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#01 INTRODUCING
ANGRY NEIGHBORS

Evolution is nature’s way. except when humanity
lends a hand. This time. we messed things up
very badly. We spawned a new species that is
veally eager to wipe us out. The initial outbreak
gave way to a full-scale war between humanity
and zombies. We ave the vesistance.

The fivst step to opposing our angry neighbors is
to vegroup. We ave looking for other suvvivors
and have alveady made contact with some of
them. Most ave not as expervienced as we ave at
zombicide, but they can leavn. Zombies can't.
Evolution, like I said.

You'd like to play with Angry Neighbors? Unless stated
otherwise in the Mission's briefing, add all Zombicide
Expansion: Angry Neighbors Zombie cards (#157-168) to the
Zombicide 2.0 Zombie Spawn deck. In some Mission's briefing
you will be instructed to add Angry Neighbors Companion
cards to the Equipment Deck.

#02 COMPONENTS NEEDED

Angry Neighbors is an expansion for Zombicide: 2nd Edition.
This book features a new zombie type as well as new tile
types with new ways to interact with them. New ways to spawn
zombies, new skills and rules for barricades. This book also
features missions to be played with these new rules.

To play these missions you will need the components from the
original Zombicide Angry Neighbors box set.
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Angry Neighbors Expansion
box is required to use
this book

To play missions 1through 10 you will need the Equipment
Deck, Tiles, Zombie Deck and Zombie miniatures from
Zombicide 2nd Edition.

To play missions 11-20 you will need the Equipment Deck,
Zombie Deck and Zombie miniatures from Zombicide 2nd
Edition along with the Tiles, Zombie Deck from Zombicide 2nd
Edition Complete Upgrade Kit for Zombicide Season 2 Prison
Outbreak, and Zombie miniatures from Zombicide Season 2
Prison Outbreak.

To play missions 21-30 you will need the Equipment Deck, from
Zombicide 2nd Edition along with the Tiles, Zombie Deck from
Zombicide 2nd Edition Complete Upgrade Kit for Zombicide
Season 3 Rue Morgue, and Zombie miniatures from Zombicide
Season 3 Rue Morgue.

You will need the rules found in Zombicide 2nd Edition for any
rules not covered in this book.

Zombicide Angry
Neighbors is an expansion
to Zombicide: 2" Edition.

Prison Outbreak
Expansion box is required

to use this book

Zombicide Season 3
Rue Morgue is required
to use this book.

For the updated Seekers spawn cards you will need the
Complete Upgrade Kit.

Zombicide: 2" Edition.

Complete Upgrade Kit
is required to use this book.

And finally you will need the Angry Neighbors tile sticker
overlays. These are provided in a separate PDF. Print these
files on label or stickerback paper and place over the existing
Angry Neighbor tiles. This new artwork adds Objective and
Epic Weapon Crates as well as Dark Zones to instruct you in
where to spawn zombies.
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#03 NEW ZOMBIES:
SEEKERS

It took us gquite some time to vealize that a
vicious new zombie type had appeared. They look
like your avevage mﬁter and hide among
average walkers, but they act like hystevical
teenagers: unable to stay quiet. always moving.
growling. and making useless noise. When seveval

acks of these seekers, as we call them, avvive in
a district, they make each other move
aggvessive. They get so guick that vunners look
like easy tavgets. Lf they ve amped up enough.
seekers can vip apart a \na'\ole team in a few
seconds. I you spot one of these bastards. blast
it immediately. Otherwise. its whole gang will

vush you for a free meal.

Zombicide Angry Neighbors introduces Seeker Zombies.
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d First, all Seekers activate.
Then, spawn.

Seeker Zombie cards are easily identified by the
logo in the upper right, their background color, and
the Seeker silhouettes at each Danger Level. Don't
miss these features if you mix them with Zombie
cards from other Zombicide boxes!

F A & & 4

1- Seekers have the same Targeting Priority Level as Standard
Walkers. Choose your targets among them! Killing a Seeker
earns 1 Adrenaline point.
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2- A Seeker spends a single Action each time it is activated.

It gets an extra activation each time a Seeker Zombie card is
drawn. Seekers do not benefit from the extra activation cards
of other Zombie types.

EXAMPLE: At Blue Level, players draw their first Zombie
card during Spawn Step. It's a Seeker Zombie card, and a
single Seeker miniature is put on the board. The next
Zombie card is drawn: another Seeker Zombie card! The
previous Seeker gets an extra activation before the second
Seeker is put on the board.

3- Toxic Abominations can't turn Seekers into Toxic Zombies
(see Toxic City Mall).

SEEKERS

It stinks, it's angry, and it's vicious.

Wounds dealt: 1
To eliminate: Damage 1
Adrenaline provided: 1

#04 SKILLS

Lock it down: At the cost of one Action, the Survivor can
close an open door in his Zone. Opening or destroying it again
later does not trigger a new Zombie Spawn.

Ninja: The Survivor makes no Noise. At all. His miniature does
not count as a Noise token, and his use of Equipment or
weapons produces no Noise tokens either! The Survivor may
choose not to use this Skill at any time, if he wishes to be
noisy.

#05 NEW TILES:
DAMAGED BUILDINGS

Beyond just the lack of maintenance, the relentless war
between Survivors and Zombies took its toll on buildings.
Serious hits dug big holes in places, turning some rooms into
deadly traps.

HOLE ZONES
The damaged building tiles feature some big holes as Zones.

This influences:

e Lines of sight: Hole Zones are considered street Zones for
Lines of Sight. Dug into buildings, they allow Lines of Sights to
go beyond1Zone.

e Movement: An Actor has to spend 2 additional Actions to
get a Move Action out of a Hole Zone (so, it's usually 3 Actions
to get out). A Hole Zone still counts as a single Zone for
determining Zombie routes to Survivors. Hole Zones make
great Zombie traps, as they can't get out on their own.

e Search: Hole Zones can't be Searched.

e Zombie spawn: Hole Zones are Dark Zones but don't spawn
Zombies in a Hole Zone when a Survivor opens the door of its
building or when stepping onto a tile with an Event Trigger.

PLANKS

Planks are put through some Hole Zones. They allow Actors to
cross these dangerous Zones more quickly. Zones are linked
by both ends of a plank.

This influences:

e Lines of sight: Share a Line of Sight to each other. Yes, you
can shoot diagonally!

e Movement: Are considered adjacent for Movement purpose.
You can also Move diagonally!

e Range: Zones connected by a plank are at Range 1 of each
other.
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Lines of Sight go
through any
number of Street
Zones, but only
one Zone into a
building. Adam
could shoot
this Seeker.
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The Seeker has two
routes to reach
Adam. No matter the
movement penalty,
the Hole Zone is
still a single Zone.
The Seeker thus
takes the shortest
route and falls into
the Hole Zone.




