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Game Equipment
Listed in. The 4 ro Zeds Book.

The Story So Far

There's no time to lose..

Introduction

In this third edinion of oor zambie :P-u-ral},lpu-e gams, Dharem u_il"rﬁr 2y, wee have added
an extended narmtive and both co-of and CDD:I.P-EI:iI.‘.i"-"'E Ea.l:utPl::,'.

Getting Started

There are thres ways to play this game: solo, cooperatively [ap @ #players), or versus

(4p 0 5 plers).
The salo, co-op, and versus modes can each be played using amy of the levels in this
rulebook and The Level Up! Rufebook.

Setting up

Select either The Basic Gamee or one of the more i:ha].lenﬁ.i.n.ﬁ levels Th-r:,' are listed in
ordet n:\fdiE.cuh':,' and cn:\mPluirg. ardni_'wj:hjlru should tackle them in the order listed.
L7 The Rasilc Gamne (in doir Rulvbook)

A7 Level I Ourbrreak! (see The Level Up! Rulebook )

A Level IT: Apvcalypsel (ree The Level Up! Rulebook)

£ Level I11: Bratns! (ree The Level Up! Rulebook)

A Level TV Wl Zedst (see The Level Up! Rudebook)

M 1 evel V) Difveceor’s Cue! (5ee The Level Up! Rulebrook }

M Versus Game [se¢ The Leve] Up! Ruleiook)

Each of the levels {amd dhe comspericve Fersar game) is color coded m help you find
components and information quickly. T Basic anee uses virmally the same
components and many of the same roles s the Cenbreaks level and thus has the same
color scheme,

The Basic framie has self~contained rules, Larer levels assume you have learmed Tive Baic
{rane nales in addition o the :ulﬂfmmpnvinusl:wk.-ﬂ:.eraln P.n:m-:lr reewy; addirional
ke mdmmi:-nncrﬂ Fﬂreﬂmplq..i.l:'},w Pla::,' Lervel I11: .El'i:l.l'ﬂ.'i.l'_.},mwﬂl also be L'EEiI'E’I:l'It
components and rules from The Rasic Garme, Ohssbreakt, and Apecabypse! levels.

Dhice you have selected alevel:
I.  Headto The Seasp and Epiague Book to st up the game and hurry back!

2. Find the starting page for the Level you picked to begin your nighrmare (o asbesarme). 1

1. I.E':.'E-I:I.:I'I.Hd rmiare inﬁnma.rjmwhjlqpu.pl::.',cnnmh!
# Your Player Aid.
w Ihﬂrmjmgﬂ'm Dhogsder for more information on units and markers.
o The d m Zods Bpob for detailed rules.

4. ForVariants on atry Level Consule the Optional Rules chapter in The 4 re
Zeds Book before beginning play (e Bade 13).
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The Basic Game

Please refer to The Seaup am Epilogue Book which contains all seeup instructions for The Basc Giame. This game uses the core
systems [Rovemen, combar, and foraging | as well as co-op game elements 5o you can have fan playing with your friends

=S The fiest thihg to do is telaxt Ighore afy Event ikstroctichs that do hot make sehse yet.

Ignore card

f'j .Dul-lt-'l:ilﬂ_il'-.r.ﬁ'r Zeds, drd edition is :.hc:vﬂ:]r thematic game; It 15 not nﬂﬂs:.r:,'tnhlawmr:,' mle Pr.:&rﬂrm
Pla::r and have fon. 5o dan't wn:-:r:,-.i.fmmthinﬁd.mmr :.rnm.-nd.u.nr]:r miake s nse, nrjfp:-umah miistakes

instructions for: wrhile you _pl:::,' {Chances are the Ea.l:nrw:i]l work jast hne.

l- In&cﬁunlﬁ]l
o Supplies (T3
Healing

For tules clarificatians, check The 4 o 7 edr Book sihce it goes itvto mote detail.
You can also leatn to play by warching the videos atr wwwarictorypointgames com leamnroplay eds

yP - Tl I S

FRe—

' IMPORTANT |
|

- 3 Bules Conflices: The rules text on card's and IPE!JII! level instrucaons !-'I.IrEI‘IlI.'\-I:IE all m:hrrg:mr rules
when chete is a conflict.

Fitst, don’t crap your pants! This game is a hellavalot casiet to play than it locks and if you
started hete, you'te in the hight place. You'll be running this show in ho time. Dhce you've
got itall set up, you just tuth ovet the first Event card and do exactly what it says from left

to right. Ifyou follow the steps, you can’t go wtong, s¢ don’t start freaking out!

Kecohd, to ehd each tuth you Pzrﬂud::: afew Actiohs nFTou.' owh, Pﬂl'-tllhﬁ',mlt il command!
Mowr, 1l.ru-|.1'ﬂ hever have m-uu.ﬂh A ctiohs bo gt mI.T-tJ:.LhE dahe, 10 r\ml.'].l have to zet zome
priotities, ahd fast. Heres a good ohe for yous Forage for meore anemnnivion!

Orhice you ge t goihg, doh’t worty if you make a fow mistakes! That's expected and what
basic traihing is all abowt, recroit. Like a Ma Deoce, this game is high indestractible, -
50 go toit]

— Dero "Sarge™ Hauset, USMC Retired
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Symbol Key .
.r.rnﬂn.mdi-r -lrdntﬂtnnrﬁ:tappzmhﬁmﬂdﬂﬂm iy

“l:n:llll:md.i:e ".-rdu.tutnarﬁrrr:??m:li:n];ﬂdl:

_ ) \ A & rekiben b on firet oo 3n Leved 11
Elhhﬁmhﬂxhﬁmd@m&nﬁmmtm @'lrdatntbcrﬁrtngu:ljnhrdIﬂ _,.,'I:
(¥ the Forest track & 1 relates to or first appears in Level TV
N the Mountain track M i whiten 5 ox vt appesns i Leved ¥
EL'H"H‘@‘WM A : relates to or is only used inthe Versus game ;
| 1 the Suburbs rack :
@ the Tunnel track *Rules and references relating to co-op gameplay
] Zede Placerment Preseuce are highlighted thus and can be skipped when
{aelels exxera el smiss in o mon-rolo gawe PPy 2 salo e,
=¥ 1 Leds Movement Pressure
{perform exera Zeds umic mover in a non-solo game
KR Terrain shifes - |
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Rule 1. Sequence of Play

Dagom ﬁf.l'!lfzm:i: [:-ln.:.rﬂlin.m:n.i_. u.n.tﬂ.}.ﬂn-r:i.d.'l.e:wm-::]-:-n |:|.'|.c3=.|:u.e:
I.  Begin each Game Tuth by turning over the top Event card of the Event deck; this is the Cutreht Event card.
% Follow the Sequence of Play on the Current Event card and any Event instructions.
Whien all of the cards IPhases are completed, discard the card and ther rest markers (8 i she Hveeborpaing Fhare).

4. Diraw the next Event card to begin the next torn.

1.1 Sequence ﬂFHE}"

Most Event cards have Phases which are conducted in order [Foms Jeff @ ripheon dbe Currene Evene cand). For The
Basic Gamze, skip the first 3 tabs on the Event card (4R, Inj@rda (s, s4 Far) and begin with:

+ Step L. Zods Phase (e Rides 4 amal 65 This is the Phase where Zeds move towards Town Cenrer
* Eti.-P 2. Actioh Phase fmﬂﬂl’!f):ﬂﬁ:i: chthwhemerthm_PlﬁF:m rePre:l-m.nrd I:l:f"I‘JItH'E:DD-H

and Crrilians, :Ft.u.d. MAcdons to protect F:.rminladale.

# Step & Houschkeeping Phase [see Bule 7lr Discard che Cuarrent
miarkers in preparation for the nexe turn.

1.2 Events and Commeon Instructions

All cards have text that describes an Event. That Event happens during the Phase shown by the lighter-colored tab.

Comiplete the Event during the indicared Phase at the specified time.

