down
randomly among the red Objectives. Once a player gets
the green Objective, you can open both doors to Mr. Phal's
office.

* What is this damn noise? Place three Noise tokens in Mr.
Phal’s office. Keep them there until a player gets the blue

Objective.

* Mr. Phal. From the moment he joins the team, Mr. Phal
does not count toward the maximum number of Survivors,
especially regarding the difficulty (see Toxic City Mall, 7+
Survivors, p. 14). Each player controls Mr. Phal in turn. The
first player gets his 1D Card along with the First Player token,

LOMBICIDE - GAMING NIGHY #4



ON THE EDGE

Mo YELLOW DANGER LEVEL

HARD / 6+ SURVIVORS / 180 MINUTES
Tiles needed: 2B, 2C, 2M, 3B, 3C, 3M, 4C, 4E & 7B.

We have Mv. Phal Things couldn + be better. Now
{or the second of our plan: (cNih!'\N game
box. It waspn + simple even befove The zombies
A.x:.‘x Phal sags the editors chil h
2 < i(Tovs aAve a

in their offices. Fo:.nn . L
We must get into CoolMiniOrNet s offices and
vescue the last copy of ZOMBICIDE on the planet!

0BJECYIVE

CoolMini's offices aren't safe anymore. We must be
prepared.

* It got messy here! Find the green key.

* Collector! Search CoolMiniOrNot’s offices and take the
last sealed box of Zombicide on Earth.

* Let's get out of this madhouse! Reach the Exit Zone
with at least Mr. Phal. The Survivors can escape through
this Zone at the end of their turn, as long as there are no
Zombies.

SPECIAL RULES

* Wow, | had no idea they published this! Each Objective
gives 5 expenience points to the Survivor who takes it

* Nobody knows where the green key is. Place the green
Objective face down randomily among the red Objectives.

Once a player gets the green Objective, you can open the
green door.

* CoolMini Staff. They don't know they're dead, so they
continue producing their games. Place a Toxic Fatty (without
its Walker escorts) and two Toxic Runners in Zone *1”

* Roll 1d6 and move your goblin forward. The warehouse
guys are always hiding somewhere, and they don't feel at
ease. Place two Toxic Walkers in each Zone “2°.

*  While supplies last!
Everybody wants the last box
of Zombicide. The blue Spawn
Zone becomes active after a
player gets the blue Objective.

* You cannot use cars,

*+ The CoolMinimobile is

dead. As well. But there has to
be something good inside. You
can search the pimpmobile
only once. It contains either
Ma's Shotgun or the Evi Twins
(draw randomly)

* Mr. Phal. From the moment
he joins the team, Mr. Phal does
not count toward the maximum
number of Survivors, especial-
ly regarding the difficulty (see
Toxic City Mafl, 7+ Survivors,
p. 14). Each player controls
Mr. Phal in turn. The first player
gets his 1D Card along with the
First Player token,

LOMBICIDE - GAMING NIGHY /4




Mo THE LAST TRICTRAC TV * You can use the car.
ORANGE DANGER LEVEL

MARD / 6+ SURVIVORS / 180 MINUTES * Police car. You can Search the police car more than once.
Draw cards until you find a weapon. Discard the other cards.

Dave claims that ipside his steve, Universal The Aaahh! card triggers the appearance of a Walker as

Games from the Parallel Vodm« wAs & cameva  usual and interrupts the Search.

he wsed Yo film the g-uh. the games. Of conrse. T4

we manage fo get and make a video. then + Mr. Phal. From the moment he joins the team, Mr. Phal

humankind has a chance to survive. Maghe. does not count toward the maximum number of Survivors,
especially regarding the difficulty (see Toxic City Mall, 7+
Ties needed: 2B, 4B, 4E, 4M, 5D, 6M, 7B, 7TM & 8M. Survivors, p. 14). Each player controls Mr. Phal in turn, The

first player gets his ID Card along with the First Player token.

0BJECYIVES

Let’s just stick to the plan, and everything should end well.
In theory.

* Unlimited power! Restore the power. Get the blue
Objective.

* Door-to-door. The electncal room is closed. Search the
buildings to find the green key.

*» Silence, we're recording. Reach the game store (Zone “1”
on the map) to record the last TTTV ever. Give Mr. Phal enough
time to demonstrate the game. In
order to make the video, Mr, Phal
needs a combined total of 12 Ac-
tions. Once the 12 Actions have
been accumulated, all Survivors
gain 5 experience points.

* All good things must come to
an end. Reach the Exit zone with
at least Mr. Phal. The Survivors
can escape through this Zone at
the end of their turn, as long as
there are no Zombies.

SPECIAL RULES

* Some shopping. Each Objec-
tive gives 5 experience points to
the Survivor who takes it,

* | wanna be on TV! The blue
Zone becomes active as soon as
a player gets the blue Objective.

* The green key. Place the green
Objective face down randomly
among the red Objectives. Once
a player gets the green Objective,
you can open the green door,
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NIGHT #5

BLUEHAND PROTOGOL:

Do you know the guy we call Bluehand? He's
awesomel Bluehand is the last hope of humanity He
knows exactly what we need to do Yo get vid of the
zombies once and for all... Wait. Ac‘l’un“g he thinks
he knows a way Yo do that but first he needs some
data and stuff to be suve. ‘We must help him! And
protect him. of couvse. Should he die. '\umnm"’g is
doomed.

Bluehand Protocol: Zombicide
is a four-Mission campaign
designed to let you play
Zombicide all night long.

A Zombicide Season 3: Rue
Morgue Core Game box is
needed to enjoy it.

GAMING HIGHY MODE

The Gaming Night Mode allows you to play all night long
without being bothered by sudden death. Defeated Survi-
vors rise up in the middle of the battle to keep on fighting
beside their friends. The goal here is simple: never get left
out of a game because your Survivors are defeated! To play
with the Gaming Night Mode, apply these rules.

1 — Gaming Night rules replace Resurrection rules (featured
in Angry Neighbors).

2 - When a Survivor is defeated, lay down his miniature.
Ignore him for all game effects until his return, as if he was
removed from the board.

At the beginning of any subsequent Players’ Phase, before
the first player acts, return the Survivor (in his Survivor or
Zombivor aspect, you choose). Discard all of his Equipment
and Wounded cards. He loses his experience points as well.
Upon his return, he gains:

- As many experience points as the least experienced Survi-
vor on the board. You don’t have to choose the same Orange
and Red Skills as the Survivor previously had.

(OMBICHT

- Equipment: Draw Equipment cards until you find two
weapons. Discard the other cards (including Aaahh!! cards).
Ongoing game effects previously applied to the Survivor
are removed. Remember: getting killed intentionally is for
wimps.

If the odds seem too steep after a team wipe, don’t be afraid
to start the Mission again. Having fun shall be the ultimate rule.

SPLCIAL KULL: RRNDOM PLANS

So, what's the plan? Take four Objective tokens: a blue, a
pink, and two reds. Shuffle them, face down, and draw one
randomly.

Blue: play “Follow Bluehand”.

Pink: play “Protect Bluehand!”.

Red: play “The War Room”.

After each Mission, shuffle the remaining Objective tokens,
and draw a new one to discover your next Mission. Once you
have played all the Missions at least once, play the last Mis-
sion “Protocol: Zombicide”. It's a victory? Congratulations,
you saved the smartest man in the universe!

- GAMING HIGHY %




(1"}
BLUEHAND

Wheve does Bluehand want to 9"? The hospital,
natuvally. He needs some stuff from theve. Of couvse.
this kind of place is cvawling with zombies, but I m
sure he has a good veason. He ma, know evevything
about everg-H\t‘hﬁ. but he still needs us Yo suvvive.

Tiles needed: 1R, 2V, 4V & 6V.
OBJECTIVES

Just protect Bluehand while he’s collecting his stuff.

1 - Find Bluehand’s stuff. There are red “X"s where it could
be. Check every spot until you find the blue and the pink
Objectives.

2 - Get Bluehand out. Reach the Exit Zone with at least one
Survivor and Bluehand. Any Survivor may escape through
this Zone at the end of his turn, as long as there are no Zom-
bies in it. If Bluehand dies, the Mission fails. It’s the end of
humanity.

sl moorm L
Player  Objective Exit Event -~
stariing area (3 XP) Zone trigger y

HEE .
AEE .

Spawn locators Spawn Zones

VYVYVVYVVV7VYVYYVY

[ |

Doors

Victory! A random Survivor gains the Medic Skill for the
next Mission.