#06 BARRICADES

We've all heard about a suvvivor named Jevicho piling up tons
of junk to put a wall between the zombie world and him. And we
can all guess how it ends. He finally feels safe. He lets his
guard down. And then the wall falls under some undead weight.

INCOMPLETE BARRICADE

COMPLETE BARRICADE

Survivors build barricades to keep Zombies at bay. Unfortunately, hastily built
barricades are temporary at best and always break down sooner or later. Barricades
can only be built in specified locations, indicated on the Mission’s map. Unless
otherwise stated in the Mission's briefing, when there's a barricade on the map it can
be rebuilt in the same spot when it's broken down.

Barricade tokens have two facings indicating their two states, “incomplete” and
“complete”. On their turn, any Survivor can spend 3 Actions at once to start or finish
building a barricade in the Zone they stand in. The Zone must be free of Zombies.

1- To start building a barricade, a single Survivor spends 3 Actions at once. Put a
Barricade token, with its “incomplete” face showing, over a straight border of the
Zone the Survivor stands in. An incomplete barricade doesn't have any effect.

2- To complete a barricade, one Survivor may select an “incomplete” barricade on a
border of the Zone they stand in, spend 3 Actions at once, and flip the token to the
“complete” side. All Survivors who took part in the construction of the barricade
earn 5 experience points.

A barricade can be completed in a single turn if two Survivors spend 3 Actions each.
The first Survivor spends 3 Actions to start it, then the second Survivor spends 3
Actions to complete it.

Here's how barricades work:

1- Adjacent Zones are set apart if their common border is fully blocked by any
combination of walls and barricades. Half street Zones and doors only need one
complete barricade token to be blocked, but a mall double door and standard street
Zones need two complete barricade tokens to be blocked. A single barricade in a
Zone that needs two has no effect.

2- Barricades can't be crossed but don't block line of sight. You can shoot over them!
Zombies can see over barricades.

3- Complete barricades aren't considered doors for spawning. They don't isolate
rooms from the rest of the building.

4- A Survivor can entirely break a barricade in the same way they could open a door.
They still need to have a door-opening weapon (Axe, Chainsaw, etc.) in hand to do so.
5- Whenever Zombies get an extra activation (because of a card, miniatures lacking
or another game effect), remove all barricades tokens from Zones where at least one
Zombie of the indicated type stands. These Zombies spend their entire activation to
destroy the barricade, even if they have several Actions to spend. If a Runner gets an
extra activation that moves it into a Zone with a barricade on it's first Action, it will
use it's second Action to destroy the barricade.

6- The Zombies follow the shortest route to the noisiest Zone or visible Survivor, as
if there was no barricade, though complete barricades still stop them. They pile there
until a shorter path is defined or the barricade is destroyed.

»
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This barricade is
useless; a street
needs two barricades \
to be blocked.

The Zombies won't take this way.
It's the shortest, but it's blocked
by a door that the Zombies can't
open. They'll go to the barricade!

Zombies will choose
to go this way,
since they act as if
there were no
barricades. For them,
the path is clear!




#07 ZOMBIVORS

These guys ave infected but somehow managed
to keep their free will. Most of them grow a
strange sense of humor helping them fo cope
with an overwhelming urge for muvrder. Yes, we
all agvee they dont smell very nice. but their
sheer vesilience and willpower ave awe-inspiving.

Toxic City Mall introduces a new kind of Survivor: Zombie
Survivors called “Zombivors". The Zombivors' status is
indicated with A on the Survivors' Identity Card. All Survivor
rules apply to them.

The killer feature about Zombivors is their incredible
endurance: a Zombievor is only eliminated by five wounds
(instead of three for a standard Survivor).

Zombivors are great tanks. There's a serious drawback,
though (besides the foul breath): at Yellow Level, Zombivors
don't gain the +1 Action Skill of standard Survivors. They're
tougher but somewhat slower, and thus offer a whole different
gaming experience. You'll see!

RESURRECTION MODE

The Resurrection mode lets you begin the game with your
favorite Survivors in their “standard” version and then switch
them to their “Zombivor"” version when things go awry. You
read it right: if your Survivor gets eliminated, he comes back
as a Zombie! You can also “play dead” and begin the game
with a Zombivor.

The Resurrection mode is great for beginners,
campaign-driven players, and super-heroic Missions.

Resurrection mode: When any standard Survivor gets their
third Wound, lay down their miniature. Getting killed by a team
member doesn't grant a resurrection. A standard Survivor
can't receive more than three Wounds. If they receives more
Wounds than needed to kill them, distribute these Wounds to
other Survivors, or ignore them if nobody can take them.
Ignore the downed Survivor for all game effects until their
resurrection, as if they where removed from the board. At the
beginning of any following Players’ Phase, before the first
player acts, resurrect the Survivor. Replace their downed
miniature by their standing Zombivor miniature. Flip their
Survivor Identity Card to its Zombivor version side. The new
Zombivor immediately gains:

- Any remaining Equipment cards their standard version had.
The inventory is reorganized for free.

- As many Adrenaline points as the standard version had.
Choosing new Skills is allowed.

Ongoing game effects previously applied to the standard
version no longer apply. Except for Resurrection, all rules
affect Zombivors the same way they do Survivors.

EXAMPLE: Elsa and Raoul stand in a Zone with six
Walkers.

Elsa is unharmed, has 21 Adrenaline points and two
Equipment cards: a Chainsaw and a Sub-MG.

Raoul has a single Wound, 27 Adrenaline points, and four
Equipment cards: a Katana, Plenty of Bullets, a Sniper
Rifle, and some Water. An unexpected extra activation
allows the four Walkers to attack, inflicting six wounds to
share between Elsa and Raoul.

The first, second and third Wounds go to Elsa. The player is
eliminated, and her miniature is laid down in the Zone.

The fourth and fifth Wound lands on Raoul. As Raoul now
has three Wounds and is eliminated, lays the miniature
down. Raoul keeps his remaining Equipment cards (Katana,
Plenty of Bullets, Sniper Rifle and Water).

The sixth Wound is ignored, as there’s no one left to harm.
At the beginning of the next Players' Phase, Elsa and
Raoul's players decide to resurrect their fallen heroes.
Zombivor Elsa and Zombivor Raoul are put in the Zone,
replacing the laid down miniatures.

Both players lose their Yellow Extra Activation skill. The
players can choose a new Orange level Skill if they choose.




#08 COMPANIONS

For months, many eoyle used theiv brains to {lee

and avoid the zombies altogether. Theve's S : A5 i
nowhere to hide now, and we've u‘l’kerm all A & | Julien just [
available folks o meet our foes keaal on. q'keg B SN opened the g
have theiv own skills but ave not seasoned R bR . door.

warviors |ike us. We Brma along one or two of
these vookies as comrumov\s— suvrvivors i
hmmma . if you will.