Event card and Bip any spent Action

Far The Basic Game, rhe
e plbres e ow ebe Evems
carals v e i,

The Eemar cesceam sl o el
o iy alar Anwan e [ar
dazem iy e (e asdared aah )

If an Event canhot be completed during its Phase forany reason thar Event is skipped.
Hn.l‘enhhﬂ' Ties: IET\:-u. have tied tracks or units, or it no track has an amePrj:tlr condition, you decide which of the tied

tracks or units is affecred bfrh-r Event.

BRAINS: Begalar Phases do nof occur during this turn. Complete this card’s brutal mstructions and then proceed to the

next Event card.
1.3 Winning and Losing
Continue Flz:rinﬁ'untill
) Make Adjustmichis: If you And things a little
# Youwih the game when the last Event card says you have won, ton difficulr o too easy, take a look at Rule 13
#  Ohryou lose immediately when any Zeds unit enters Town Center. in The 4 @ Zeds Sook. You will find alot
How Will the Wotld Remember You? To determine how well you did, check the EIE i o i T Wit far i s
Scaring and Epilogues sections at the back of The Serigp and Epifogue Book. difficulty to best suit you and your friend:.
-h - . - ot ..I i i . v s '--‘ 3 S—" : —

Freguertily Cccurring Instructions and Terms:

&3+ Ignore in The Basic Game.
* Z& 1Zeds Movement Pressure (5e¢ Rule 3.1} ignore in 2 solo game.
Elzechp]unmmrprem{mmriﬂj;iﬁnmiunnlnm.

Hu:nMwM:uhit‘:D‘rmnruﬂumRtﬁul:anﬂ: e
unit from the Zeds Cup and place it appropriately. Ak,
Place a hiews rabdom, available Heto uhit*s Draw 2 s
* random Hero unit from the Heroes thar are pare of this level (far
The Serup and Epiiogue Book ), but that you did not already select or
" meceive, and place it and its Hero card appropriately.
 Fated track: The track determined by a Fate draw [ dppendix 1),

- 'd'.li-.,'_‘.. e T T '.r-";'-;,q-'.'.. S ™ e TR —_

Free Actiotr & free Action does not cost Vo anmy A:I:ianl: 1k doer
CONSAIME ANy req_u.i::rd [EsOrce s

Fat Free: Pedform the indicated Action or receree the indicated benefit

this will not cost any Actions or resources unless otherwise indicated.,

Abovegrouhd tracks: When you are playing with che "A” side of
the map, all the racks are above ground.

Place a hew feds mitmﬂuﬂhﬂ:tqmnfnﬂrul:h&reﬂ
m&,lelanrEulnrzadJujrm&nth'ﬂ'lﬂzn:Pnc:.E
there are 2 Fads wnits :ltnig'mnﬁh.n::?mﬁnm the mew Lads
unit on another E:u'l'lpa.-:: uF}.mr choice.

Wew srides ame alaays
Placed showing chelr é -y
S dme
eeheruise indicared, Ty

Comect Incorrect
R e L

.+,‘
|

.
=

!
i
4
]
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Rule 2. Fate Draw and Fated Evenis
I'Efm are instrocted to make a Fate drww, see APP-en.dJ: L.

Rule 3. Zeds Pressure Events (-Z [()

Skip these if you are playing a solo game or a versus game with anly 1 Hero Player.
Ifyou are playing a co-op game or & versus game with more than | Heto Player {represndng she Heroes and Civilians) o
When you are instructed to ~Z (Zeds Movemens Pressure) or [g3) (Zeds Placemens Pressure), see Appendix I1.

Rule 4. Zeds Phase Part 1

Draning the Zeds Phase, Leds units on the indicated tracks move closer to Town Center. IF a space they enter is coonpied
by your units, or in later levels other non-Zeds units, this oiggers an immediate Hand-to-Hand combar (5ee Rade If!:.l.

4.1 Zeds Phase Proce dure

Track sybols in the Zeds section onthe Corvent Event cand show whe: Zeds
qmbulﬁnrdrﬂ:nisht.u'hmdrmdhmdrm:h.
l.  Examine the Leds section of the Carrent Event card and activate cach track in v arder listed on the card by placing
ot moving Zeds units on char track:
a.  Ifthere are no Zeds units on that track, Pln.-aranrwz-rd.iuir-:-niuﬂlz.rt space.

b. Otherwize move sach Fads unit on chat crack. If there i: more than | Leds unir an a space, rh-rr:l.llmm
forward together. More than | Zeds unir on a space is a Zeds Mob.

i Move the Zedsunits 1 space forward towards Town Certer @ arder from closest oo Town Center to Farthie st away.
@ i Ifthe l'.rd:u:ljncncuun:crin:meurCiﬁﬁmn.nlta resalve Hand-to-Hand combat heﬁ:mmmiu.ﬁ
]

Zaty vl masve an s Mlswrmerin amd Hiphuuy manks

che next closest Zeds, if any (e Rusde ).

Cheiions it Spaces can only hold 2 Zeds units: Ifthe space the Zeads are trying to enter already has o Zods unit, cnly
mm.ﬁ:-rw::d::m:ngml’.edsu‘nﬂlﬁt'ﬂne mtgetlrd:wiﬂmmﬁ:rm:d@le:ﬁmﬁmahrm:
Heg behind. fier Rude £5)

2. Examine the Zods section of the Carrent Event card and activate the next track. If a Track Icon appears twice { 589 ).
then this track gets activared a second time during the tum. This is 2 Diouble Activatioh.

- 3. Rtl:ﬂ.r'u.nﬁl.ﬂl'th:m.-isﬁltednnﬂuz.fd:xcdannftbc{:uncn:Emtaidhmrbrm:cl:'n':.nnd..
- ﬂﬁm&‘.&'mﬂﬂm‘lﬂ":nﬂu?mdtbmhed::m:knuﬂa.&!.rd:uﬁx&vﬁimmemﬁnd:gurﬂmhamxﬁnmduﬁnﬂ.

Fared x2 Track cards In this case, a Fate draw (fee dppendix [) devermines which track is being activared. The x2 means thar
da the Fared track is actvated twice (Dol dedvadon ).

4.2 Figl:ll‘.i.l‘l.g
Ifamy Zeds unit enters a space with ary non-Z eds unit, Hand-to-Hand combat immediately takes place iy Rude ).

4.3 Village Spaces
The firse time a Village space is atcacked by Zeds, remove the Digfans marker from that space. The Civilians
unir'wh.'h:thnPin.l:hn.tlpﬂ.ﬂi:rdmzd and is now free n:m-awd.m:i.nﬁ'thf Action Phase.

4.4 Zeds Hello and Goodbye Movement Events

There are certain units and markers that have an immediate effect only when Zeds aveer or deae a space. Keep these in mind
bordemrands  yhile you are playing. In The Basic Game there are anly two of these:

Aaicee apmbnd
# IfaZeds unitenters a space with Mr. Jolwson, you may arvemipt to use his Traps abilicy (e b candl
w hﬁ'i?fﬂ.ﬂ:.'mn:hr:,whichmmsm:&rwh:ﬂt BAYE N u.nitc:nenberl:l'u.l:sl:ﬂcz-

£ 2015 Hemann Lutemiann and Wienooy Point Games
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4.5 Town Center

IfmyzedsunerEEnTawnCmb:q.mﬁnﬂcnmhtmh:Plﬂ— the l'.-n:l.'lwin.i.u.lt:.nﬂ:f]

4.6 Zeds Stacking Limic
This is how many £eds units can be in one space.
Stn.ﬂ:i.bﬁllmitm mrr'ﬂ'ﬁrl: l.h.dSttl‘tS’Pﬁl:l!:l 2 Leds unics maximuom

Feds Mobz When theres e Jf feair 2 Fads amier nnnlf-ﬂ,th.:ra.ntnm:ﬁ.ﬂ]l}.' form a Feds Maob. &
Zeds Mob uses its combined Serength for Zeds Movement Pressure (~F) and in Hand-to-Hand combat
e Appemalix [T and Rule ),

We'te Full (Stacking Limit i Somertimes there is no room for more Zeds on a space or entry is prohibiced

for some other reasan, such as when the No Ewery marker is on that space. Regardless of the canse: W

If the Zeds shuffle their way to the
Towh Centet space, you might as
well smother yourselfin Brown
Sauce, Rookic, becanse it's all
ovet. You lost, but don't wotty;
youwoh't live lohg ehough to get
all weepy about it. The Zeds are
relentless, and you'll have to be

eveh mohe so bo

&  When feds move ﬁud.'mtd.rhq,' ::.n.-mﬂ:fmm um.:nr'u.'n.i.h as the :I:.'rh:uﬁ].l.u:.l.t:lﬂnm
The weaker unit is :lw::,':lfﬂ'hd:inifdwramctmtuawm,ﬂurmainndum I.'h-r:r are.