SPECIAL RULES

e COLLECTOR! Put the blue and the pink Objectives ran-
domly among the Objectives. Each Objective gives 5 experi-
ence points to the Survivor who takes it.

e My name is Bluehand. Choose an unused Survivor. This
is Bluehand. He starts the game in the player starting area.
Bluehand counts as a Survivor in every respect, save that he
doesn’t have Skills and is eliminated when he receives a'single
Wound. Bluehand plays by himself, following these rules:
Move: After all other Survivors have activated, move Blue-
hand two Zones toward the nearest Objective. In case of a
tie, choose one. Bluehand stops his Move whenever he gets
in a Zone with a closed door or a Zombie. Once the pink and
the blue Objectives have been found, Blughand moves back
toward the Exit Zone, following the shortest path (ignore
doors to determine the route). In case of atie, choose one.
Open doors: If Bluehand begins his Activation in front of a
closed door, he spends all of his Actions to open it.

Taking an Objective: If Bluehand begins his Activation in a
Zone with an Objective, he spends all of his Actions to take
it (and gains the experience).

Melee Combat: If Bluehand begins its Activation in a Zone
with Zombies, he spends all his Actions to kill one Zombie of
your choice, except Abominations.

e Bluehand knows. Whenever Bluehand finds the blue or
the pink Objective, remove the corresponding Spawn Zone.

¢ Alarms! When the blue door is opened, the blue Spawn
Zone activates. When the pink door is opened, the pink
Spawn Zone activates.

£ B

‘nuviceuv!

BLUEHAN

=l I |

‘:1— PNTE
[

Bluehand just found a scientific device of critical
intevest but it's noisy as hell. He only needs us to
hold of{ the zombies -?or a short time, so he can get
what he came heve fov.

[)!

Tiles needed: 1R, 2R, 8V & 9V.

OBJECTIVES

Protect Bluehand until he gets his job done. The Mission
succeeds as soon as the 24th Work counter (see the special
rules) has been set on the player starting area.



star'tingI
area

Victory! Add a weapon of your choice to the Starting Equip-

ment for the next Mission.
- -

SPECIAL RULES

» Tents. Set the tents randomly. As soon as four tents have
been revealed, remove the pink Spawn Zone. Once all tents
have been revealed, remove the blue Spawn Zone.

e Work counters. At the beginning of each Game Round,
set a Work counter on the player starting area. Use a Skill
counter to represent one Work counter, and a Noise token to
represent five Work counters (and don't remove them in the
End Phase). If the pink and Blue Spawn Zones are removed,
and there are no Zombies on the board, add five Work coun-
ters instead. Bluehand isn’t quiet about his work, however,
and each Work counter acts just like a Noise token.

* Bodyguards! Remove all Work counters as soon as Zom-
bies reach the player starting area. If a Zombie stands in the
player starting area, and there are no Work counters left, the
game is lost. Bluehand just died!

LOMBICINE -

take p

THE WAR
ROOM

Elud\a.ml says that valuable m-(ormxl’wh is worth a

Nﬁhi&uhs We 've l’\eullhs fo the last war voom,
& cvisis HQ used by the authorities, 4o get all the
I'M'e"i ehce we can alsoid‘ the zombies. We find it
c‘l’ures and get out: Ssmfle. ﬂaH‘? It always

s :im?le

Tlles needed: 1R, 2R, 3R 4R, 5R & 7R.

smh

GQMHH? W’IH 5




OBIECTIVES

1 - Take pictures of the war room. Take at least one Ob-
jective. Do not look at it until the end.

2 - Get out! Reach the Exit Zone with at least one Survivor.
Any Survivor may escape through this Zone at the end of his
turn, as long as there are no Zombies in it.

3 - Check the pictures. Reveal the Objectives you took. The
Mission is a success if the blue Objective is among them.

Victory! Remove a blue or pink Spawn Zone (your choice) i_n.
the next Mission.

SPECIAL RULES

* The war room. Galher eight Objective tokens, including
the blue and the pink. Put them randomly, face down, in the
designated Zone. Any Survivor standing in the war room can
spend three Actions to take pictures and receive an Objec-
tive token (keep it hidden!). The token takes up no space in
the Survivor’s inventory, can’t be traded or lost to a Wound,
and is discarded if the Survivor is eliminated.

g= - PROTOCOL:

fe ZOMBICIDE

At last Bluehand has developed Protocol: Zombicide.
his ultimate zombie extevmination method. Let's
give it a ‘hrﬂ! For %lorg, science, and baby fov/o{ev!

Tiles needed: 1R, 2R, 3R, 4R, 6R, 7R, 8R & 9R.

NBJECTIVES

It’'s a two-step protocol:

1 - Redirect the herd. The blue and pink doors can be
opened like neutral doors. Whenever one of them is opened,
remove the corresponding Spawn Zone.

2 - Zombicide! Once both colored doors are opened, the
Zombies you kill can’t come back to the board. Set their
miniatures aside. If there are no Zombies on the board at an
End Phase, the Mission is a success, Congratulations!

No Special Rules.

B J0MBICIDE - CAMING HIGHY /5






CAMPAIGN: BOOMYTOWN

WHAY IS BOOMYTOWK!

Beaumont used to be a nice city whose main activity
was a huge game factory. Half the fown, if not
move, used to work theve. and they often called
for backups in nearby suburbs for the Christmas
shipping. %he. whole Beaumont was throbbing with
the pulse of its twin tidal waves: the first in the
morning. when employees checked in. and then in
the evening. when they came back home. The city
attvacted lots of people and thus was very crowded.
Now. this happy wovkforce has turped into a
zombie [egion. #T\is is a veal problem, because
Beaumont s zombies kept theiv “tidal wave  habit,
but for "\uh‘i’t‘ha. Whep a fuck of them encounters
vesistance. you can be suve the swarm moves for the
kill in the next hours. They alveady attacked us
seveval times in nearby towns and now represent a
sevious threat o our turf.

After a hot debate. we decided Beaumont would
take too much effort to vedeem., and had to be
evased from the suvface of Earth. We'll collect
every flammable substance in the nearby towns,
each and every available explosive device, and turn
Beaumont into.. Boomtown.

Boomtown is a 7-Missions campaign for Zombicide Season 1.
Players gather their favorite Survivors in an elite team and go
for a task never heard of in the Zombicide universe: nuking a
zombie town with every mean available. Make sure to select
the best Survivors for this task, and watch out for each
other: surviving through seven chained Missions is a chal-
lenge. After winning the Boomtown campaign, you'll know
what it really takes to be a seasoned Survivor in Zombicide.

CAMPAIGHN RULES:
LEARN RBOUT ENDURRNGE

1- Missions are meant to be played as follow-ups. Keep the
same Survivors from one Mission to the next.

2- Wounds remain between Missions. At the end of each
Mission, gather the Canned Food, Rice, and Water Equip-
ment cards plundered by your team. Each of them can be
spent to eliminate one Wounded card suffered by a Survivor
during the Mission. Discard unused food cards before the
beginning of the next Mission.

3- A Survivor turned Zombivor remains a Zombivor until the
end of the campaign. Infection is a one-way trip!

4- If an eliminated Survivor can’t be turned into a Zombivor,
or if a Zombivor is eliminated, the whole campaign ends in
defeat. Try it again, more carefully!



01 EVAC!

EASY / 6+ SURVIVORS / 60 MINUTES

Josh made contact with seveval people who faced
an unusual zombie invasion just ML: ago. They
s a whole zombie column coming their way
and would need some help to get out. The thing
is. zombie veinfovcements will be heve by the time
we make our way, and will probably a:l"tnd local
zombies as well. We have to get everyone out. or the
entive Boomtown will be upon us.

Tiles needed: 5B, 5C, 5E, 6B, 6C & 7B.

0BJECTIVES

Bring them back alive. Any Bystander
(see Special rules) or Survivor may escape
through the Exit Zone at the end of his turn,
as long as there are no Zombies. You win
the game when at least one Survivor per
player and at least 6 Bystanders have been
evacuated.

SPECIAL RULES

» Bystanders. Each Objective gives 5 expe-
rience points to the Survivor who takes it. It
also stands for a Bystander.

- Count it as a Survivor at all times. It is elimi-
nated by the first Wound it endures.

- Don’t remove the Objective token from the
board once taken. It is attached to the Sur-
vivor who rescued him. Bystanders can’t do
anything but Moving along his rescuer and
escape through the Exit Zone.