Angry Neighbors introduces a new kind of Companion. When
playing the missions in this document, ignore all rules for
Companions found on page 33-34 of the Zombicide 2nd
Edition rule book and use the following rules instead.
Note: Mission briefings may differ from the rules below. In that
case, the Mission's special rules have priority.

. The Companion
Set aside Companion Equipment cards at the beginning of the B ¥ B » /) token is activated.
game. Shuffle them into a Companion deck, and put them face P ﬁ A Companion card

down close to the board. ) L : - == 4 is drawn: a Gunman.
L' B - . Beware! Zombies

ACQUIRING A COMPANION | | o]

h \
:

Some Missions feature Companion
tokens.

« Some Companion tokens are put
in Street Zones (or any
non-building Zone). They are
revealed after the Setup. Draw a
card from the Companion deck for
each of them, and place the
corresponding Companion

Zomble
spawn!

No Zombie

miniature on it. B¢ spawn here,
» Other Companion tokens are put in building Zones. Opening asit's a
such a building for the first time reveals all Companion tokens " Hole Zone

inside. Draw a card from the Companion deck for each
activated Companion token, and place the corresponding
Companion miniature on it. There might be Zombies in there,
too, so you'd better hurry and save his butt! Companion
tokens are taken in the same way as Objective tokens. A
Companion can't do anything until his token has been taken.
1- Taking a Companion token gives 5 Adrenaline points to
the Survivor who takes it.
2 - The Survivor then rallies the Companion and becomes his
Leader (see below). Place the Companion card in his inventory.
Companion cards are Equipment cards. A Companion
recognizes the Survivor who has his card in his inventory as
his Leader.
» A Survivor can have up to two Companion cards in his
inventory and thus may lead up to two Companions. Choose
your buddies wisely!
+ Companion cards can be traded, discarded, or lost in the
same way as regular Equipment cards. If such a card is
discarded or lost, remove the Companion miniature as well.
Your Companion has fled the scene.
» A Companion card doesn't have to be equipped in hand
to be effective.
» Unless otherwise stated, losing a Companion does not mean
you have lost the mission.
» Companions can be played in any Zombicide Mission. Just
place a Companion token next to every Objective token on the
map. In that case, add a new Mission objective: the Mission is
8 lost if a Companion dies. Ready for a new challenge?




TRAITS

A Companion:
*|s a Survivor.

COMPANIONS GENERAL

HANDYMAN COMPANION

» Belongs to his Leader’s team.

* Is defeated and removed by

the first Wound it receives

(discard the corresponding Companion card).

» Always stays in his Leader's
Move-related Skills (like the 2
to the Companion.

» Does not have an inventory.

Zone. All special rules and
Zones per Move Skill) also apply

» Can have one or more passive effect(s) on his Leader. The
passive effects are always in use and cumulative.

» Can have one or more active effect(s). Each use of an active
effect costs the Leader an Action. Active Actions do not
benefit from the Leader's Skills.

Companions do not have any

Actions. A Leader can spend his

own Actions to give Instructions to his Companion(s). At the

cost of 1 Action from his Lead
of these Instructions:
» Use an active effect.

er, a Companion can execute one

« Get in or out of a car/helicopter. A Companion takes up a
seat in a car/helicopter and can't drive/fly.

ANGRY NEIGHBORS
COMPANIONS

GUNMAN

Active effect: Spend one Action
for a Pistol Ranged Action with
all Gunman Companions in the
Zone. Place one Noise token for
each shooter.

Passive effect: The Leader gets
the +1 die: Ranged Skill.

PISTOL
Noisy

Range: 0-1
Dice: 1
Accuracy: 3+
Damage:1

HANDYMAN

Active effect: Spend one Action
to silently open a door or break a
Barricade. Special prerequisites
still apply, such as taking a
designated Objective to open a
colored door.

Passive effect: Barricades can
be built anywhere and cost one
less Action to build (min. one).

SEARCHER
The Searcher has two passive
effects.

Passive effect #1: The Leader
gets the Search: +1 card Skill.

Passive effect #2: The
Searcher does not occupy a slot
in his Leader's inventory.

SNIPER

Active effect: Spend one Action
for a Sniper Rifle Ranged Action
(Accuracy 4+) with all Sniper
Companions in the Zone. Place
one Noise token for each
shooter.

Passive effect: The Leader gets
the +1 max Range Skill.

NOTE: the Sniper Companion’s
rifle is less accurate than a
regular Sniper Rifle.

SNIPER RIFLE
Noisy

Range: 1-3
Dice:1
Accuracy: 4+
Damage: 2




MO1 - WITH A LITTLE HELP

Medium / 120 minutes

We weve on a supply vun when we
heard gunshots a few blocks away,
wickly followed by an emergency
?lave. +'s been a while since we
saw one of those. A small suvvivor
community we used to trade with

lives near heve. They keep very
useful equipment uhi need help.
Should we go and risk our lives
for a few move zombie tvophies.
spave clips. a kiss. and fvee
lemonade? Mmmmh.

-Suvel

Tiles needed: 3R, 5R, 6V, 10V, 11R & 12R.
+ OBJECTIVES

1- We won't leave anybody behind. Get all
Objectives and at least one Companion for
each Survivor.

2- Evacuate! Reach the Exit with all

starting Survivors (and rallied Companions).

Any Survivor (and his Companions) may
escape through this Zone at the end of his
turn, as long as there are no Zombies in it.

* SPECIAL RULES

e Keep calm and only take the gist. Each
Objective gives 5 Adrenaline points to the
Survivor who takes it.

¢ People to evacuate. Place Companion
tokens in the indicated Zones. Each
Companion gives 5 Adrenaline points to the
Survivor who takes him.

e A monster in the closet. Place an
Abomination in the indicated Hole Zone.

¢ Bring the heat! Each Epic Weapon Crate
gives a random Epic Weapon, among those
still available, to the Survivor who takes it.
They can reorganize their inventory for
free.

MR 12R

SR 3R

g L
3 i 6x B
Objectives Epic Weapon

Survivor (5AP) Crates

Starting Zone
Spawn Zones

Doors Open Door Abomination

Complete Exit Companions
Barricade Zone (5AP)
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MO2 - THE SIEGE

Medium / 90 minutes

Well. this time we may have
ushed the limits a little too far.
t«/e ve vunning back to ouvr shelter

with a zombie hovde hot on our
tail. and we may have attracted
the attention of all the infected
in the nearby districts.

Heve we ave, and...uikes. Ouvr
shelter is under atrack. Our )
{riends ave alveady battling. Lets
vush the infected and hold the
bunker until the day is saved!

Tiles needed: 3V, 5R, 9R, 10V, 11V & 12R.