# When Leds ate placed on o space chat does not have room, they move back towards their Start space until they

find a space with room.

# W het Zeds retteat, they must always move back towards their Start space until they find the first space with room for
ancther Zeds unit. When the stacking limir does not alkow for all the units to retweat into the same space, the stronges:
unit remams closer to Town Center, with the wealer unit continning to retreat until it finds a space with room.

&  Start spaces: If there is no room rnPln.un.nrwz-ud.ru.u.irmm mu'enral'.fdlnnitimrnt&irtlpamplni:un

any available Stare space. If all Stare spaces are Full, recumn that Zeds unit toche Zeds Cup.

= Lels Movement Dirscrion = Track Spaces = Mg Track Spaces

Tracks: Each track has a name (&g, sl Forew mak”) and a corresponding Track icon l:::l that matches the track's

symbaols on the gamie board. Zeds mowe along these tracks going From the Start space towards Town Center.

Track spaces include all the spaces along a Track as it nans from the Start space to Town Center, except for the
Start space itself Oither spaces, such as Hospital spaces, Laboratory, Refugee Camp, and Cemetery are not

considered Track spaces.

ﬂ-‘.—‘."-H".
1 £ |

-

rr.--_\.-gl-

i e i, e B

o

e Ty g '---;::-"wwi"‘“'"“mw

~




Diawrn of the Zedsvi0 Bdeback

Movement Example:

The Rasic Game Movement Example:

This turn the Forest track has a Double Activation {0 40 1) and

it is the Leds Phase. Firse, the closest Leds units to Town Center

will micwe. This is the mnndﬁdmu'hnn?m#ﬁ. D-:Pu.r_:,'

Scbmidtm&{:::pu:in Piaza have hzmwmki.nﬁhuﬂ mhnufﬂ:.:

Lads here nrl::?,hutl:hq,-'rzmminﬁin.m

L The wounded miob enters the Village space. This is the firse

ﬁmnl’zdluuithlltﬁ:utiﬂ.thﬂfﬂhﬂ:m&dtﬁvﬂim
lnu'ﬂ:.mﬂcﬁ.mrmn&:rﬁnth.uhfpm {ie Rule 4.3).
Mext, you select Schmide to bartle with the incoming
ZLeds. Thankfully, Schmidt wins the bartle, eliminating the
I-strength Zeds unit and forcing the 2-strength Zeds unit
to retreat becaunse it lost; it recumns to the #5 space.
The next closest Leds units to Town Center on this track
are the }mﬂ.-‘i—ﬂuﬁj:h.unh': nni:n.l:z#ﬁ..ﬂnlrnn: Cari
advance since there is :lmd:?n.'u:nil:nnrpan: #5, There
is room for one more Leds unie in this space sinoe the
I-strength unit was eliminated. The saromger 4-roeng uni
M?ﬂ!ﬂmm space 5, :Ebnniuﬁ anewfeds Maoh.

First Acthvation

Far the second Forest track activation, the Zeds Mob (with dhe
I.-l::mﬂtﬁmdth: i—m.sﬂizzﬂljnn?mﬁﬂm&u
Vﬂ:ﬂulpﬂnﬂ:im'ﬂﬁlﬁm,ﬁchmidtilnquulnthrinmh:t
and must recpear. He and the Civilians most both leave since the
Lz Mnhm.'ﬂmilnﬂtmuihmammtheii space far

baoth of them becamse Piarrs iz there, :nrn'n-ﬂ.ﬂ:ﬁ:h o leave thie
Civilians unit with Piazea and retreat Schmidt to the #2 space.
Mﬁlj-ﬂ!ﬂﬂﬂl:ﬂ]m&nﬂ?ﬂ‘ﬁ :dmmm:?:nuﬁ.
Drating your Action Phase, you attempt to retake che Vill age
spface. You send Schmide back in. This time, he is sccesstul, The
ZLads retrear back o space #5. There is cnly room for one of the
Zads there, however, so the soramger J-smengd? wmiz rem 2y there,
ared the weaker 2-strength unic retreats to the pext available space, #6,

g £ 2015 Hermann Lutmians and Yicoory Point Games
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Rule 5. The Action Phase Part 1

Thtlm%mnnmhﬂmtcnd,d‘mﬁ:ﬁnh?hmhpﬂ:d‘umemm&um&ﬁ]
of Farmingdale. You spend Actions on yourunits so they may help defend Farmingdale by
moving samewhiere vital, Aﬂﬁnﬁ Fads nnirs, Jl:-nl.'.':n.E'.E:r more Ammio, ...

You gee Actions from the Current Event card, from your Player Action markers

[ per Hera player), and from Character Action matkers that come with some of the
Heroes or other units in play,

5.1 Acton Phase Procedure
1. Detetmine how maty Evetit Actiohis: The Action Phase on the Corrent Event

f . This marker i3 a movie slace to mhﬂ;uphﬂ':-'
whctiond -#-'

T .-

card shows the ber of Event Actich this tum. SH e —
the number of Eve ciodis you get um ]‘-b__, : - —ﬁ,‘__._,?__
2 Cohduct Actions in any orders ;J.r' ' "_#&;‘
B
a. Spend Character Action mackers [ [Tp w0 rhow sbe Spenr side] to ',.-:‘F" ‘i
conduct & onit’s Chatcter Action s described on that unifs cand. " viin uEa apwrtroke 1
. by Herc players: |
b Spend Player Actioh markers and Event Actions to make 20y Player uhit i |
{amty i yous camrod) do a hotmal Actich. Foremmple, youcan spend = | L
your Player Actionor 1 Event Action to move a Player unit or F_ L 'E I
to have a Plaver unit Forage in a named space (fer Ruje £2). Player E Rl
Action markers and Event Actions can also be spent 5o that a Hero or Condl = 3- Civil "
Hercic Civiliare unit can use o special ability, where their capd specifies I )
that the ability can be conducred "as am _derion.” | Heroes i
i Spend Player Action markers by flipping them to their Spent side, khv o
it Spend Event Actions by moving the Event Actions madker down e — i i - e
iii.  Player Actions and Event Actions work exactly the same way
and can be used interchangeably, but in a multiplayer game sach Whe Am 7
pl:rerchctans h.n:-'wtn spend their own Ployer Action, while When you spend an Erent Action or your personal
Event Actions are decided on as a gronp. Player Action, youcan activate any anit, not st
. Whenyou take ah Actich: Pay any additional requiremients HOLIr ORI
[ Amnsa, Sapplies, e, ) Arsc, This is how unassigned Hero and Civilians
« M |]'|| Ak A it o iyl |I-I| I n.njtsgrtﬂ:j:gdmr{n:h?wp:.uu:mujrcm
inchuding the same Action madshie dwser in a single turn, as kong 2 ey emiftiyil Ao b o ghe e,
m&mr’ﬂm}gﬁfumﬂlﬁd Forexample, it is not unmsial for a unit in o good
i Jabl ] Fm:l.E:iJ:IE]m::J:i.n:-n ['f.g:. whe Hﬂf.ﬁr.dﬂ.'_,l to recEive
3. Whmmh:l.!n-:- ] car ik il e ; i | : ht:afﬁcﬁnmnf:ﬂt,?ufmmwﬂrplﬂwhm
Actions, proceed to the Honsekeeping Phase (ier Bule 7). Unspent Actions SR T P
do not carry over to the next turn and are lose. % g o plensy - '

s ST 2 Co-op Action Decisions You do not need to
Wl'h:n.'l:hcml:sla:g.“SpFndlﬁcnnn Thummﬁnjmmu.:tq_:alﬂlmirrm spend your Player Action on your personal Hero
marker or | Event Action before you can pertorm char Action. unit. ¥ou can spend Actions on any Player uni.