- If its rescuer is eliminated, all his Bystand-
ers are lost as well (even if he comes back as

* Pimpmobile. The pimpmobile can be searched only
once. It contains either the Evil Twins or Ma's Shotgun (draw
randomly).

* Police car. You can search the police car more than once.
Draw cards until you find a weapon. Discard the other cards.
The Aaahh! card triggers the appearance of a Walker as
usual and interrupts the Search.

o

»

a Zombivor).

TIP: Feel free to replace Objective tokens
with Survivor miniatures if you own enough
of them!

* Closed doors. Some building Zones are
isolated by doors. They are considered as
separate buildings for Zombie spawning
purpose only.

* You can’t use cars.
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02 DOUG’S
SEGRET CACHES

MEDIUM / 6+ SURVIVORS / 120 MINUTES

Doug is & man of secvets. After we decided to gather
lots of explosives. he told us about the caches he settled
in & vemote covner of the subuvbs, waiting for the
ﬂ'aH' moment +o use them. There is a catch, however:
it s been some time since he didn + make his back
heve to check if everything was OK. Yep. the last time
he did. an Abomination was voaming avound.

Tiles needed: 1C, 2B, 2C, 3B, 5B, 5C, 5D, 5E & 7B.

OBJECTIVES

Follow these steps to win the game:

1- Take all the explosives packages (the Objectives).
They take some place in your pockets, so only keep your
best equipment.

2- Escape the scene with the explosives. Any Survivor
may escape through the Exit Zone at the end of his turn, as
long as there are no Zombies.
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SPECIAL RULES

* Shadow of the beast. Zombie cards don’t spawn
Abominations. Spawn Fatties with their two Walkers escorts
instead.

» Explosive packages (with a surprise). Each Objective
gives 5 experience points to the Survivor who takes it. They
mark the place where Doug’s explosives are stored. Each of
them takes a slot in Inventory, and has to be carried away
through the Exit Zone. Put the blue-sided Objective randomly
among them, face down. When the latter is revealed, replace
it with an Abomination.

* You can't use cars.

* Pimpmobile wreckage. The pimpmobile can be searched
only once. It contains either the Evil Twins or Ma's Shotgun
(draw randomly).

* Police car wreckage. You can search the police car more
than once. Draw cards until you find a weapon. Discard the
other cards. The Aaahh! card triggers the appearance of a
Walker as usual and interrupts the Search.
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» CORNERED
BEASTS

MEDIUM / 6+ SURVIVORS / 90 MINUTES

Another Boomtown zombie sguad is coming n‘aH‘
in front of us. We have to escape before gettin
covpeved, it s a matter of minutes. Fortunately, Jos
kinows the block and its former inhabitants. A family
he hanged with used to customize its member s cavs
and weapons. If we act fast and smart. we could
find cool stuff as well as a way to get out:

Tiles needed: 2C, 3C, 5B, 5C, 5E & 7B.

0BJECYIVES

Rush hour! The Exit Zone leads to an escape tunnel. Reach
the Exit Zone with all Survivors. Any Survivor may escape
through the Exit Zone at the end of his turn, as long as there
are no Zombies.

SPECIAL RULES

* Cool stuff. If you are bold enough to take it, each Objec-
tive gives 5 experience points to the Survivor who takes it.

® Doors, keys and an alarm. Put the blue and green Objec-
tives randomly among the Objectives, face down. The blue
and green doors cannot be opened until the corresponding
Objectives have been found. The blue Spawn Zone activates
when the blue Objective is taken.

"« Collector weapons! Finding the double-faced red Ob-
jective either grant the Evil Twins or Ma’s Shotgun (draw
randomly).

* You can use cars.

¢ A suitable projectile. The police car sitting in the ga-
rage can’'t be searched. It has been (badly) altered to use
an unstable fuel, and has serious leakage issues. It can be
driven out if both the garage doors are opened. It can also
be specifically targeted at by a Ranged attack (ignore the
Priority Targeting Rules). On a successful hit, the car ex-
plodes with a Molotov effect. Remove the car token, and any
Spawn Zone token in its Zone.




04

HARD / 6+ SURVIVORS / 240 MINUTES

As potent as they ave, Doug's explosives won + be enough
Yo blast an entive zombie army. ‘We [l use them as igniters
to engul{ Boomtown in a !;. pyre. The thing is. we
need some " fuel " o spread the destvuction for maximum
e{{ect: chemicals. gasoline, domestic stuff mixed into low-
Yech explosives. etc. Ned's help will be invaluable heve.
That's ot our only problem. Another zombie wave is
hitting the place we want to explove. The people we
vescued before could provide a barvage five while we look
the avea {or suitable material but they ave so weak and
hungry that we need to feed them fivst. We must huvvy,
though. they won + hold for long.

Tiles needed: 1B, 1C, 4B, 4C, 4D, 5E, 6B, 6C & 7B.

0BSECTIVE

Scout the area for explosive stuff and come back before
it’s too late. Objective tokens stand for dangerous material
easily turned to explosives. Here is the plan:

1- Grab all what can burn or explode (the Objectives) and
drop them on the Exit Zone.

2- Reach the Exit Zone with all Survivors. Any Survivor may
escape through the Exit Zone at the end of his turn, as long
as there are no Zombies.

SPECIAL RULES

* A dangerous mix. Each Objective gives 5 experience
points to the Survivor who takes it for the first time. Each
of them occupies a slot in Inventory and can be carried
around like an Equipment card. It can be dropped on the
Zone the Survivor stands in (free Action), and taken back
again afterwards.

e Time is running out. Put aside 10 Skill counters standing
for time counters for the incoming invasion.

- Each time Zombies gets an extra activation (by Zombie
cards or lack of Zombies), discard a Skill counter. The swarm
is closing in.

- Discard any Canned food, Rice or Water card to put back
a time counter (max: 10 counters). Feeding your support
team’s bought you some time.

The game is lost if the last time counter is discarded.

* Closed doors. Some building Zones are isolated by doors.
They are considered as separate
buildings for Zombie spawning pur-
pose only.

* You can use cars.

* Police car. You can search the po-
lice car more than once. Draw cards
until you find a weapon. Discard the
other cards. The Aaahh! card trig-
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gers the appearance of a Walker as
usual and interrupts the Search.
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05 CAR

MEDIUM / 6+ SURVIVORS / 120 MINUTES

We ve almost done with the exgplosives. albeit T
wouldn + mind having some move. The next step is
QMO a car fast e h o dvive us to Boomtown
as soon as possible. an sh'ono enough 4o sustain
heavy zombie damage. We need a muscle car.
These babies ave nhow guite vave and consume lots
and lots of gasoline. a scarce vesource nowadays.
Wanda knows wheve we could find a muscle cav. in
& big family business a friend of hevs used +o vun.
I bet we've not the fivst ones to tvy to get this
car. T expect some bad company.

Ah. T could gvab some batteries, too.

And components for my favorite combined weapon:
a sandwich.

Tiles needed: 2B, 2C, 3B, 3C, 5B, 5C, 5D, 5E & 7B.

OBJECYIYES

Get a car strong enough to go
to Boomtown. Take at least 2
Objectives, then reach the Exit
Zone with all Survivors and the
car. Any Survivor may escape
through the Exit Zone at the end
of his turn, as long as there are
no Zombies. SPECIAL: Gasoline
Equipment cards in escapees’
Inventories counts as Objectives
to fulfill the Mission.

SPECIAL RULES

* Batteries or sandwich com-
ponents, not to be mixed up.
Each Objective gives 5 experience
points to the Survivor who takes it.

* Red Zones. Several Zones are marked as Red on the map.
Read the Red Danger Level line when you use Zombie cards
to spawn Zombies in these Zones, independently of the cur-
rent Danger Level.

* The garage. The twin colored doors on tile 3B stand for
the garage's great door. They can only be opened from the
inside. The car can go in and out of the garage if both doors
are opened. It can't go into other building Zones.

* You can use the car.

* Pimpmobile. The pimpmobile can be searched only
once. It contains either the Evil Twins or Ma's Shotgun (draw
randomly).

* Closed doors. Some build-
ing Zones are isolated by doors.
They are considered as separate
buildings for Zombie spawning
purpose only.

¢ |'d better spare the gas for the
car. Gasoline Equipment cards
count as Objectives to fulfill the
Mission.