- OBJECTIVES

1- Survive the siege. The siege ends
when:

+ All Companions have been taken and are
alive.

* The Zombie deck is exhausted, and there
are no Zombies on the board (see special
rules).

* Barricades on tiles 2B and 11V are
complete.

- SPECIAL RULES

e Construction materials. Each Objective
gives 5 Adrenaline points to the Survivor
who takes it.

e Your garrison. Place two Handyman
miniatures in the indicated Zones. They can
be taken in the same way as Companion
tokens. Each Companion token (and
revealed Companion) gives 5 Adrenaline
points to the Survivor who takes it.

e The end is near. Once all Companions
have been taken, the Zombie deck is no
longer reshuffled when exhausted.

e The cavalry is here! The Muscle Cars
can be driven (see P. 31). Each one contains
a single Epic Weapon. Place an Epic Weapon
Crate on top of each Muscle Car. The Epic
Weapon Crate gives a random Epic Weapon,
among those still available, to the Survivor
who takes it. They can then reorganize their
inventory for free.

e Not hammers and nails. Each Epic
Weapon Crate gives a random Epic Weapon,
among those still available, to the Survivor
who takes it. They can reorganize their
inventory for free.

12R 10V

11V 3V

9R 5R

¥ 6x [Ii
ﬁ Objectives

Survivor (5AP)
Starting Zone

D@ *@®

Doors Open Door Handyman (5AP)

Incomplete
Barricade

Muscle Car
(can driven)

Epic Weapon

Crates

Spawn Zones

Companions

(5AP)




MO3 - A DRAMATIC RESCUE

Easy / 90 minutes

A paiv of kids from the next district just
came for help. Their parvents and friends
went on a vaid for weapons. got sepavated.
and ave now stuck in the middle oIa zombie
meeting. Things may soon get nasty if we
dont lend an armed hand. and I couldn'+
stand tears on those little faces. Today.

we ve the hevoes!

Tiles needed: 2R, 3R, 5R, 6R, 11R & 12R.

- OBJECTIVES

Save them! Be a hero! You win the game when all
Companions have been taken and are alive.

* SPECIAL RULES

ol o

Objectives Epic Weapon
Survivor (5AP) Crates
Starting Zone

®0 ©0® 2

Gunman Handyman Searcher Sniper
(5AP) (5AP) (5AP) (5AP) Doors

Complete Walkers Companions Spawn Zones
Barricade

e Saving Private R... No, we save
everybody. Each Objective gives 5
Adrenaline points to the Survivor who takes
it.

¢ | have the magic key! Do not place
Objective tokens on tiles 5R, or 12R. Put the
Blue Objective randomly among the
remaining Objectives, face down. Each
Objective is paired with the Companion
token in its Zone. Taking a Companion
token reveals the paired Objective as well
(without additional adrenaline gain). The
Blue Door cannot be opened until the Blue
Objective has been revealed.

e There is no key! The Green Door can
never be opened.

e Fire in the hole! Place 10 Standard
Walkers in the Hole Zone of tile 12R.

e Heroic weapons! Each Epic Weapon
Crate gives a random Epic Weapon, among
those still available, to the Survivor who
takes it. They can reorganize their
inventory for free.

12R 3R

SR 6R

MR 2R




MO04 - GHOSTS ON BIRCH STREET * OBJECTIVES

Medium / 120 minutes 1- To live happily, live in hiding. Get all Objectives and at least
one Companion of each type (Gunman, Handyman, Searcher, and
The Ghosts of Bivch Street ave a singular Sniper).

survivor team. They believe in hiding as much
as we believe in bashing zombies, and they
don't mix well with other feams-if you see

2- Or run away! Reach the Exit with all starting Survivors (and
rallied Companions). Any Survivor (and his Companions) may
escape through this Zone at the end of his turn, as long as there

them at all. As the zombie threat grows st e 1

stronger. we think we should find the Ghosts

on theiv own turf and make suve they will - SPECIAL RULES

join everyone if a {ull-scale battle occurs. I'm

sure they know we ve heve, yet they want to * Supply stash. These Ghosts don't just hide themselves, they

also hide useful things. Each Objective gives 5 Adrenaline points to
the Survivor who takes it.

lay hide and seek.
le zombies ave coming. What jokers.

e The Ghosts of Birch Street. Shuffle 2 Gunman, 2 Handyman, 2
Searcher, and 2 Sniper Companion cards into the Equipment deck.
Any kept Companion card awards the Survivor who found the
Companion card 5 Adrenaline points.

Tiles needed: 2V, 3R, 4R, 5R, 6R, 7R, 9R, 10V, & 11R.

e The ghost cars. The Muscle Cars can be driven (see P. 31). Each
one contains a single Epic Weapon. Place an Epic Weapon Crate on
top of each Muscle Car. The Epic Weapon Crate gives a random
Epic Weapon, among those still available, to the Survivor who
takes it. They can then reorganize their inventory for free.

e These will make some ghosts! Each Epic Weapon Crate gives a
random Epic Weapon, among those still available, to the Survivor
who takes it. They can reorganize their inventory for free.

7R 9R 5R -
4R 6R 2V

11IR 3R 10V I I
Uil [T

Survivor Exit
Starting Zone Zone

9x 1

Objectives Epic Weapon I

(5AP) Crates

Muscle Car Doors i mm
(can be driven)

Spawn Zones




MO5 - CONSTRUCTION PERMIT

Hard / 120 minutes ﬁm 5x %% 5x E

. Objectives  Epic Weapon
We found a vare treasure: a Survivor (5AP) Crates

self-sufficient building. Because they Starting Zone
weve suvvivalists, the people who lived
heve installed a genevator. a simple yet

efficient water system. and even kept 1V 3R m 2x @

earth, fevtilizer. and seeds to Open Doors Handyman (5AP)
cultivate crops oh the voof. They
clearly weven + s‘l‘vov\g er\ouak to
hold back the zombie Fides, 11V 12R o18]0ee)

however, as their homely bunker is Complete Spawn Zones
devastated. Those that survived Barricade

the attack live in a smaller house
hITIT 1R Y
deal: if we can veclaim theiv

haven, we've allowed in for any

length of time. Im eager to see
how they built Theiv stuff and n
figure out how to veplicate it. Hot

shower, anyone!?

Tiles needed: 1V, 2V, 3R, 10R, 11V & 12R.

+ OBJECTIVES

1- Barricade the doors. You win the game
when a complete barricade is built on every
open door of the main building (tiles 3R,
10R, 11V, and 12R). Note: Saving the
Handymen on tile 1V is optional.

* SPECIAL RULES

e Farm to table never seemed this good.
Each Objective gives 5 Adrenaline points to

the Survivor who takes it. m
* Previous owners. Place two Handyman
Companion miniatures in the indicated
Zone. They can be taken in the same way as

Companion tokens, giving 5 Adrenaline
points to the Survivor who takes them.