- -H - . ___;.'_-__-..__.—'- LR e & "-I: —= -'--‘."' "-_‘ e i o )
* Normal Aclions
May be performed by amy Player unit
by spending a Player Action or an
Event Action: In the abilities section of Character cards,
Move (may migper Hand-w-Hand conibar some abilities have darkened triangles to
e emeers 2 space wndh Zads aniss) the sides to show that they have a Character
5 R ot Ma Acrion marker associated with the abiliry. b
i e (e & ppies) (The baks af rhe Charace card also show you
- Gunfire arta Mmmljﬂqﬁrﬁsﬂm,g_ |
= e

EES Wh“-"\-#}rm hwhl'ﬁw I e e '-:-" a_..,.:lﬂr"*-"—.hi-' Lt
Dereloped by Perra Schlunk and Alan Emrich g



Mow, don't get too ﬂ'i.zh.d.-l:_r
r.il.']:.Tu-'uJ: chozen Heroy
you'te ih commiand of all
the forces stating dowh the
green-skinis | Bven if its Taps
for yout petsohal Heto, you
keep going with everyone
that's ledt.

Movemene Restrictiohs:
& Srart SPG.!.‘.EI: Cannot be entered |:r:,' H:::,!rmtit: = Pa.rraf

Dizwn af the Zeds 30 The Basic Game Ruleboak

5.2 Move

SPm.de 1| Action allows 1Plzjrer'u:u:irm ITEVEL -

Units get acertain number of Movement Points,

as indicared on their cards and can move that rl-.
muysp:nuanthemafp:rﬂnuﬂcﬁuh. The ¥ I!
spaces must be connected.

How to Pick a Fight with Zeds: A Move Action
can be used to move o Player unit & a space with
Tads, l.'\:-ﬁg.'l.‘t thiem. Mo'.ranAPl:.}.!r VIt into
a space with Zeds immediately ends that Player
units movement and begins a Hand-to-Hand |

cambat {rar Rule 6). ¥

a Move Action.
#  Player Unit Stacking Limit:

b

#  Stacked Plaper Uhis:
» Pl:::,rr umits that are in the same space are stacked with each other. Stacked H.J.FI.‘ urits move and take Actions

5.3 Forage

e R — R TR
: e """&..._f

|
: L
i pe s i IS e Y a

As a general rule

Heroes can miove

4 spaces.

Heroic Civilians can
Ve Slpn:ﬁ.
Begular Civilians unirs
can move 2 spaces,

unitil released (e Rude 4.3 ).

At the conclusion of each Move Action, 8p e 2 Plaper e ris can be in each space. The only exceprion is:
Towm Ceniter can hold an unlimited number of Player units.

Your units can move thmu#iradindur,bu:arrhtmdafudih{auﬁcrhn this :ra.q:k'.i.nE limit HPP].'EI.

A Mayer unit entering a full space (a¢fes sracking linpit) as o vesult of a retreat or other effect e.g, M Jiwiron
Thaps afiliey ) must continue to move back or retreat until it reaches o space with room for i (ke Rude 64).

imdepenrdendy. They cannot combine attacks, defenses, or amy movement or Action.

When defendinga space with 2 Player units, you mass select the defending unit be fore making any combat
die roll 5ee Rule 6. Apply only the selected unit’s combat bonuses and / or Terrain shifts for that combat.
The selected unic must receive all Hits :Ppli.ed.n:l hﬂdr.lfﬁfﬂdmddﬁhdinﬁunithﬂimdmﬂ retreat,
bodh Player units stacked there niust retreat.

P]::Trr un.ir:ca.u.Per.E:h:m Fu-rn.Ez Actiohs to I::jrtni:n.-rrem YOUT Peserves of Ammo and AF Suppﬁen

Arvy Hero or Civilians unie located in o named space can perform a Forage Action. This includes immobile Cavilians anits
™ with o Diehant marker. Named spaces include all spaces on tracks that have names (5ach &5 Fillage spaces, Toum amd Touw

Cemrrer Epaees, Faum'nga‘a.l’e L'iw':-rr::r'.lp:. &£iE. ). Thq.- do niot inichade thie Start spaces OF Any space idemrifed n:-:ulr I:ﬂl.' riambser, nior

do they include the Cemetery, Laboratory, Hospital spaces, or Refuges Camp.

-

Ammo... [ love ammo. You
cm'thmmnuﬂhnfir, ahd
them Leds are teal alletgic

0 T

10

b

Procedure: e SU

1. Pick which unit :i.'rPn:hra.EinE' and spend
1 Acrion.

Zz. Eall :.- and consult the Forage table on
the Player Aid for the resule.

3. Adjust the dmmo marker sccordingly ifyou
are saccesshal, !

4. Ignore Supplies (13) resules '

Scavehgets: These are Hero units thae can

T R

Tracking Supplies and Ao

Mo the Supplies and dmme madiers along

their respective tracks to keep track of these
resources, Each of these markers hasa + 10

n'ie;nﬂ:.mmnn{uinmnmﬂﬂnlﬂuf:ﬂhﬂ
oif these resounces {leoky you !, Bip irs marker
over to the +1ﬂ-:id=,P1n.:zitan'rh: llpni:-:,
and keep counting upward. When it doops

hdnwll,ﬂipitmiu-uth:rlidﬁplﬂh:m
hlﬂmﬁ:mﬂdmmnrdﬁ-nmﬂ:ux.
You cannot have more than 20 of either of

these rescurces [awy excers & ose).

e T PR —
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Dizwn of the Zeds 30 The Basic Game Ruleboak

Two-Dice Abilities
All two-dice abilities [Paiaed fy - t'l ona Hero card allow you to roll twe dice when pecforming that Acion.
Youcan choose the remle of either die, but ifyou roll & nanaral doable (fefire sy s rold medifors ], vou receive thar outcome twicel

5.4 Conduct a Gunfire Artack - -,
Player units (imeluing inmobile Civilians uniss wich 4 Defane marker) can make o Gunfire attack s skt mtion aln'x prutiyn
:.En.irul: a feds unir in any a:]ja.n:u:u: space on thizir track. Gunfire :tta.-i:r-rquire Ammao, the Mountainh track is
. ) ) i crumblihg abid the Subuths
+ Requirements: Pick the Plorerunit that wall make the Gunfiee atrack and then spend 1 Actioh and abe gring to hell. What are
1 Amma. Follow the Combar procedure (fee Rade 8 1), you going to do about it,
#  When you have no Ammo, you cannot initite a Gunfiee acack . T 0 Forage [or more ammsmigon. Twinkie? If yout ahswet
+ Restriction: You cannot make Gunfire attacks into or out of Start spaces. includes {unfive Attacks, [
like hiowr you think!