DEATH
FROM BELOW

HARD / 6+ SURVIVORS / 90 MINUTES

“WELCOME TO BEAUMONT ", said the board at
the entrance of this zombie fown. Everything was
eevily silent for a place veputedly overcrowded with
infected. For a moment. we believed every last of
them was now walking to our own tervitory. We weve
heading for downtown after planting some explosives.
then undevstood our mistake. They ave voaming in the
sewers! Now, zombies ave evupting from below. almost
evevywhere, like undead out of their concrete graves.
We may turn this to our advantage: if we make enough
noise. we could luve the entive hovde to the avea we
alveady packed with explosives. It will be tight.

Tiles needed: 1B, 1C, 2C, 4C, 5B, 5D, 5E, 6B & 7B.

0BJECTIVES

Destroy cars to clear the path. Follow these steps:

1- Each sewer Spawn Zone can be neutralized if you destroy
a pimpmobile above it. Neutralize
all four Spawn Zones using the
pimpmobiles.

2- Find the key to the Exit and
escape the scene. Any Survivor
may escape through the Exit
Zone at the end of his turn, as
long as there are no Zombies.
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SPECIAL RULES

¢ |t’'s not the green key, but
it can help. Each Objective
gives 5 experience points to the
Survivor who takes it. They are
revealed when a Zombie spawn
is resolved in their Zone.

* Pleased to meet you, Mr. A!

Put the blue Objective randomly
among the Objectives, face
down. When it is revealed, place
an Abomination in its Zone.

* The green door. Put the green
Objective randomly among the
Objectives, face down. The
green door cannot be opened
until it has been taken.

* Closed doors. Some building Zones are isolated by
doors. They are considered as separate buildings for Zom-
bie spawning purpose only.

* Danger Zones. Several Zones are marked with colors (yellow,
orange and red) on the map. Read the corresponding Danger
Level line when you use Zombie cards to spawn Zombies in
these Zones, independently of the current Danger Level.

* You can use cars.

¢ Aim at the tank! You can shoot a pimpmobile if it stands
in a Spawn Zone without any Actor. If the Ranged attack is a
success, the pimpmobile explodes. Remove the Spawn Zone
token, and put the pimpmobile token as to block the Street
Zone. The Zone the pimpmobile exploded in cannot be used
until the end of the Mission, and blocks lines of sight. Use all
four pimpmobiles to destroy the four Spawn Zones!

TIP: If you own Toxic City Mall, you can replace destroyed
cars with small fiery rubble tokens.

* Pimpmobile. Each pimpmobile can be searched only
once. It contains either the Evil Twins or Ma’s Shotgun (draw
randomly). If both weapons have already been drawn, it
can'’t be searched.




7WHEN THE TOWN STECIRRULSS
0 GOES BOOM * Tic, tac, tic, tac... Each Objective gives 5 experience
points to the Survivor who takes it.

HARD / 6+ SURVIVORS / 120 MINUTES b

We made it. Beaumont s zombies ave on our heels
and coming from all blocks to f us. Luckily, we
planted many explosives heve. along with gasoline
and .ﬁmmafle emicals. All we have fo do now
is tune the detonators and escape befove the cit:
umlusm an extveme avchitectural makeover. 'Waii
a mipute. That means getting avound the block to
handle sensible explosives while the battle vages all
avound. then going back against the zombie flow:
A!\ ah, na'l'hiho too fancy.

L Il suve enjoy my cmmj doggy food tonight. Hey, .
I " evehn heat it up in BGOM"'O\VI\ s pyve. Yummgl Il |_"il"'.|”,|'|||||||' i
S s
_H";lanﬁ el
A

Tiles needed: 1B, 1C, 2B, 2C, 5B, 5C, 5D, 5E & 7B.

OBJECTIVES

Turn Beaumont into Boomtown. Follow these steps:
1- Tune all detonators. Take all
Obijectives, in any order you want.
2- Back to safety! Reach the Exit
Zone with all remaining Survi-
vors. Any Survivor may escape
through the Exit Zone at the end
of his turn, as long as there are no
Zombies.




Switch City is a 6-Mission campaign meant to be played with
the Zombicide Kickstarter Abomination pack (http:/www.
kickstarter.com/projects/coolminiornot/zombicide). Guillo-
tine Games is glad to offer its backers this free campaign!

oz L& &

All Switch City Missions were made
with Zombicide's Map Editor. Discover
and download this great software at:

http://guillotinegames.com/en/blog-map-editor

s & £y

MISSIONS WIYH A SPECIAL
SYARYING DANGER LE¥E

Each Mission has its specified Danger Level, All Survivors begin
at the lowest value of the Danger Leve! indicated in the Mission
For example, Fast food Mission (Cf, P. 6) is set at Yellow
Level. The Survivors will therefore begin at the Yellow Dan-
ger Level with 7 experience ponts.

BEGINNING YHE CAMPAIGH

The campaign begins with one of the two Blue Level Mis-
sions: Pull the Switch (Cf. P. 3) or The Skyscraper (Cf. P. 4)
Choose your starting Mission freely

GOING FROM ONE MISSION YO YHE HEXY

Except for ...Abandon all hope, the last Mission, all the Mis-
sions end on one or more Exit Zones. Each Exit Zone de

termines the next Mission played: the one with the matching
startng area.

KECPING EQUIPMENY FROM
ONE MISSION YO THE HEXY

A Survivor who reached the Red Level at the end of any Mis-
sion can begin the next Mission with a single Equipment
card from the previous Mission. Only one card is allowed.
This means that, for example, you can't keep a sniper rifle.
You'll have to choose between the scope and the rifle. On
the other hand, if you already created a Molotov cocktail,
you can keep it since it's a single card, even though you
had to collect two cards (gasoline and glass botties) to make
your cocktad,

Advice: the Molotov cocktail is a goooood choice, maybe
the best one for the last Mission.

Switch City is an expert-level campaign. Expect a real chal-
lenge and hours of team-orniented fun. In the end, you could
be one of the happy few to claim *My crew has finished
Switch City. Did yours?™

s & &

Survivors are hard to kill. He begins the next Mis-
sion with a Wounded card.

s & &

It's just a flesh wound. The Wounded card is remo-
ved between Missions. Guys may keep a cool scar.
Women. of course, don't (except Amy, who thinks it

o &




PULL THE

THE SWITCH oL SKYSCRAPER

...ABANDON
ALL HOPE ENTER HERE...

LOMBICIDE - SWITCH CITY




PULL
THE SWITCH

Switch City. This fown has its own power plant. The
area vs all the basic blessings of civilization:
. city, tap water. air conditioning. all the shufd
that makes us human. We just have to pull the right

switch +o get the juice flowing.
T\\ml'd‘:thd ye

You will need the following tiles for this scenario: 1B, 1C. 2B,
2C, 4B, 4E, 5D, 5C & 78.

0BJECTIVES

Accompish the following tasks in this order:

1~ Take afl the objective tokens.

2- Reach any Exit Zone shown on the map with the surviving
characters. The Zone must contain no Zombies.
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SPECIAL RULES

* Each objective token gives 5 experience points to the Sur-
vivor who takes it.

* The blue door cannot be opened until the blue objective
has been taken.

* The green door cannot be opened until the green objective
has been taken,

* You can use cars,

* You can search a pimpmobile only once, It contains either
Ma's Shotgun or the Ewvll Twins (choose randomly). Some
Missions may contain many pimpmobiles. In this case, you
can only get the weapons that haven’'t been obtained yet.
When there're no more...there are no more.

* You can search a police car more than once. Draw cards
until you find a weapon. Discard the other cards. The
“Aaahh!” cards trigger the appearance of a zombie as usual
and interrupt the search.

* There are two Exit Zones but only one can be used. All
the surviving characters must be on the same Exit Zone to
achieve the last objective. The chosen Exit Zone determines
the next Mission either Fast food or The Subway.
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@ THE SKYSCRAPER

We got the power plant vunning. and we ve traced

the grid s Yo this skyscraper. T we can find

the switch. we can power back. Then it's air

conditioning and cold beer. baby! Hey. did you hear

e g, v gt o st e bl T
bui . We ve vescue them

dvink all m beerl® e

You will need the following tiles for this scenario: 1B, 2B, 2C,
4E, 4C & 7B.

0BJECYIVES

Accomplish the following tasks in this order:

1- Take all the Objective tokens.

2- Reach any Exit Zone shown on the map with
the surviving characters. The Zone must contain
no Zombies.