¢ Not the handiest of people. Shuffle 2
Gunman, 2 Searcher, and 2 Sniper
Companion cards into the Equipment deck.
Any kept Companion card awards the
Survivor who found the Companion card 5
Adrenaline points.

e Construction permit. Barricades can be
built on every open door. E E _

e The secret cache. Each Epic Weapon

Crate gives a random Epic Weapon, among
those still available, to the Survivor who

takes it. They can reorganize their
inventory for free.




MO6 - UNITED WE STAND

Medium / 45 minutes

We thought it would be a good idea to tv
some‘l’kiha hew, some‘l’k(’hg ike sepavatin g‘|’o
vaid a cozy district in the .(o.s'l'esﬁ' ossible
way. We go in. plunder the place. and get out
in under 15 minutes. But noooo. We QOP
carvied away and enjoyed the wonders we
{ound for a little too long. A disco ball
{alling on the floor. a squealing toy you put
ouv -?oo‘l’ upon. & muffled laugh or qrw/o, and
he zombies ave here.
We must gather and vegroup into the safest
building avound. Nowl

Tiles needed: 2R, 3V, 4R, 5R 6R, 7R, 8V, 9R & 12R.
- OBJECTIVES

Plunder the district. Accomplish these Objectives in any order to
win the game.

« Rally all Companions (see P. 33).

+ Take all Objectives and Epic Weapon Crates in the building
straddling tiles 3V and 8V.

The game is lost whenever a Survivor (including a Companion) is
eliminated.

- SPECIAL RULES

e Setup. Place 1random Survivor and 1 Companion token in each
Survivor Starting Zone.

e Keep on fighting! Each Objective gives 5 Adrenaline Points to
the Survivor who takes it.

¢ Follow me if you want to live. Each Companion gives 5
Adrenaline points to the Survivor who takes him.

e Shiny new toys. Each Epic Weapon Crate gives a random Epic
Weapon, among those still available, to the Survivor who takes it.
They can then reorganize their inventory for free.

12R 2R 8V -
4R 9R 3V

7R 5R 6R

Survivor
Starting Zone

o« |51

Objectives
(5AP)

Epic Weapon
Crates

Companions
(5AP)

Spawn Zones
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MO7 - BEST FRIENDS FOREVER

Medium / 45 minutes

The temperatuves ave getting colder and
we |l need a greater amount of supplies to
survive the coming nights. We alvead
plunderved this place and need to take
another, deeper look. The survoundings ave
cvowded with zombies and we won't be left
alone for long. BUT we have secvet
weapons: we came (n humbers, with friends
to double-check for goods while we purge
the district. There is a catch. though.
They agreed to come if we let them take
EAH‘ on the body count.

t

{e is tough. sometimes.

mm rod L 7x

Survivor Objectives  Epic Weapon
Starting Zone (5AP) Crates

6V 9V

3V 7R 233

Spawn Zones

Doors

Muscle Car
(cannot driven)

IR RAAAARAAAl

Tiles needed: 3V, 6V, 7R, 9V, 11V, & 12R.
+ OBJECTIVES

Get a second look. The game is won as
soon as both these Objectives are met.
+ Every Survivor picks up an Objective.

* There is an Epic Weapon on each
Survivor Dashboard (up to the number
of available Epic Weapons).

* SPECIAL RULES

e Setup. Each Survivor starts with a
random rallied Companion (see P. 33).
Trading Companions is not allowed for
this game.

- Note the Objective token in the Muscle
Car.

e My turn. Only Survivors at Yellow
Danger Level (or above) can take
Objectives. Each Objective gives 5
Adrenaline Points to the Survivor who
takes it. A Survivor can only take a
single Objective during the game.

e Bigger guns. Each Epic Weapon Crate
gives a random Epic Weapon, among
those still available, to the Survivor who
takes it. They can then reorganize their
inventory for free.

e A wreck full of gifts. The Muscle Car
CANNOT be driven. It contains a single
Epic Weapon. Place a Epic Weapon Crate
on top of it. The Epic Weapon Crate
gives a random Epic Weapon, among
those still available, to the Survivor who
takes it. They can then reorganize their
inventory for free.




MO8 - WHEELS OF FIRE

Hard / 60 minutes

Without proper su?for‘l', civilization
cvumbles. We didn't vealize our shelter
had suffeved move damage than we
thought. A five occurved as we tvied
using a 1\ev\era+or. burning most of our
goods. The five is out, but things ave
even wovse. The mess atfvacted all the
zombies from the survounding aveas. We
need to escape as fast as possible befove
we get overwhelmed. We could use the
cavs pavked outside.

And we won't leave without getting some
Wearov\s. too. I feel naked without my
gun:

Tiles needed: 2R, 3V, 4R, 5R, 6R, 7R, 8R, 9R, & 12R.

- OBJECTIVES

Break through. Accomplish the Objectives in this
order to win the game:

1- Get as many Epic Weapons as Survivors. (up to
the number of available Epic Weapons).

2- Fasten your seatbelts. In a single Game Round, throw Molotovs at
all three non-Starting Spawn Zones, then escape through these Zones
with all Survivors and rallied Companions aboard cars. A car (along with
its driver and passengers) may escape through either Zone at the end
of its driver's Turn, as long as there are no Zombies in it.

* SPECIAL RULES

e Setup. Place the Blue and the Green Objectives randomly among the
Red Objectives, facedown.

e Who called shotgun?. Shuffle 2 Gunman, 2 Handyman, 2 Searcher,
and 2 Sniper Companion cards into the Equipment deck. Any kept
Companion card awards the Survivor who found the Companion card 5
Adrenaline points. You may discard any kept Companion cards in order
to be able to fit into the cars.

e Need a light? Each Objective gives 5 Adrenaline Points to the
Survivor who takes it. Taking the Blue or the Green Objective also
grants the Survivor a Molotov card. Take it from the Equipment deck or
the Equipment discard pile, player's choice. If the card is taken from the
Equipment deck, shuffle the deck afterwards.

e War gifts. Each Epic Weapon Crate gives a random Epic Weapon,
among those still available, to the Survivor who takes it. They can then
reorganize their inventory for free.

e Mean machines. Cars can be driven (see P. 31). When Searching the
Police Car, draw cards until a weapon card is drawn. Discard the other
cards. The Aaahh!! card triggers the appearance of a Walker as usual
and interrupts the Search.

3V 6R 8R

9R 7R 4R

12R 2R 5R

L

Survivor
Starting Zone

Objectives Epic Weapon
(5AP) Crates

Police Car - Doors
(can be driven)

Spawn Zones
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M09 - DOWN IN A HOLE

Medium / 60 minutes

Our friends got trapped in a hole
while out seeﬁma supplies. We can
not ?oang leave +hem to theiv
{ate. we mus vescue them. To do so
we may heed to find some tools of
ouv own.