Long-Range Gubifire Attacks: A fewunits can make Long-Range Gunfire arracks from twe (or sere)
spaces away, as indicated o thisir cards

Long-Range Restrictions: You cannot conduct Long-Range Gunfire attacks through the Town Center
space (&5, Yo canmar shoor Fom Dawnaonm n Seburiia ), however, you can shoot 00r any other space
[evem over she beads af srher umis),

Rule 6. Fighting Wy

: ;.;'."' ftn!tlpn:u:: Hand-m-Hand combat never
Hand-to-Hand cambar il:umed.i:td:r accurs when your Pl:l:f\er units are in the same I:i uhlplﬂnnstnrrlpm:nn:mﬂuﬁn
space as Zeds units for any reasan. e attacks be made into or From Stare spaces. i
Gunfire attacks take place at range between spaces during your Action Phase as an 'Ii —
Acrion [5ee Rule 5.4, rh WBﬂwimacnmhn.thu:tmmd'y .u:nan.n.l:ﬁur I

W‘ih.hih.sn.h.dl.-ul'ﬂ':ﬁib Hand-to-Hahd Cambat: ']]I:u‘n_ple rule is, Retreat = Dhe fear. Brainst Evmu,vlchmﬂuzcﬂsuuin,ifﬂ:z,

i

o There is Always a Winhing Side and a Losing Side: The winning side staysin | %in, continue to move towards Tovm Center. i

the space wheve the fight took place; the losing side always retreats (e Rade 6.4,
# How o Tell Who Won or Lost: The Combat Takle h.i.E:hJ.i.Ehts the side that - N e T e e i e 4
loses and thar, therefore, must retrear. The other side wins :.n.d.:ﬂ:p::i.n the space w:h-ﬂ:e.it:EuJE:l'J.l:

# Dhying and Winhing: The losing side has to recrear, fven i ehe uvmmer diad,

&.1 The Combat Procedure
Both 1::.'[:-!:: nl:-cnmba.r_. Harid-eo-Hand deun.ﬁ.tr_. follorer the sarme basic |_:-|.'-u-i:-en:|.|.1|:\v=J us.inE the tables on the Il:::,irrﬂ.i.d.l:-:h
determine the resuln
l. Pay Aty Costs:
# Gunfire atrack: Spend | Action and consume | Ammo Gee Bale 540
2. Find the Cotrect Combat Table ahd Dietetmine the Initial Column:
a. Find the correct Combat Table for either 2 Hand-to-Hand combat or Gunfire attack onyour Player Aid.

b, Dretermine the correct Initial Column for condncting that attack.

i Dretermine Stnrnﬁﬂ:u: afﬂtt:ﬁns and Deﬁ-rdi:nﬁ Llnmits:
- Aunit’s Strengrh is the large number in the lower dght corner of the unie. £

- Aunit’s Scrength is unaffecred by Hie markers. ' Ths o b sl 7
- AZeds Mol Sorength is the sum of the Strengths of all Zeds units in thar space.
- Player units never combine their Strengths. If there is more than one Civilians and / or Hero unit on a
spa.q:-r,detEnninewhi-:h wnit iz .Eﬁhhnﬂ'{}n.lrl:h:run[r: Stl.‘n'_n.ﬁ‘ﬂ'a.is'ﬂﬂd
. For Gunfire Artacks: The Initial Column = the Arngunit's Strengrh. Find thiscobamn on the Gunfire Arcack
Table ar your Player Aidand proceed to step 3. (Congnues o page 14)

Dieveloped by Pera Schlunk and Alan Emrich 1
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Action Phase Example:
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#

y— q- - ) o T _..-. _ -

Afrer serting up a solo game, your Heroes include Caprain Piazza, Mayor Hemnandez, Deputy Schmidt and Sheciff Hune. Tour Heroic
Crrilians unit is the Farmingdale Fories. Your frst Evene card is Rale #7; Cardie. Dunng the Zeds Phase, a 9-strength Zeds unit ended up
in East Irek, becanse your 3-strengeh Civilians unit opted to remrear rather than Aight.

8o now it'’s the Action Phaser

E-tcrll:']].'l.e Current Event card reads * 1" for the Action Phass, 30 the Eﬂ!mﬂ:ﬁmmﬂhﬂrilplﬂczdnnrhc'l' lpauafﬂ:.-rEvmr
Actions track.

Step 2r Conduct Character Actions, Player Actions, and Event Actions. These can be done in any order 5o let’s look at the situation.
: -S-t:phl: Ca.n.l:i.l:'hrrnur nl:!u'.an:l :.rd}rn'u:r e SOLICE 51

You have 1 Event Action and | Player Action (posre playig sofo ], sopou can take a toeal of 2 Actions using any ofyour Hero or
Cili ;

There is a big Zeds unit heading down the Suburks track, and your 3-srengeh Coalians unit i :I:Il.'Ehi'jII. their pathi.
You have a sniper, Capeain Plarza, and you have 4 Amme [fFoms srap . She can shoot best 1

when she is 2 spaces away from her targer. -i.,.n.:'t'"""-b

BT Ty

You abways want to Forage for move bullees dmma )

The Mayor has Chancter Actions, but the Citadel only lets a unic in Town Center do a Gunfire attack, and

there are no Leds that close yet, thank goodness! He also has a Motivational Speech, buat that Chancter
Action can only be used once per game. 5o, you should probably save that for a greater emiergency,

Dreputy Schmide has o Character Action that he can spend on jase
]:imnlfrmr.&cﬁnm Huﬂ.mmwﬂlmtmdnmrﬂﬁﬂﬁwﬁhm Eﬂnh—n——mq

Sheriff Hunt also has a Character Action which lets him boss aroand

:.:::,-Ch-:u.i.n.n.l'u:nil:nﬂ.thl'.u:.

Step 2bi Take those Actions!

quﬂ'lhdﬁmntﬁzmnl: ﬁu:upuanl}.lhm‘lnum:lﬁmnmﬂEwntﬁcunnlelP'l:FrArE.-:-n‘,lthn'cmh:
mdhgmyafpu:u.h}mudmﬂ: m.&-ru:an'ﬂ::h:ﬂetﬂ:.m:h'rhe }:mgrhzzd.l. fﬂTnn!:lmdlk&unu
Ripping your Player Action marker over for that, to Move Piare to Beanxville (#3 space an the Suburbs mrack]). (2]
ﬁll}rndﬁmhdﬂ:ﬁnnmminﬁﬂuﬁﬂﬁcﬁnnmﬂbﬂﬁnm'l’ﬁ'ﬂ'mhﬁdﬁ,m:hnnt{mkdﬁ!!ﬁrf
dm:ﬁﬂﬂ,ld:.ugl-l:uﬁdaz.ad.l.'ﬂm:'l it: for your Player and Event Actions this turm. That leaves...
Charactet Actiohs: You onby have 2 useful Character Acticns this tum: Schmidt’s and Hunt™s,
So you decide to send Schmidt down the Suburbs mrack as back-up for Piazza. (3] You spend his o
Character Action marker | ([#pping it w0 irs Spens side) to Move him to the £2 space since that is as far &
as he can gowith | Move Action (rhe #3 space is il e she Defame Clviliams anad Plazza).
H_:lf"maﬂ::,l.?:nchcil:'ﬁ:ﬂ:;tmm bullets will be useful, soyoun spend Hune's Character Action marker
to have o Crvilians unit in Town Center Forage For more Ammo.

ﬁnﬂ.ﬂ:.ar]::]lrm:m&:fnrdﬁ:ﬂ:ﬁnn?hm:.

Your hetoes and hetoic civilians are a feam. Don't go sending them around the county hot-dogging oh their owh uneil
|:|:|nr ehd up az rombie chow! You heed o EEuh: ouwt what the br:twa'.r iz o u=ze them toge mr:ndﬁet the most of their
dLE"vlrcht-:ﬂm]:lma.u-ah: 'Thisz ain't Bo video gamiz, Hat Shot; these ate Pm]:-]e: lives, ahd :hn-"h: couhitig oh you to l'lt-JP
them get |:|:|-u|.'.1.-:|::tn-,5-|rJ1.:I:. We don't have time to :chdw u te CHCS o learn hiow to :cru-:hwur bowets you 've
got to Agure out your leadership role and start ditecting these people effectively and fase!

Dereloped by Perra Schlunk and Alan Emrich 13
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. For Hand-to-Hand Combat

- Camp:.r: the Zﬂdsuh‘:'-ﬂtmuﬁﬂnm the .E.Ehﬁnﬂpiqcr'u:n.it': S‘I:mnﬁ'r.h..
- Lk how strong the Zeds are compared o the Player unit to determine the appropriate Initial
Columin on the Hand-to-Hand Combar Table on your Player Aid.