SPECIAL RULES

¢ Each objective token gives 5 experience points
to the Survivor who takes it

¢ Each time you take one of the first three objec-
tive tokens, you gain a new Survivor. The play-
er who controls the fewest Survivors randomly
chooses a new Survivor and puts him in play in
the objective’s Zone. In case of a tie, the player
who took the objective chooses which player
controls the new Survivor, The new Survivor may
now be played as normal. He starts at the Orange
Danger level but with no equipment. This rule ap-
plies only to the first three objective tokens.

* You can use cars.

* You can search a pimpmobile only once. It
contains either Ma's Shotgun or the Evil Twins
(choose randomly). Some Missions may contain
many pimpmobides. In this case, you can only
get the weapons that haven't been obtained yet, ¢
When there're no more.. there are no more,

* Place an Abomination on each Zone marked

with a yellow “1" in a red dot. 4

¢ There are two Exit Zones, but only one can '
be used. All the surviving characters must be
on the same Exit Zone to complete the mission.
The chosen Exit Zone determines the next Mis-
sion either Fast food or Ye who enter here...

L_:U
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The big building with a Spawn Zone in it is going to generate a
different ways for Zombies 10 get out, no matter where they want to
go. It will get even worse with the opening of the first docr, since all
Zones will receive Zombies. Marked below are the shortest routes
from the Spawn Zone to each door

Inside a closed building, Zombies move as usual. They follow the
shortest route to the noisiest Zone but stop behind the doors.

f




We have po electvicity for now except here. in this

litHe buvger joint. Magbe i has access o the v

vid ov even its own generator. Wanda mm

vs ave shill working and offeved to make us

some burgevs! Theve is only one between me

and civilized food: the shop is ¢ with zombies.
This time. I'm skipping the line.

You will need the following tiles for this scenario: 2B, 3B, 3C,
58, 6C & 7B.

0BJECYIVES

Accomplish the following tasks in this order:
1- Take all the objective tokens.

2~ Reach the Exit Zone shown on the map
with the surviving characters. The Zone
must contain no Zombies.

SPECIAL RULES

* Yellow Danger Level: The Survivors begin
this Mission at the Yellow Danger Level, not
the Blue Danger Level.

* Place five Walkers on each of the four
Zones marked with a yellow “5" in a red
dot.

* Each objective token gives 5 experience
points to the Survivor who takes it.

* The blue door cannot be opened until the
blue objective has been taken,

* You can use cars.

* You can search a pimpmobile only once.
It contains either Ma's Shotgun or the Evil
Twins (choose randomly). Some Missions
may contain many pimpmobiles. In this
case, you can only get the weapons that
haven't been obtained yet, When there're
no more.. there are no more.,

* You can search a police car more than
once. Draw cards untidl you find a weapon,
Discard the other cards. The “Aaahh!”
cards trigger the appearance of a zombie
as usual and interrupt the search.

* There are two starting areas but only one
can be used. All the Survivors begin on the
Zone corresponding to the previous Mis-
sSon.,

LOMBICIDE - SWITCH CITY




We headed for the subway station. Subways vun on
electvicity. so we may find a power source theve

ely, subwnys ave . Theve weve
0 m shupid epough to believe they would

You will need the following ties for this scenario: 1B, 1C, 4E,
4C,4D&T7B.

0BJECYIVES

Accomplish the following tasks in this order:

1- Take ali the objective tokens.

2~ Reach the Exit Zone shown on the map with the surviving
characters. The Zone must contain no Zombies.

SPECIAL RULES

* Orange Danger level: The Survivors begin this Mission at
the Orange Danger Level, not the Blue Danger Level.

* Each objective token gives 5 experience points to the Sur-
vivor who takes it.

* Place a Runner on each of the five Zones marked with a
yellow “17 in a red dot.




YE WHO
ENTER HERE...

We still haven + got air conditioning or cold beer.
We hope the power controls are somewhere avound
heve. but exploving this avea isn + going to be

A smart ass all the infected in a litte
building heve. y just before he discovered
that he was infected Yoo The place is full of zombies
and move ave coming. What wouldn '+ gou do for
cold beer?

You will need the following tiles for this scenario: 3C, 4E, 5C
&78B.

0BJICYI¥ES

Accomplish the following tasks in this order:

1= Take all the objective tokens.

2~ Reach the Exit Zone shown on the map with the surviving
characters, The Zone must contain no Zombies,

SPECIAL RULES

* Orange Danger Level: The Survivors begin this Mission at
the Orange Danger Level, not the Blue Danger Level.

* Each objective token gives 5 experience points to the Sur-
vivor who takes it,

* The blue door cannot be opened until the blue objective
has been taken.

* You can use cars.

* You can search a pimpmobide only once. It contains either
Ma's Shotgun or the Evil Twins (choose randomly). Some
Missions may contain many pimpmobies. In this case, you
can only get the weapons that haven't been obtained yet.
When there're no more...there are no more.

* You can search a police car more than once. Draw cards
until you find a weapon, Discard the other cards. The
“Aaahh!" cards trigger the appearance of a zombie as usual
and interrupt the search.

e The cars in the garage zone can go out
into the street if the two garage doors are
opened. Cars can go back into the garage
Zone but can't enter other building Zones.

* Place an Abomination on each Zone
marked with a yellow *1" in a red dot.

LOMBICIDE - SWIYCH CITY
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...ABANDON
ALL HOPE!

Firally. we found the main power sourcel Lots of
zombies avound heve. probably the guys that wsed to
MQ\MMI"SM’*\‘* last switches
ave heve. We are going to pull them and then. we
will be human again!

You will need the following tiles for this sce-
nario: 18, 1C, 2B & 5C.

0BJECYIVES

Take both objective tokens, It's as simple as
that,

SPECIAL RULES

* Red Danger level: The Survivors begin this
Mission at the red Danger Level. not the Blue
Danger Level.

* You can search a police car more than
once. Draw cards until you find a weapon
Discard the other cards. The “Aaahh!” cards
trigger the appearance of a zombie as usual
and interrupt the search.

* Place an Abomination on each Zone
marked with a yellow “1" in a red dot.

* Place a Fatty (with its two Walker escorts)
on each Zone marked with a yellow “3" ina
red dot.

* There are three starting areas but only one
can be used. All the Survivors begin on the
Zone corresponding to the previous Mission.

It was heve. The master switch fo power this whole
Yown . Now we have access to all the comfort our old
civilization had o o{{fer.
I+ could ve been like heaven. but we hadnt *
MJ"“\CMnlkuhvah
fr. TVs. Industvial tools. M'ﬁm '
- The whole city is now screaming like it s
eaten alive. The noise can be heard from miles awvny
':'“'J.“J&'S" o g cigh o cab row: oo
s vi nowt vi now!
divection. hundveds ‘::nkum m Hheir
filled eyes +o Switch wp to
whhwwcnhn%chaa
and & beer: Then. we will go back fo the Zombicide!
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Three Little Wishes is a 3-Mission campaign for Zombicide
Season 1, Toxic City Mall, and Prison Outbreak. Guillotine
Games is glad to offer its backers this free campaign as part
of the Season 2 Kickstarter!
http//www.kickstarter.com/projects/coolminiornot/
zombicide-season-2

All Three Little Wishes Missions were made with
Zombicide's Mapeditor. Discover and download
this great software at:

http://guillotinegames.com/en/utilities

You can even use it to win an exclusive Survivor
miniature in the Kyoko Contest!

‘ http://guiliotinegames.com/en/

blog-map-editor-contest
T HESE LIVYLE THINGS WE MISS

sz & 4y
We ve survived so far againstthe zombies. sometimes

with extveme prejudice. Death is fvicky however.
Minor inconveniences and illnesses may kill us slowly
and sidently Our guns ave useless against the {lu
and foothaches. We could use a doctor.

Three Little Wishes is about the lost benefits of civilization:
freedom, abundance. and safety. These things that people
had taken for granted have become privileges in a zombie-
infested world. The campaign comes in three parts.

Al the beginning, Survivors are looking to get some relief for
minor inconveniences when they hear about people trapped
in a prison nearby.

After they save this tiny community, they find there's a doctor
among them. He is willing to help them if they clean out and
plunder the infested mall nearby.

In the end, the team struggles 1o get 1o the doctor’s office
and get a complete check-up while batthing hordes of zom-
bies in a besieged building.

CAMPAIGN RULES: PLEASE YAKE CARE OF
YOURSELE

1- Missions are meant 1o be played as follow-ups. Play
*Wish For Freedom” first, then "Wish For Abundance”, and
finally *Wish For Safety”. Keep the same Survivors from one
Mission to the next.