Tiles needed: 4R, 5V, 6V, 7V, 10R & 11R.

- OBJECTIVES

Break through. Accomplish the Objectives
in this order to win the game:

- It's Halloween time. Rally all
Companions (see P.33) and find the Blue
and Green Objective.

2- Reach the Exit with all Survivors. Any
Survivor may escape through this Zone at
the end of their Turn as long as there are
no Zombies in it.

* SPECIAL RULES

e Setup. Place the Blue and the Green
Objectives randomly among the Red
Objectives, facedown.

- Note the Blue Spawn Zone on tile 4R.
- Note the Green Door on tile 4R.

e Hopefully these are tools we can use to
save our friends. Each Objective gives 5
Adrenaline points to the Survivor who takes
it.

+ Taking the Green Objective gives 10
Adrenaline points to the Survivor who takes
it instead.

+ Taking the Blue Objective also spawns an
Abomination in the Zone it was taken (if an
Abomination is already on the board, it gets
an extra Activation instead). From then on,
the Blue Spawn Zone becomes active.

e There is no key! The Green Door can
never be opened.

e Trapped in a hole! Place the 4
Companions in the Hole Zone of tile 10R.
Rallying a Companion gives 5 Adrenaline
points to the Survivor who takes them.

¢ Closed rooms. Closed doors isolate parts

of the building. These parts are considered

like separate buildings for Zombie spawning
purpose only.

e Just rewards! Each Epic Weapon Crate
gives a random Epic Weapon, among those
still available, to the Survivor who takes it.
They can reorganize their inventory for
free.

MR 7V

10R 6V

4R 5V

L -+ | I |

Survivor Objectives
Starting Zone (5AP)

Spawn Zones

Epic Weapon
Crates

S 0@®O®

Doors Gunman Handyman Searcher  Sniper
(5AP) (5AP) (5AP) (5AP)

™

foad




M10 - ZOMBIE MUTATION

Medium / 45 minutes

Dr. Yuval - Journal,

September 17th - The Supply Gu‘l’keriha Yeam

veported a new crveature, what seems o be a new
mutation of zombie. Apparently. the creatuve 5R
tove Jimmy to pieces v/i;k a single blow

I'm veally worvied. This means the zombies may

never s'l'o? mu‘l’u‘l’«‘v\ﬂ... zv
Tiles needed: 1V, 2V, 3V, 4V, 5R & 7R.

+ OBJECTIVES 4v
1- Assemble a cure. Gather at least three Objective Tokens.

2- Horror Explodes. Kill the Mutated

7R

3V

1V

Spawn Zones

Survivor
Starting Zone

ox |21

Objectives Epic Weapon
(5AP) Crates

Abomination

Abomination (see special rules).
* SPECIAL RULES

e Zombie Mutation. Place the Patient O
Abomination miniature in the indicated
Zone. The Patient O Abomination figure
represents the Mutated Abomination.

e Bigger and Stronger! The Mutated
Abomination has the same rules as the
Patient O Abomination except it cannot be
killed in any way. If it attacks any Survivor,
the Survivor is immediately eliminated.

e Assembling. Each Objective gives 5
Adrenaline points to the Survivor who takes
it. When taking an Objective, place it on the
Survivors dashboard, this does not take up
a slot in the Survivors inventory. A Survivor
may spend one Action to drop an Objective
token in a Zone. If three Objective tokens
are dropped in the same Zone as the
Mutated Abomination in the same Player
phase, the Mutated Abomination is
eliminated. This is not a Molotov effect and
will only eliminate the Mutated
Abomination.

® Poor Jimmy, or a sacrifice in the name
of science. If a Companion is eliminated
the mission is not lost.

¢ Might not stop the mutation but could
still help. Each Epic Weapon Crate gives a
random Epic Weapon, among those still
available, to the Survivor who takes it. They
can reorganize their inventory for free.
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M11 - THE MECHANICS
Medium / 120 minutes

How lucky we avel We found a muscle cav, a vave
asset nowadays. With a few vepaivs and
improvements, we ll be able to get avound town at
-(url speed. The previous owner lived heve and kept
the missing pieces behind a locked doov. Our
mechanic in'emls ave veady Yo begin the work. We'll
?e+ the stuff and keep the zombies at bay until

hey finish.

Ahoy. mateys! Fun ahead!

Tiles needed: 5P, 10V, 11V, 12R, 16P, & 18P.

- OBJECTIVES 10V 11V
1- Find a good spark plug. There is a box of these
babies in the room marked with an “X". Take the 5P 18P

white Objective.

16P 12R

2- Be ready to ride in your new car! You win if,
during any End Phase, all starting Survivors and
both Handymen are on the Exit Zone without any

EEEE

Survivor
Starting Zone

[
IR @A >

Doors

Eo4f=s
Complete
Barricade

3x

1x

Open
Doos

Exit
Zone

= =
[

= =

Bl

Objectives (5AP)

Noise
Tokens

Handyman

Muscle Car
(cannot driven)

® &

Epic Weapon
Crates

Spawn Zones

Police Car '
(cannot driven)

Zombies.
- SPECIAL RULES

e It's not a spark plug, but it's useful anyway.
Each Objective gives 5 Adrenaline points to the
Survivor who takes it.

¢ They are working on the car. Don't distract
them and keep Zombies away! Place two
Handyman Companion miniatures in the
indicated Zone. They can't be taken, and the
game is lost if one of them dies.

e Men at work. Put three Noise tokens in the
marked Zone. These tokens are never removed.

e Not mechanics but should be helpful. Shuffle
2 Gunman, 2 Searcher, and 2 Sniper Companion
cards into the Equipment deck. Any kept
Companion card awards the Survivor who found
the Companion card 5 Adrenaline points.

¢ The blue key. Put the Blue Objective randomly
among the Red Objectives, face down. The Blue
Door cannot be opened until the Blue Objective
has been taken.

® The violet network. The Violet Spawn Zone is
active from the start of the game. Activating the
Violet Switch opens the Violet door and
deactivates the Violet Spawn Zone. The Survivor
activating the Violet Switch also takes the Violet
Objective and gains 5 Adrenaline points. Once
activated, the Violet Switch cannot be brought
back to its original position, and the Violet door
can't be closed again.

e Cars! The muscle car and police car can't be
driven. The muscle car can't 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.

e Spare time pimpin’'. Each Epic Weapon Crate
gives a random Epic Weapon, among those still
available, to the Survivor who takes it. They can
reorganize their inventory for free.