Apiply Column Shifts and Decetmite the Fial Columhs

Ceertain abilities and / or conditions shift the Initial Column r"ﬁ'ﬂm dre above srep ) a number of columins to the left

( «#), which is bad for you, or tight (# 3 ], which i good for you. Afier applying the net shift, use that Final Column o
determine the Combat Besule. For example, a combar with these shifes €1, €1, and 1 ¥, would have a net shife of €1
applied; the Final Column would be the ane ro she g of the Initial Column.

H:.ug'af'rheu shifts (€ % ) are indicated on Hero, Event, and Fate cards, while others are shown on various
markers. The effects of cambat shifts are cammlanve.

Tertain shifts (L83)are a special kind of shift thar apply anby when yout unitis defetding in Hand-to-Hand
combat, and you receive ohily the single best Tetrain shifi. Zeds never get Terrain shifs.
Mamed spaces :ub:.l:u.n.l:.c:lﬂr Err: d:l:_mdmﬁpia}.rr units a Terrain shift:

& WEJiF :.Piml.!-r'u.n.i.t i d.e.Em.din.Ej.u. armamed space ft.g::. ] ﬁﬂ'.dgrf_ﬁ'.ﬂ'ﬂ. e CM.EETWM e, | oarside of Towm.

# BBif aPlayer unitis defendingin a Town space (o.g, o &0 paces sach a5 Dowvscown or Suburiia). As amle,
you do not defend at Towrn Centers if the Zeds enter that space, you instantly lose.

Be sure co apply the nec shift ofall the markers and abilities plus the single best Terrain shife {toben defordn
each combat.

Pl:r:rmhmanlfcanidmdtnbcdﬁmdinﬁd:mlﬂd:mmﬂnirspuq. reEudlEﬂnﬂ'Lm
4. IDDevermihe the Combar Resultr Ball two dice l:- -']I e R

G Fiadthe s o this bk sids of dhe Caschor Table. How Things Rollin D of she Zerls:

) ) ) . diee rolls are abways beter for the Heto's side
b. Cross-index chis sum with the Final Colomn o I] uh] lls. High is ilh!h’--ﬁ%\:
&

determine the Combar Kesmle. i i g | iy _'i
i, For Guhfire Attacks The numbers indicate howr
many Hits ape applied to the target unit. ﬂ "
ii. For Hand-to-Hand Combat: The number to the &# is the Hits applied tothe i

Zasis sawies and the number to the righe s the Hies applied o the Pliryer uniz. The i

o

highlighted side indicates who los. Hik= Hits oo
5. Apply the Hits: First vo the Zeds, and then to your unit. See Rule 6.2, to Leds ﬁ?‘“
- & Apply Betreats: See Ruole 6.4 rLTﬁ-;f; i
= O S— T R e = i . —
AP RS f . - - e UV e W
.
Initial ok Equal Ten The Leds units’ Strength and the Flayer unit’s
Strengrh are the .
Tods 331 When the Zeda unitd Strangth is ot least thise )7 ) _
i i il the Il:F matn 5t i Humah Ad‘l‘ﬂ'ltl.!‘!tm'ﬂl Piq'-:r'u.n.h: 5 S'IILI!.EHIJ.I
| ' ! Bnlturrhmqbutlznthﬂnmﬁm:lﬂrzmrmﬂmzzﬂ:
ZLeds x2: When the Zeds units’ Strength is ar least two irs" B 4
times greater; but less than three times greater, than the . ;
Plaver unit’s St i Human x21 When the Plaoyer unit’s Seeength is at Least
- 3 t-uﬁmeabm:leul:ﬁmﬂuuﬁmnpmtuthmlhem
‘| . ZLeds Advancage: When the Zeds unics’ Strength is grearer s’ Gt "
I 'ﬂmmqhntll-ﬂmnmﬁmuﬂmm:ﬂ:m'lthingﬂmifl
. 0 o Humanh x3 When the Player units Strength is at least
b three times greater than the Zeds anits’ Strengrh. ‘g
. ' =t Mrl
et 'HMM,L_H_WL |

14 £ 2015 Hemann Lutemiann and Wienooy Point Games



Dizwn of the Zeds 30 The Basic Game Ruleboak

6.2 Applying Hits
Hie represent the amount afd:mnﬁlr a unit can sustain. Afrer |:||:||=.'i:1.i.|:|.E the Combar Besule, APPJ.':,' the indicated number of

Hits [museaimed damage) to the affected Zeds Arst. Then apply any Hits to the Player unit.
How to Apply Hits:
l.  Dretetmihe whaois taking damage:
* I'I:'n:-nl?'nn.e unit is irvralved for the Teds or the Hera Li.d.-r_.'rhtumrﬁﬁhn.uﬁ is the umnit r]:.n.tt:h:'rh-rda.mast.
M '1'-':1.1.1:::}' :H:-lr Hitz to Zeds Mobz in ary way you d.-r:lirt,l:ll::hﬁa]lﬂul-]inmmumjr ar :P]i.l.'r.LnE"rhfm
betrwreen all the unirs,
# When more than one Player unic is on the space, apply Hits o9 to the unit irvabved in the Aghit.
i ﬂPPJ:]r Hits: F.eEa.n:“eu of how d.:.m:ﬁ\-r DCCUEE, IT 18 :Pj:h].itdi.n'l:ht same Wy,
Each unir haz icans on each side thar indicare hq:-wda.rn:lﬁtj.ld'l.q:-mm that u.r;i.t;:.l:{:-l':.' thiz indicared marker: ar
acticns to apply Hits to aunit
o Each @ wepresents | Hit; place 1-Hit markers @) o 2 Hit markers @@ on the unit when they are damaged.
# AT represents the hst Hit on the full-strength side, which isencugh to flip the unie over oo its reduced-
strenigeh side.
# An X represents the last Hit on the units reduced-strength side, which is encugh to eliminate the anit.
The mamber n:-cl:'r:,-ml:!uh:-:hneach side ofche unjthldh:m:hmma.nrl‘]it:afd:maﬁ:.&cmt:h betore it is eicher
reduced in Smrnﬁﬂa or eliminared.
When units take thieir lase Hie
# Herm and Civilians units gee a Saving Roll (ree Rude ﬁ..i.l.
& Zedsunits are peturned to che l'.ﬁd:ﬂnp.

&3 Saving Rolls
ﬁcc:dﬂcfﬂtﬂtﬂﬂkﬂlﬂ!ﬂhﬁnWhmaPiif::u.nirnLﬂ:_:rsirslierit_.mﬂnmdlr i "—i" - =
® =
= Death Does Mol Release You |
& IFthe remaltis 1,2, 0r 3, im:n-rd.i.a.rderla.ce it in the CEDI.II.'“.'IT’. |; E
+ T¥the readltis a4, 5,cr 6, immediately place it in Town Center: o its reduced srengeh, || 1 your personal Hero wnitis in the Cemetery, ol
side iFit is ary Civilians unit; on its full-seeength side if it is o Hero unit. -+ oontred of an unassigned Hew or Heoie Civilians ;'I
s : e m&ﬁ'ﬂmunmu}mﬂhmﬁﬂc;tﬁn{ﬂ:"m =
The Cemetery: Playerunits in de Cemetery are corsidersd elimihated and removed from play. l its card in front of you oo symbolize thar '-..-:lﬁ

. p—

&.4 Applying Retreats
When units retreat, they never remiain in their current space, no marter what obstacles are in their way:

l.  InHand-to-Hahd combat: the side whose Combar Resultis highlighted lost that battle and any of its remaining
units must tetfoat one space. Bven if the winning unit ot units were eliminated, the losing units must retoeat. If there

App'lyl'nn I'-Ilts- Example-

A Regular Zeds unit shows % % © on its full-srength side and its reduced-strength side indicares W W .