2- Wounds remain between Missions. At the end of each
Mission, gather the Canned Food, Rice, and Water Equip-
ment cards plundered by your team. Each of them can be
spent to eliminate one Wounded card suffered by a Survivor
during the Mission. Discard unused food cards before the
beginning of the next Mission.

3- A Survivor tumed Zombivor remains a Zombivor until the
end of the campaign. Infection is a one-way trip!

4- If an eliminated Survivor can't be tumed into a Zombivor,
or if a Zombivor is eliminated, the whole campaign ends in
defeat. Try it again, more carefully!
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EASY / 6+ SURVIVORS / 60 MINUTES

We had heard a lof of fuss from the pearby
prison. so we went to inveshi I‘l’ seems some

pe r to survive trapped in the
small facility. They ave obviousl .::»‘hnr: ovdinary

ople lucky o survive but rwl' able
I:.omkl»\‘u\,d':kc them. ’!ll‘kqb\ov
the avea, they might have vnlublc information.

cuﬂ’.

Ties needed: 5P, 6P, 7P & 8P.
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Objectives (5 XP)
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0BJECYIVES

The cells are locked. Most of them hold Zombies, but the
last contains people to rescue. The plan is quite simple.

1- Enter the prison. Activate the yellow Switch to rotate the
security gate and access the cells.

2~ Open the cells. The only way to explore the cells is to
open them, Activate the violet and the white Switches.

3~ Save the trapped guys. Some coloured Objectives
hide among the red ones and represent people to save.
Take all non-red Objectives. Double-sided red Objectives
are...Zombies!

4- Exit. Reach the Exit Zone with all Survivors. Any Survivor
may escape through this Zone at the end of his tumn, as long
as there are no Zombies in it.

SPECIAL RULES

* The yellow switch for the rotating security gate. When
the yellow Switch is activated, the rotating security gate ro-
tates a quarter turn to the left or to the rnight {choose the
direction of rotation each time the Switch is used). The Sur-
vivor switching the yellow Switch for the first time also takes
the yellow Objective token and gains 5 experience points.

* The violet switch for the violet doors. Activating the
violet Switch opens all violet cell doors. The Survivor switch-
ing the viclet Switch for the first time also takes the violet
Objective and gains 5 experience points.
The violet doors close when the wiolet
Switch is set back to its onginal setting.

* The white switch for the white doors.
Activating the white Switch opens all white
cell doors. The Survivor switching the white
Switch for the first time also takes the white
Objective and gains 5 experence points.
The white doors close when the white
Switch is set back to its original setting.

* Surprise cells. Put two blue and two
green Objectives randomly among the ten
red Objectives, face down. Set one Objec-
tive in each cell. Reveal an Objective when
its matching door is opened, If it's double
red-faced, remove it and spawn Zombies
in the cell, If the Objective is blue or green,
leave it for Survivors to take and don't
spawn Zombies in the cell.

* Saving people. Each blue or green Ob-
jective gives 5 experience points to the

Survivor who takes it.




Mozvﬂr FOR
ABUNDANCE

MEDIUM / 6+ SURVIVORS / 50 MINUTES

These survivers had better than
information: a doctor-a dentist, ly. We could
all veally use a check-up. though I haven t been
‘ﬂoub?. Who knows when we Il get this W
e Thvey could sined e ey o o
co v r
Hm.mlbfo‘liloﬁgﬁmuuw
Unable to furn down a zombicide offer. we headed
to the mall. only to find & was overcrowded with
zombies. Now we ve a veal hovde on our heels.
and we ave in the last aisle in the building. ‘We ave
’um:o.:akc the supplies ourselves and give them
° )

Tiles needed: 1M, 3M, 4M & 7M.
OBJECTIVES

Time for a nice and well-organized zombicide. Here is the
planc

1= Clean each shop. There is a red “X" in each shop to
help you remember if the place has been cleaned. Take all
Objectives.

2~ Report to the doc. Reach the Exit Zone with all Survi-
vors. Any Survivor may escape through this Zone at the end
of his turn, as long as there are no Zombies.

SPECIAL RULES

* Black Friday frenzy. Put two blue and one yellow
Objectives randomly among the nine red Objectives, face
down, Set one Objective in each shop. When a shop door
is opened, spawn Zombies inside, but in a different fashion:
fiip the Objective inside and spawn Zombies correspond-
ing to the line matching the Objective's color (blue, yellow,
or red), regardless of the current Danger Level. Leave the
Objective token for Survivors to take.

* Supplies for the needy. Each Objective gives 5 experi-
ence points 1o the Survivor who takes #t

o 8§, e
—_—

starting area
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Spawn Zone
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MARD / 6+ SURVIVORS / 120 MINUTES

After we fed clothed and
brought warmth o his e.
the doc agreed +o | us to
his office. Theve is a problem.
though. Its on the grownd
floor of a zombie-swarmed
building. in a zombie-infested
aven, and the power s shill out.
We must find a genevator in
the nearby hardware store. and
ther keep the infected awny
while the doc takes care of us.
one at a fime.

Ties needed: 1B, 1C, 2B, 4B, 4D,
5C,5E & 7B.

0BJECYIVE

Strategy is the key to success. We
have a plan!

1= Find the green key to the hard-
ware store. There are red "X's
showing where it could be. Take
the red Objectives until you find the
green one. Taking Objectives there-
after still grants you an experience
bonus.

VVVVVVVVYVYVYYYY




2~ Recover a portable generator. There is a blue "X" in
the hardware store where you can find one, Take the blue
Objective.

3~ Take the portable generator into the medical office.
There is an Exit Zone to indicate the medical office. It wil
not be as easy as you think, because the generator is really
heavy. Reach the Exit Zone with the blue Objective token.
4~ Let the doc make his check-ups. Each Survivor has
to be checked by standing in the medical office at an End
Phase. You'll have to wait for your turn: the doc can only tend
to one Survivor per round,

SPECIAL RULES

* Someone was ready to defend his shelter. And this
“someone” probably never had the opportunity to do so. Put
a Molotov cocktail in the Zone marked “1" on the map.

* Things that have to be done. Each Objective gives 5
experience points to the Survivor who takes it. Put the green
Objective randomly among the red Objectives, face down,
The green door can only be opened once the green Objec-
tive has been taken,

* They won't give us the keys easily. There was a big
battle in the main building. When you Spawn Zombies in a
Zone containing a red Objective, don't read the Zombie card
as usual. Read the Red Danger Level line, regardless of the
current Danger Level.

* The portable generator. The blue Objective stands for a
portable generator. Put it on the ID Card of the Survivor who
took it. The token counts as an Equipment card but doesn't
take a spot in the Inventory. The Survivor carrying this heavy
portable generator can't move as fast as usual: his Move-
ment is limited to two Zones per Players' Phase, regardless
of any Move-related Skills he (or his teammates) might pos-
sess. This Movement restriction doesn't apply if the carrier is
in a car. Don’t forget you can trade the generator!

Remove the blue Objective when its camier reaches the
medical office. If the generator is lost, the game is lost as well.

* Death from above. Taking the blue Objective is the final
step in awakening wandering Zombies in the upper floors of
the medical office. Once the blue Objective has been taken,
the blue Spawn Zone activates.

* What's up, doc? Reaching the medical office with the
blue Objective activates the tools the doc needs 1o treat
your team. During each subsequent End Phase, put a Noise
token on the ID Card of a single Survivor standing in the Exit
Zone. He has been checked! The game is won when all Sur-
vivors have been checked.

* Enjoy the drive-by shooting... Because you can drive
cars!

* Pimpmobile. You can search each pimpmobile only once
per game. Each contains the Evil Twins, Ma’s Shotgun, Pa's
Pistol, or a Gunblade (draw randomly).

* Police car. You can Search a polce car more than once.
Draw cards until you find a weapon. Discard the other cards.
The Aaahh! card triggers the appearance of a Walker as usu-
al and interrupts the Search.




Arson s a 7-Mission campaign created for Zombicide Season 3t
Rue Morgue and Angry Neighbors® Kickstarter. 1 was designed
with all unlocked stretch goals in mind: having extra zombie minia-
tures (including an extra Abomination) is recommended.

sz & &

* A Survivor has a Wound card? It's just a flesh wound. It
disappears between Missions. Thanks, Parker!