M’Z - THE L’GHTHOUSE 2- Restore the Lighthouse defenses. Build four complete

barricades in the indicated places on tile 17P. You win if there are
Medium / 90 minutes no Zombies inside the central buildings and all Zones above them
(basically, the secure area behind barricades).
The Lighthouse. as everyone calls it. is one of
the bes? shelters avouml.glfs well stocked * SPECIAL RULES
with ammo, supplies. weapons. and most of all.
skilled people. Every suvvivor in the country
has heard about it. and knocked at its doov if

e Valuable items. Each Objective gives 5 Adrenaline points to
the Survivor who takes it.

ﬂ‘eﬁ stop in this fown. Yell. the L"OL‘H‘”‘“ e Lighthouse inhabitants. Place Companion miniatures in the

is curvently under zombie attack. indicated Zones. They can be taken in the same way as

What ave we v/ai‘l't'hg -(or? Companion tokens, giving 5 Adrenaline points to the Survivor who
takes them.

Tiles needed: 1P, 2P, 3P, 4P, 10R, 11V, 12R, 17P & 18P.

e Construction permit. Barricades can be built in indicated
- OBJECTIVES areas.

1- Save the inhabitants. Find and take all Companions.
The mission is lost as soon as any Companion is killed.
Survivors also need to collect all Objectives.

e |s that your car? The Muscle Cars can be driven (see P. 31).
Each contains a single Epic Weapon. Place an Epic Weapon Crate
on top of it. The Epic Weapon Crate gives a random Epic Weapon,
among those still available, to the Survivor who takes it. They can
then reorganize their inventory for free.

11V 4P 18P
8 e Better than hammer and nails. Each Epic Weapon Crate gives
a random Epic Weapon, among those still available, to the
12R 17P 10R Survivor who takes it. They can reorganize their inventory for
free.
1P 2P 3P

Survivor Complete
Starting Zone Barricade

6x | (%
Objectives Epic Weapon m
(5AP) Crates

SN =
A ® B®

Torn Muscle Car
Barbwire (can be driven)

o m

Area where
barricades
must be built

bd [

Doors Open Door

Zx

Gunman Handyman

Spawn Zones

(5AP) (5AP)
Searcher Sniper

(5AP) (5AP)




M13 - RAID ON THE NEST

Hard / 120 minutes

Theve was a minimum-secuvity prison in a vemote
avea, a few miles outside the suburbs. When the
zombies came, they vesisted for a while but weve
soon survounded by bevserkevs. As they weve
convicts, no one came to help them. They
eventually {fell and became berserkers themselves,
shaming everyone avound.

Well. theiv prison is like a kuuw"ed. house, but for
veal. Nobody daves go in theve. We've suve the

place is stuf{fed with weapons and gquality supplies,

as well as angry zombies. If we've guick enough.
we cap ae'l‘ in and out without sevious bruises. We
hope.

Tiles needed: 1P, 2P, 3P, 4P, 11R, 12R, 17P & 18P.
+ OBJECTIVES
1- Raid the place! Take all Objectives.

2- Run like hell! 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 Zombies in it.

* SPECIAL RULES

¢ Raid Objectives. Each Objective gives 5 Adrenaline points to
the Survivor who takes it.

e Maybe this place is not haunted? Shuffle 2 Gunman, 2
Handyman, 2 Searcher, and 2 Sniper Companion cards into the
Equipment deck. Any kept Companion card awards the Survivor
who found the Companion card 5 Adrenaline points.

e Danger Zones. Only the Red Spawn Zones are active.

e Awakening the beasts. The Blue, Green, Violet, Yellow, and
White Spawn Zones are inactive at the start of the game. Put
the Blue, Green, Violet, Yellow, and White Objectives randomly
among the Objectives, face down. When one of these colored
Objectives is taken, flip the matching Spawn Zone to its red side.
It is now active. Taking a double-sided Red Objective has no
additional effect.

e Secret drop. Each Epic Weapon

Crate gives a random Epic Weapon,

among those still available, to the 17 P 12 R
Survivor who takes it. They can

reorganize their inventory for free.

1P 3P

s . P
N

2P 11R

4P 18P

Wi

Survivor
Starting Zone Zone

o [

Epic Weapon
Crates

m
%
-

o
[~
o
2
(7]

] Open Door @.?
A4

Observation
Tower

;$1

Spawn

2x %

1x %

1x |®

1x B
e
= 1x [N
@. [
=— rea?
xSy

Zones Objectives (S5AP)

CEOT




Mi14 - FLASH FLOOD

Easy / 90 minutes

Some zombicides ave not planned at all. You've
Just voaming avound with your best friends.
looking for fellow suvrvivors or supplies. ov just
going fvom a ?oivd' to another. and the
unexpected happens. Sometimes you get in front
of a zombie korze chasing a stray dog or
waiting behind the door of a building in theiv
Lmr‘l’g suits. We call these events "flash floods".

eeeeve we ao.
Tiles needed: 1P, 12R, 17P & 18P.
+ OBJECTIVES
Zombicide them all! You win the game if all starting
Survivors are in the Observation tower when the Zombie deck

is exhausted. Keep on reshuffling the Zombie deck until this
condition can no longer be met.

12R 17P

18P 1P

- SPECIAL RULES

e Unexpected but useful stuff. Each Objective gives 5
Adrenaline points to the Survivor who takes it.

e About to be over run! All Spawn Zones are active at the
start of the game.

e Reinforcements! Shuffle 2 Gunman, 2 Handyman, 2
Searcher, and 2 Sniper Companion cards into the Equipment
deck. Any kept Companion card awards the Survivor who
found the Companion card 5 Adrenaline points.

e Damn reinforced doors. The Violet and White Prison Main
Entry Doors cannot be opened until the corresponding
Objectives have been taken.

e Securing the area. Put the Blue, Green, Violet, and White
Objectives randomly among the Objectives, face down. When
one of these colored Objectives is taken, resolve the related
game effect:

- Red Objective: Choose a red Spawn Zone and remove it.

- Blue or Green Objective: Remove the corresponding Spawn
Zone.

- Violet or White Objective: The corresponding prison main
entry door can be opened.

e Unearthed treasures. Each Epic Weapon Crate gives a
random Epic Weapon, among those still available, to the
Survivor who takes it. They can reorganize their inventory for

Ui [

Survivor Exit
Starting Zone Zone

1
w iy S

“E pm

free.

. |
1x Spawn
- Zones
r -:'__‘_-| ]
Ix QSN
[y
Objectives =
(5AP) Doors
Epic Weapon Open
Crates Doors
Violet Prison
Entry Door
Observation White Prison L
Tower Entry Door L)




24

M15 - EAST YATES ASYLUM

Hard / 150 minutes

East Yates Asylum is a huge place held by a hand{ul of people.
I+ was a hot Im‘H’learouv\f in the first months of the invasion.
and it's still not completely safe. Some couvageous suvvivors
peviodically try to clean out the whole place. but without success
so favr. Either move zombies ave coming to the asylum for some
unknown veason. ov there ave some unexploved sections packed
with infected.