Dieveloped by Pera Schlunk and Alan Emrich 15
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Hand-to-Hand Combat Example

During the Action Phase, it appears thar a Zads Mob with an undamaged 4-srength Zeds unit and a neardy dead 1-strength Eeds
unit on the Forest track space #2 is the most immediate cthreat.

hﬁﬂhluiﬁﬂﬂmahltm&nrﬂd-:ﬂtnﬂtﬁfﬂrmgﬁj and with anly 1 Hitleft, is next door in the #1 space. This unit has the
Well-Armed marcker; giving it a 1% in all combat. Wich the Zeds so close to Town Center, you have nothing lef o lose, and so
you boldhy send the Well-Armed Civilians charging in to conduct Hand-to-Hand combat.

" Hand-to-Hand Combat @ | " Hand-to-Hand Combat @

Teds: Teds Zeds Equal MumanMumanHuma Teds Teds . Teds | Equal MumanHuman Huma
tﬁ _x3 Adv. e ﬂ.da 1:1 i &8 K3 K2 | Adv Bo Adv. xl | E3

2 | ' - uElnE D 0D
- . 11D 4 0B OD 5l 0pi1P 22| 21
. - :

Initial GolLamn Final Golumn (After Colmn Shitt)

Compare the Strengths of the combatants: your 2 o the Zeds' 5 (rbe sim of ebe Scremgalrs ofehe woo Zeds amier o ehar gpace ). This

means you sart at the Zeds x2 columh, becanse the Zeds are more than Zx as strong as the Civilians, but kess than 3x their Soengthe

&a&ﬁ:rﬂ:ﬂh[ﬂ,?jfm’ﬂﬁ:hlﬂi&ﬂm&ﬂﬂﬂhﬂiﬂmw&m&z’pl 1> hﬂmﬂ:ﬁﬁn}mvﬂlﬁﬂhl
column to the right of the Initial Zedsx2 column, on the Zeds Advantage column of the Hand-te-Hand Combat Table.

Reoll tvo dice (@ @) their aum is 10 (ice rolling!) which gives a resule of 2/1.

Apply the Hits, always starting with the Zeds. Yo apply 2 Hits to the Zeds. Firs, place one Hit marker an the nearly dead 1-Strength
Zeds unit which isenough o elimmane it, and you put it back ineo the Zeds Cop. Then you apply the seoond Hit by placing a 1-Hit madcer
on the 4-strengrh Zeds. Finally, yvouapply 1 Hit to the Civilians which mighe eliminate them. I this the end of our Well-A rmed Civilians?
Make a Saving Roll for the doomed Civilians; you roll a 4, sending them to Town Center with their reduced-strength side showing.
Rmu&mzad::duhﬁmhmhjﬁ[ﬂ@md. 205 J:?':l.'zthu Evﬁn.m’nm—trlﬁi.:mhﬁu H:n.dhazz:hinﬂ amd
muse vetreat | Ride 6.4), shufling back to the Farm space (£3).

£ 2015 Hermann Lutmians and Yicoory Point Games
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is more than one Player unit on the space and eicher Player unit lose, bod smis muss resrear even
though only one of them actually foughe the Leds.

2. Retrear from Gunfite Attacks: Units do not petreat from Gunfire attacks.

1. H:HﬂtthdﬂmWmmihﬁonﬁ:hcmnm.kkpnﬁbhﬂammﬂh
forced to retreat ko a space with an enenvy unit, beginning a new Hand-to-Hand combat, The
retreating unit is the attacker in this case.

4. Retreat DNtection:

L] IEIi'I I.'Ihi.l:l iJ‘WIT":FIFU.‘Eﬂ: ED'WIIdE |:|:|-: SE'EJ.".'IPI.I:E ﬂfl.'l'b!:il.' m-i.

# Heto and Civilians uhits recvear toward Towh Cehter when defanding.

# Heroand Civilians units recreat back to the space they attacked from when anacking.
5 Retreat when There is ho Spaces

# Leds unies Al in available spaces as they recreat, leaving the strongest units closer to Town Center (e Rude 4.8).
#  Player units All in available spaces @ well, but itis the Hero players’ choice which unies A1 these |Pﬂ.ﬂsf3‘|!‘t‘ﬂlﬂ'r5...-':.:i'.

& Withdrawing ahd Backing Up:

-~

-
Retreating is for losets,

Bookie, and don't lee chat be
you! Sarge says, "Roll high
ehough ehd retreating will
hevet be your probben.” 'l
e watchihg you, Killet, so
drop and give me twehty die
rolls Fight how!
Yom call thara
die roll IF

Decasiomally Player units will withd taw or back up (move Sk 1 soaee) becanse of an ability (uch ar M fobmso’s
Trapr) or other circumstance. Withdrawing from a space and backing up work the same as a retreat but are not

considered losing (#his &5 imporeans for Brains! even s ).

Rule 7. Housekeeping Phase Part 1

The Housckeeping Phase is when you tidy up things at the end of one tum to prepare for the next. First, discard the current

Evert card. Then, reser the Acrions.

ﬂtd‘mmdnftl‘tﬂnuubcephzﬁﬂim. that turn is over :nd},'cu I:Itsi.na.n.ewtum brrm:]J.n.E'rbrnmEl.ﬂtcuﬂ.

7.1 Acdons Reset

Place the Evens Aorimes marker on the ( space of its track I:':ifi.l.':i.-l:n-:ta.'l.rﬁ:-:'l.f there ) and flip ary spent Action
markers to their Ability ade.

Contime play until you win [om s lasr cand) or you lose (iben dbe Zads enver Toun Cemeer ).

]’.I:’}.n'u. win, consule che Sn:q:ll.'.i.n.Ean.d.Ep.iln:Euu s crinns af]'ﬁ'f.ﬂ'ﬂﬂ.li' dnﬂ'.@.ﬂ'ﬁfﬂr Book to :uhnwrmdi:].

Appendix I: Rule 2. Fate Draw and Fated Events

Fated Events ocour in all kevels of Diawen of the Zeals, When an Event directs you to make a Fare dtaws
1. Dvaw a Fate card

2. Whete? Examine the top of the Fate card to determine the Fated track. Thar is the track where the Evene
will cecar (.8, Higlway or Forese). Some tracks are describeds

# Maost/ Fewest Zeds Uhits: Comipare the total number of Zeds units an sach track. When there is atie, it

is your cheoice,
& P‘ln:rrri Choicer Choose :.nq,'tl.-.lrih'l.Pl::,'.
3. Complete the Fated Event on the Fated erack.

4. The Plot Twist: After completing the Fated Ewent, examine the Fate card's text. This is the Plot Twist:

A P]:::,' this Card: This is |.15|.1.n1|.:|r bad; you m'u.irP:r.E:hrm this Plot Twist event

imnln:]i:t-d::r.ﬂftﬂmml:lrﬁ.nﬁﬂrmat Tonst, discard this Fate card. AT

o

& e

¥ Cardl Thede

s FFon Mo Tandre Ocowrs
s Ploe Tuvise Evens Tove

et g Fr"-:-\ﬂq__\-"-%

B A b Ciioatial Trackm Some Evenvty o

b Hald for Laren Th.i.fisu.maﬂ:fﬁn-n-d:d:.ccud':j.niu'ucrbn: seare when
and how it may be played on this or any futare turn., Unless ocherwise
insructed, tha Fate card iz discarded afrer irs nse,

5 Resume Play Go back to where you left off when you had to make a Fate draw.,

Dieveloped by Peera Schlunk and Alin Emrich
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Appendix IIl: Rule 3. Zeds Pressure Events

These rules anly apply during:

# Coopgames — OR —
iﬂm Eﬂm!..
Innlﬂiﬂh:gnme,i&u.mﬂlﬂemulﬁphgumk:.
Al Ze ds Presaare Events { =2 and [fJ] ) depend on the mumber

an:mqutn.ﬂmlnqu‘:rEEUnoZaﬂj Pressure Events, but
when there are more Hnm]_:-l:pn:

The mumber of eoemss = rozal number of Hero plLayers minas 1

3.1 Zeds Movement Pressure [ = )

~F stunds fr Zads Movernent Pressore. This is o extm

miovemant for the mﬂ.ﬁutzzﬂ.l: the mnrl:_pln:,':ninﬂuﬂm
the faster the Zeds will appooach Town Center.