* A Survivor is eliminated? Survivors are hard to kil He
begins the next Mission with a Wound card.

e & W 4

MISSIONS WITH A SPECIAL
SYARTTHG DANGER LEVE

Each Mission has s specified
Danger Level. Al Survivers begin at
the lowest value of the Danger Level
Indicated in the Mission, Forexample,
Where It AN Began Mission is set
at Yolow Lovel. The Survivors will
therefore bogn at the Yelow Danger
Lovel with 7 experionce points.

GOING FROM OKE MISSION YO YHE HEXY

The campaign begins with the Blue Level Mission Comered by Flames.
Some Missons have different Mission Objectives, leading 10 distinct
endngs and follow-ups.

A Mission s unlocked whan all Mission Objectives leading 1o 2 are
met, f Otjectives lkeadng to several Missions are met, the players
choose between the uniocked Missons.

EXAMPLE: According to the Objectives met, the Mission
Cormered by Flames can lead to Where It All Began or
Fireman Works.

There are three ways to finish the Arson campaign: New Start,
Flosing and Ending. Each Mission has its own conclusion,
but only Ending explains the whole plot.

KEEPING EQUIPMENY FROM
ONC MISSION YO THE REXY

A Survivor who reached the Red Level at the end of any Mission can
begin the next Mission with a single Equipment card from the previous
Mission. Only one card is alowed. This means that, for example, you
can't keep a Sniper Rifle. Yout have to choose between the Scope and
the Rifle. On the other hand, # you already created a Molotov Cockitall,
you can keop it since it's a single card, even though you had 1o collect
two cards (Gasoline and Glass Botties) 1o make your cocktail

Arson is an expert-level campaign. You wil face a real challenge
and hours of team-oriented fun. Will you be one of the happy few to

’ claim having congquered the Arson campaign?



I CORNERED
374 BY FLAMES

The city block is and the only fireman vemaining is
Mﬂ\ﬂ\h ka.: l’o“‘:* wdd..::hm the flames, or

flee. A did gou potice five atteacts zombies. too? What
deﬂmWh«&Mnhc?
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L
FY

n Open door Event trigger

3[4 iyt 3R | 2R

BE .

Spawn locators  Spawn Zones
VVVVVYVYYY

2 S 3 o
2.} >

—

—— .

1 :
R

0BJECYIVES

Make your choice and try 10 survive:

Fight the flames. You'll need to create a firebreak in each of the
four rooms that are the most endangered by fire (see the Special
Rules). Fulfiling this Mission Objective leads to Where { AN Began.
OR

Fight the Zombies. Just kil Zombiles untl there are no more (see the
Special Rules). Fulliling this Mission Objective leads 10 Fireworks,

SPECIAL RULES

* Are these Zombies floeing, or pursuing us? The blue and the
pink Spawn Zones are active from the start of the game.

* Fire progression. Shulfle eght red Objectives, a bive and a pink
Objective face down to create a fire progression ple. Draw an Objec-
thve from the pde each time a Survivor gains a Danger Level, Draw-
ing a red Objective has no game effect: shuffle it back into the fire
progression pile.

Whenever the blue or the pink Objective is drawn this way, remove it
from the fire progression pie, and romove the corresponding Spawn
Zone token off the board as well. It also means the fire is now oo
preat to be contained. and the “Fight the flames™ Mission Objective
cannct be reached anymore.

* Creating a firebreak. A Survivor can
spend 4 Actions at once in one of the
marked Zones to draw cne Objective
token from the fire progression pile. The
Surviver wins § experience points and
2 ! the token is remaoved from the Objective
SR 1 2 pile until the end of the game, without
S0t | 2AS applying the “Fire Progression”
effect. Once the pie contains no
Objectives, the firebreak Is created, and
thus the first Mission Objective can be
met.

* Killing Zombies. Once a Survivor
reaches the Orange level, don't shuffle
the Zombie deck when the last Zombie
card is drawn. Eiminating all Zombies
allows the Iutfiling of the second Mission
Objective,
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{ire was volupdarily set. Who did tha

+ and why? The
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lots of cadavers.. We must
front door ov using a helicopter.

Ties needed: 1R, 4V, SR, 6V, 7TV & 8V.

0BJECYIVES

Wheve It AU Began has two endings, both leading
to Zombie Emergencies. The selocted ending has
an impact on Zombie Emergencies’ Player Start-
ing Area. Choose your way to get in!

By the front door. Find the pink Objective and
reach the Exit Zone. Any Surviver may escape
through this Zone at the end of his turn, as long as
there are no Zombies in it

OR

Using the helicopter, Get the biue Objective and
a Gasolne card, and reach the helicopter with all
starting Survivors. The Mission succeeds as soon
as all Survivors stand in the same Zone as the
helicopter, with no Zombies among them.

SPECIAL RULES

* It might be useful. Each Objective gives 5 sxpe-
riance points 1o the Survivor who takes it.

* Lost keys. Put the blue and the pink Objective
randomiy among the eight Objectives, face down.

* The pink door key. The pink door leading 1o the
hospital can be opened once the pink Objective
has been found.

* Tho blue helicopter key (with Gasoline). The
helicopter can be used as scon as the blue Objective
and a Gasoline card have been found. It stll can be
used if the Gasoline card is discardod, lost or spent.

* Triggering the problem. Actvating the Event
trigger on tile 7V spawns Zombies on all 7V tents.
The same rule applies 10 the Event trigger and
tents of the 8V. Thus, the tent stradaling both tles
spawns once for each trigger!

VMN

Player
starting area
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Spawn localors

Objective (5 XP)

E’ Spawn Zone
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Event trigger Open door  Door
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The M are cru';m‘“ illuminating the whole
n .(nu\“ocksam Unless

we {i un.bd’ the fiveworks. we Il soon have to
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Tiles needea: 1R, 3R, 4R, 5R, 6R, 7V, 8BR & 9V

0BJECYIVES

Fight the fire, or look for a way 10 escape? Make your choice and
try to survive!

Fight the fire. Dan says there must be some fre extinguishers
around. We must find them and come back. Get all the red Ob-
joctives and go back to the Player starting area. Any Survivor may
escape through this Zone at the end of his turn, as long as there are
no Zombies in 2. Fulfiling this Mission Objective leads to New Start.
OR

Look for a helicopter. We just shot a fresh zombie wearing a flight
jacket and a helmet. There is probably a helicopter a few blocks
away. We should scout the area for clues. Find the pink Objective,
then reach the Exit Zone, Any Surviver may escape through this
Zone at the end of his turn, as long as there are no Zombies in it
Fulfilling this Mission Objective lwads 1o Fleeing.

PLCIAL RULES

* Hidden stuff. Put the blue and the pink Objectives randomly
among the eight Objectives, face down.

* We need this! Each Objective ghwes 5 axperience points 10 the
Survivor who takes it

* Working house alarm. The blue Spawn Zone is inactive untl the
blue Objective is taken.

* Raging fire. Triggers are not revealed by the normal rues. Instead,
activate a Trigger of your choice each time an extra-activation card is
drawn from the Zombie pile. The bulding Zones on a Tie featuring an
activated Event trigger are on fire, Any Actor ending his Actwvation in
a Sery buliing Zone endures a Molotov affect, Zombies kiled by this
spocial rule don't grant expernence points.






ZOMBIES
EMERGENCIES

We ve into the l\ozi::l‘.wudmlgwk someone
is alveady heve. es ave veally nevvous. A lof
of them ave voaming in the corvidors. as if they
weve looking for an i v... hiding. We now kpow
we ve heading to the heart of Hhis zombie hell. Does
it sound like & good idea?

Tiles needed: 1V, 2V, 4V, 5V, 8R & 9R.

0BJECYIVES

Go to the heart of hell. Reach the Exit Zone
with ALL Survivors. Any Survivor may escape
through this Zene at the end of his tum, as
long as there are no Zombewes in it.

The next Mission i automatically Ending.

SPECIAL RULES

* Where do you come from? The Flayer
starting area depends on the previous Ms-
sion's ending:

« If your team went through the entry door,
Survivors begin on the marked Player starting
area.

- I your %eam took the
helicopter, it begins on the .

VVVVVYVYYYY




Tiles needed: 1R, 2R, 3R & 4R.

0BJECYIVES

Stop the fire! The Mission succeeds as soon as the fire is stopped
(see the Special Rules). You can then stop the campagn here, as
the flery issue s resoived, or look for answers and. .. investigate!

(Optional) Investigate! Finish the Players' Phase on the Spawn

Zone with 1 to 3 Spawn Locators. There must be no Zombie on it
Fulfilling this Mission Objective leads to Ending.