The strongest Zads units or Zeds Mobs are the ones activated to move.,
When the Event card says " =7

- whn.]xh’tucnmtlﬁmumnm:f
l. Determine how many Zeds units or Zeds Miobs will move: | mdru]ﬁnnﬁmﬂnhfn‘ﬁl?#mj

Total mumber of =JF = Mumber of Hero players minuos 1
2. Follow these =JF instractions:

2. The strongest Feds unit or Zeds Mobs (uher there
ﬂﬂlﬁﬁma?ﬂ}wﬂuuwn&mnﬁuﬂmtﬂﬁunnﬂﬁnfﬁmu&.?ﬂhr :d-d'inﬁnpl:b:
Strength for each Zeds unit on that space.

b. Move the Zeds unit or Zeds Mob with the highest Strength one space doser to Town Center. If it cannot
mn\t,?.i:i.l:h: mﬂﬂaﬂauﬁtu!uﬂ:hﬁnhﬂ:ﬂmmﬁ&hhﬁzi m'ﬂ!mﬂ:ﬂi"lrﬂdr
closest to Town Center. If this is tied, it is your choice which of the tied spaces to activate.

. Resolve any combar (5ee Rurle 6.

d. H'Tunl'mt mmtthEHunqu:n,m th:nu:trtrunﬁutz:dhlﬂnh orunit that can move, and then
Tepeat one more time ifjunm]_:ﬂ.qinﬁwithéﬂzmphpn.

A2 EcanhtmlﬂltPr:ﬂlr:{E]

stands for Zeds Placement Pressure. This places more Leds units
on the map. The moae players in the game, the more Zeds will gppear.
The tracks with the fewest Zeds will get newr Zeds,

Version: [5): Add 1 new Zeds unit

~ per extra player to Start spaces of tracks with

Fewest Zeds.
A

When the Event card says g3
L. Determine how maryy Zeds units to add:
'ﬂ:‘tﬂlmmherufﬂ:ﬂmhnannmPh"ﬂ:miﬂml
215 Fnﬂnwtﬁ.u:ﬂin.tmcﬁ.nm
For each Hem player other thanyou, draow | Zeds unit, one at o time, and place it onthe Start space of the track wheve there

are the fewest Lads unirs r}ﬂﬂﬂﬂdw:ﬂﬁ'ﬂfl space already has 2 Zeds units, place the new Zeds on any other Seart
space with mom (see Rule 4.6).

Ifyou are adding mmltiple Zeds units, the number of Zeds on the tracks changes with each new unitadded (e examsgpie ).
In the event of a tie, you may chooss on which track the new Zeds onit goes.,
Thai's #! You are ready bo play. Go take ool some Zeds!

£ 2015 Hermann Lutmiacs and Wienory Point Games
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Zeds Movement Pressure Example (in blue)

An event’s instructions read: * =" Oh, nol

You are playing with your 4 best gaming buddies, so that means that you muse move (<) 3 Zeds units or Zeds Mobs {1 fr each
Player oy shaw you ).

(1) The space with the srongest Zeds unies is the Start space of the Forest mack with a 12-strengrh Zeds Mob (comraiming #
F-rerempeh and an S-srengeh Zads wraiz). This mob moves forwand 1 space.

(2) For the second g, there is a tie. There is a S-strength Zeds unit on the #4 space of the Subarbs track and a %-strength Zeds
Mul:fm’rﬁd#—:ﬂmgﬁmd‘df—mmpﬁl’ﬂmiglund-:H:PmnEﬂ::HiE]mq.Eiuuth:HIEh-qnpnmhdmme
Cener, the Zeds Mob should move, Only the S-strength Zeds unic meves forward, though, because there is a &-srengrh Zeds
unit on that space already, and there is no mom For the whole Zeds Mob.

() Becanse the 5-strength Zeds unit moved into a space that contained a &-strengrh Feds unit, the next strongest Zeds unir or
mnh'l:h.:tmmm!i:l:hemll—ltlmﬁﬂ:.ﬂaﬂ:h{nh.ﬂn'ﬂu Eﬂm.ﬂ;t'hzl&ui:l:h;tjuﬂmmuduﬁﬂm :Eninup:l.rtnfl:h:
new strong 1 1-strength Zeds Mob.

Zeds Placement Pressure Example (in white)

An event’s instructions read: * [£3)

You are playing with 3 of your friends again, which means that you must place 3 new Zeds units {1 for cach player ocher doan you).
You draw 3 units from the Zeds Cup, one ar o time, and place them. (1) The first Zeds unit goes on the Start space of the track
wrath the fewest Lads [ahe Mowrrain ok | This track had the fewes Ledsunits since there were no Leds on it ar all.

21 la e B unit: yoo need to as 1Ty RS, are 2 By
I:_‘.IT the nd Zeds urit, y d to And which track has the fewest Teds In this there such macks, the
nn:ynuj-n.t:d&&aﬂud:nuittnfirmﬁh:fzﬂm‘rjm&mu&uruﬁﬁm:jﬁﬂﬂmfmlzndlunith&d:m;
wou can choose which track’s Scart space to add that new unit. You add it to the Soburbs mack.

(3] The third Zeds unit must be added to the Start space of the Mountain track since, with anly 1 Zed: unit, it now has the fewest

ZLeds again. You place the third Zeds unit and resume play.

Dereloped by Perra Schlunk and Alan Emrich

19



The Basic Game Quick Reference Chart

Ignore all instructions for:  Infection&3  Supplies T

Sequence of Play

1. Tumn over the next Event card
2. Skip 4R, &), Eat Phases
3. Teds Phase (Rules 4 aned &)
Place or mowve Zeds units on all tracks in the order inwhich chey are
listed om the Event card.
w Ifﬂn.mmmzedsun.itlnndunﬂphceamzcdsunjtun
its Start space.
&  Oithierwize, mowve all Zeds an char track. IF there is more than 1
Leds unit on a space, they move together.
®  Mowe the Zeds units | space forward in order from. closess to
Tovwm Center to farthest fram Town Center.
= Check for Hello Movement Evenits (e Bale 441,
#  Resobee any Hand-to-Hand combar {rer Rule 6],
4. Action Phase (5ee Rule §) in any orders
# Spend Characrer Actions
* Si:-rndplq,cr.ﬂ-:tin.m
#  Spend Event Actions
Use Playet and Event Actiohs for hormal Actichs:
o Move (may migper Hand-co-FHand consbas, see Rule 6)

# Forage
#  Gunfire Arrack fee Rule 6)
5. Hous ckee ping Phase {(see Rude 7)
Discard the Current Event cand

Hand-to-Hand Combat  4) && and Determine Results
{cross-reference @5 result with
1) &) (ki in ehis levet) Fanal Conadiar Colwin)

2) Combat Column = Toeal Zeds ) pony Hirs,

Sl:mnﬁﬂ:. ared
i Sl S Lef # = Hirs 1o Zeds
RiEl'l.l::":I-]':i.r:tu-Humm

+ or ¥ Final Col
3) € or » o get TR 6] Apply Hitraien

Apply markers, abilities, and effects

If defending: use best Terrain
shife (L3

Healing

Fate Draw (Rule 2)

Diraw Fate Card

Dietermine Wherei for
the Event

Comiplete the Event

Play This Caxd [ Pier
Tienire) or Hold for Laver

| Zeds Pressure (Rule 3)

o =& 1 Move | Zeds onic or Zeds
Mch | from serenger: wo weabesy)
per extra player.

3 : 444 1 new Zeds unit per

extra player to Start gpaces of
tracks with Fewest Zads.

Gunfire Attack

1) Gunfire attack: Spend 1 Amma
21 Combat Column = Artacker
Strength

30 or ¥ o get Final Colomn
APP]:,'m::ier:_.nhﬂiﬁ.ﬁ_.nnd:E':m
4) @@ and Derermine Resules
(cross-refevence @ result with
Final Combat Colamn)

51 Apply Hits:

All Hirs applied o targee Zeds
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