\
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SPECIAL RULES

* Spectators. The fire attracted Zombies. During Setup, place the
indicated Zombies in the marked Zones on the map.

* You don't want to do that. Objectives can't be taken and don't
grant experience points.

* Fire progression, Each time an extra-activation card is drawn
from the Zombie pile, remove the Objective of your choice, The
bullding Zones on a Tile containing no Objective are on fire. Any
Actor ending his Activation in a fiery building Zone endures a
Molotov effect. Zombies killed by this special rule don't grant
experience points.

If there are no more Objectives to remove, the fire reaches an
uncontroliable scale: the Mission and the campaign are lost,

* Stopping the fire. Survivors can spend Actions to extinguish the
fire or prevent it from starting again, Spending such an Action on
each bullding Zone of a tile during the same Players’ Phase enables
the team to put an additional Objective token on that tile. The fire is
over as soon as there are 2 Objectives on each tile, thus comploting
the “Stop the fire!™ Mission cbjective.

AAAAAAAAAAAAAALAAL




@ FLEEING

We the .\doafhv . The is u\'.“t
.m.##w if we veach this m\ic"n. we ve wl',:’

+rouble. Die. zombie scum! T have a helicopter +o take!

Tiles neaded: 1V, 2V, 4V, 5V, B8R & 9R

0BJECYIVE

Reach the helicopter with ALL Survivors. You win if, at the end of
the Zombies' Phase, al Survivors are in the helicopter Zone without
any Zombies in it. The campaign ends as you escape the arson,
Congratulations!

SPECIAL RULES

* You don't want to do that. Objectives can't be
taken and don't grant experience points.

* Fire progression. Each time an exira-activation
card s drawn from the Zombie pile, remove the
Objective of youwr choice. The building Zones on
a Tile containing no Objectve are on fire, Any
Actor ending his Activation in a fiery building Zone
endures a Molotov effect. Zombies killed by this
special rule don't grant experience points.

if there is no more Objective 10 remove, the fire
reaches an uncontrollable scale: the Mission and
the campaign are lost,

Objective
(cant be taken)
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DANGER

L8 ENDING

Here we are. and s like & bad hovvor movie. We
found the poor folks who started the arson. We don +
kiow them. don + know what they weve doing avound
heve. and probably never will
Childven. don + plag with a flamethrower.

we ve on the same spot they stood. and
{acing the same zombies. No time for guestion: action!

Tdes needed: 1V, 2V, 3V, 4V, 5V& 6V.

0BJECTIVES

Kill all Zombies. ‘Nuff said. The game is won as soon as all Zombie
miniatures have been set apart.

SPECIAL RULES

* The last Zombies. The miniatures of eliminated Zombilas are set
apart, and cant be used to rescive Zombia Spawns, Beware the
exira activations!

AAAAAAAA
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ZOMBICIDE
CHRISTMAS
EVENT:

"UPON THE ROOFTOP"

It's the holiday season, and while there is certainly white snow
on the ground, Santa appears to have gotten stuck coming
down a chimney. And in a zombie infested neighborhood, no
less! And what's worse, he's lost his naughty and nice list!

Gather your friends, find Santa, and help him retrieve his list.
He may look a little worse for wear, but who wouldn't be a little
ghoulish after a long night of delivering presents?

REQUIRED MATERIALS

Zombicide: Season 1 Core Box
Zombicide VIP #2 Box

GAMING NIGHT MODE

The Gaming Night Mode allows you to play all night long without
being bothered by sudden death. Defeated Survivors rise up in
the middle of the battle to keep on fighting beside their friends.
The goal here is simple: never get left out of a game because your
Survivors are defeated! To play with the Gaming Night Mode, ap-
ply these rules.

1 — Gaming Night rules replace Resurrection rules (featured in
Angry Neighbors).

2 - When a Survivor is defeated, lay down his miniature. Ignore
him for all game effects until his return, as if he was removed from
the board.

At the beginning of any subsequent Players’ Phase, before the
first player acts, return the Survivor (in his Survivor or Zombivor
aspect, you choose). Discard all of his Equipment and Wounded
cards. He loses his experience points as well. Upon his return, he
gains:

- As many experience points as the least experienced Survivor on
the board. You don’t have to choose the same Orange and Red
Skills as the Survivor previously had.

- Equipment: Draw Equipment cards until you find two weap-
ons. Discard the other cards (including Aaahh!! cards). Ongoing
game effects previously applied to the Survivor are removed.

If the odds seem too steep after a team wipe, don’t be afraid to start
the Mission again. Having fun shall be the ultimate rule.

UP ON THE ROOFTOP

VICTORY CONDITIONS: ALL
THE GOOD GIRLS AND GOOD
BOYS

Santa has to finish his Christmas present delivery, so it's up to you to
help! Victory shall be had, and Christmas will be saved if:

-Players successfully rescue Santa from whatever chimney in which
he's stuck.

- Players recover Santa's List (GREEN OBJECTIVE MARKER) and
escape through the exit!

SPECIAL RULE: SANTA CLAUS
IS COMING TO TOWN

Before he can finish his run, Santa has to be rescued from the
chimney in which he's stuck!

Players should select four RED OBJECTIVE MARKERS from the
Zombicide box and one BLUE OBJECTIVE MARKER. Then, place
these at random in the five houses marked on the map.

Players must search houses until they discover the BLUE OBJEC-
TIVE MARKER.




Once players discover the BLUE OBJECTIVE MARKER, Santa be-
comes a playable character!

Using the provided Santa Player Dashboard, Santa becomes an
additional hero that players may use. Players should use one of
the Santa models from the Zombicide VIG Box #2 to respresent
Santa. In the spirit of the holidays, players will share control of
Santa.

m BE8

Player Objective  Santa N
startingarea (5 XP) o N
Bt santas L
Zone List Spawn Zones Doors
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Santa, being a mythical figure of epic proportions, brings some
new, fun special skills to the table, too!

SANTA SPECIAL SKILL: BAG
FILLED WITH TOYS

Hey may have misplaced his list, but he's still got his big bag of
toys! Bag Filled With Toys confers two unique skills:

Santa is so grateful he's no longer stuck in the chimney that he
gives every player a gift! Upon finding Santa, each player may :

-Draw one card from the Equipment Deck. THIS IS A ONE TIME
BONUS.

-In addition to their additional gift, Santa is granted +1 Free Trade
Action. It may only be used once per turn.

SANTA SPECIAL SKILL: SEES
YOUWHEN YOU'RE
SLEEPING

Santa may use his preturnatural pow-
ers of sight to check on the good boys
and girls of the world, but in a zombie
infested wasteland, those skills can be
put to better use!

Santa may look at the top card of the Zombie Deck once per
Zombie Phase and, if he chooses, place the card at the bottom of
the deck. This can be for either Spawn Zone.

SANTA SPECIAL SKILL: KNOWS
WHEN YOU'RE AWAKE

In addition to his almost precognative vision, Santa has developed
the ability to spy on pretty much anything. It takes a whole lot of
stealth for such a jolly fellow to sneak around without making any
noise and without anyone discovering him!

Using his years of knowledge on being silent has also really
helped with the zombie apocalypse!

As an Action, Santa may clear all Noise Counters from a single
space on the board.

ZOMBICIDE CHRISTMAS SPECIAL

UP ON THE ROOFTOP
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SURVIVOR (EXCEPT SHOOTER)
LOST ZOMBIVOR

TOXIC WALKER / MURDER OF CROWS

STANDARD WALKER / SEEKER
/ SKINNER WALKER / VIP WALKER

BERSERKER WALKER
TOXIC FATTY (1)
TOXIC ABOMINATION (2)
STANDARD FATTY (1)
STANDARD ABOMINATION
SKINNER FATTY (1)
A-BOMB ABOMINATION (3)
BERSERKER FATTY (1)
L4 BERSERKER ABOMINATION (4)
= TOXIC RUNNER

STANDARD RUNNER
9 SKINNER RUNNER

b

W
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10 BERSERKER RUNNER

ZOMBIE DOG
CRAWLER

(1) Each Fatty comes with two Walkers of the same type as itself when
it spawns (Standard, Skinner, Toxic, Berserker).

(2) Toxic Abomination: Toxic. All Standard Zombies standing in its Zone at
the end of the Zombies’ Phase become Toxic Zombies.

(3) A-Bomb Abomination: Impervious. Grabbing.

(4) Berserker Abomination: Berserker. 2 Zones per Move.
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