Last night. a sizable survivor group found shelter in East Yates.
We woke up this movning hearing gunshots and screams. We
have to go and see for ourselves. Something went veally. veally
wrong.

Tiles needed: 1P, 5P, 7P, 8P, 10R, 11V, 12R & 16P.

* OBJECTIVES

Survivor Epic Weapon -
Starting Zone Crates -
' p
w EAD

~E BT gy
Exit 99@

Objectives Zone
(SAP) m = _:" ‘__ ""'-

Open Door Spawn Zones
Observation
Tower Doors

Save these folks from the slaughter. Each Survivor must reach S = S
the Exit with at least one Companion. Any Survivor (and his
Companions) may escape through this Zone at the end of his
turn, as long as there are no Zombies in it.

* SPECIAL RULES

e Some things you can't take with you. Each Objective gives 5
Adrenaline points to the Survivor who takes it.

e Danger Zones. Only the Red Spawn Zones are active.

¢ Fleeing the horde. Companions without a Leader move like
Standard Walkers. They can't move if a Zombie stands in their
Zone.

¢ Fresh meat. Shuffle 2 Gunman, 2 Handyman, 2 Searcher, and
2 Sniper Companion cards into the ZOMBIE deck (yes, the
Zombie deck—you'll see them when they appear on the top of the
pile). Drawing a Companion card from the Zombie deck replaces
the Zombie card you should have drawn:

- Put the Companion miniature displayed on the card on a
colored Spawn Zone of your choice. The chosen Spawn Zone
token is flipped to its red side and is now active.

- If all Spawn Zones are active, put the Companion miniature in
the Zone (or Spawn Zone) for which the Companion card was
drawn.

Drawn Companion cards are not put in
the Zombie discard pile but are
removed from the game until
someone collects them. Yep, you have
only eight Companions to save. Be
careful! Fleeing Companions can be
taken in the same way as Companion
tokens, giving 5 Adrenaline points to
the Survivor who takes them.

12R 16P

10R 7P

e Stuff to go crazy over. Each Epic
Weapon Crate gives a random Epic
Weapon, among those still available,
to the Survivor who takes it. They can
reorganize their inventory for free.

11V 5P

1P 8P




M16 - YOU GOT THE KEYS?

Hard / 120 minutes

Guns and ammo suve ave useful in a Zombie apocalypse.
Surely. we can find some in this police station. Hold on...
That police car looks pristinel I bet the keys ave
somewhevre in the station. We may even {ind some friends
along the way. I{ we can get this car started. getting
out of heve will be duck souf!

Tiles needed: 3P, 4P, 5P, 10P, 10R, 11V, 12R & 17P.

* OBJECTIVES

Get out! Reach the Exit Zone with all Survivors and the Police Car. Any
Survivor may escape through this Zone at the end of their Turn (or as a
Passenger of the Police Car), as long as there are no Zombies in it.
Note: Losing Companions in this Mission will not result in a loss.

* SPECIAL RULES

¢ | found something different here. Each Objective gives 5
Adrenaline points to the Survivor who takes it.

¢ The precinct office is locked. Survivors may not open the
White Door until they Activate the White Switch. Activating the
White Switch allows any Survivor to open the White Door. The
Survivor who activates the White Switch for the first time also
takes the White Objective and gains 5 Adrenaline points. When
the White Switch is Activated, the White Spawn Zone becomes
active. The White Switch may not be Activated again.

¢ Finding the precinct storage keys. The Green door cannot be
opened until the Green Objective is taken. When the Green Door
is opened, the Green Spawn Zone becomes active. When the

Green Objective is taken, all Survivors gain 5 AP. I

¢ Finding the car keys. The Blue door cannot be opened until
the Blue Objective is taken. When the Blue Objective is taken, all
Survivors gain 5 AP. The Blue Objective is considered as an
equipment by the Survivor taking it, but doesn't occupy an
inventory slot. It can be traded like an Equipment.

¢ Do you know how to drive? The Police Car can only be driven
after the Survivor owning the Blue Objective enters it, either as
the Driver or as a Passenger.

® Those guys were tough! When Searching the Police Car, draw
cards until a weapon card is drawn, discarding all other cards.
Any Aaahh!! card drawn interrupts the search and triggers the
appearance of a Walker as usual.

e These people may help us escape. Ve
Shuffle 2 Gunman, 2 Handyman, 2 Searcher, 12R 11v !

and 2 Sniper Companion cards into the

Equipment deck. Any kept Companion card

awards the Survivor who found the 17P 10R
Companion card 5 Adrenaline points.

* These look as pristine as the cop car. 4P 3P
Each Epic Weapon Crate gives a random
Epic Weapon, among those still available, to
the Survivor who takes it. They can
reorganize their inventory for free.

10P 5P

Survivor

Starting Zone
¥ ,h .

| T
Epic Weapon spawn  1x |[S[@§N]
Crates Doors Zones e s
Objectives (5AP)

EXT (& £

PIic;ar - Exit Open  Switch
(can be driven with Zone Door
the Blue Objective)

r=
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M17 - COMMON ENEMIES
Hard / 120 minutes

Grudges may be carvied beyond veason. even
thvoughout a zombie apocalypse. Anger. and the
growing scavcity of vesources. have rveignited the
spavk of war between old vivals. They made a veal
mess in the avea. cvashing cavs all avound the place
and fiving everything they had at each other. Now.
the streets ave on firve and these idiots ave
stranded in an abandoned building. survounded by
zombies. We have to s+o? this petty wav ri0k+ now,
ov they will get killed!

We all have common epemies pow.

SP 9P
Tiles needed: 3P, 5P, 9P, 10P, 11R, & 12R.
* OBJECTIVES 11IR 3P
Rescue your next friends. Accomplish the
Objectives in this order to win the game. 12R 10P

1- Rescue the cop and the thug. Take the White
Objective (see Special Rules).

Epic Weapon
Crates

=
AHI—
2
Survivor = -
Starting "7_51
Objectives Spawn

l (5AP) Zones Ej
Prison main D D Exit

Entry Door Doors Zone

White Prison Muscle Car Police Car "
Entry Door (cannot driven) (cannot driven)

2- Evacuate! Reach the Exit with all Survivors.
Any Survivor may escape through this Zone at
the end of their Turn as long as there are no
Zombies in it.

* SPECIAL RULES

e Flaming cars. Survivors cannot enter or cross
a Zone with a car token in any way (with the
Jump or Sprint Skills, for example). Zombies are
not affected by this rule. Of course, cars cannot
be used or Searched.

e Rescue material. Each Objective gives 5
Adrenaline Points to the Survivor who takes it.

- Taking a Red Objective also grants the Survivor
a fire extinguisher. Place the Objective token on
the Survivor's Dashboard. It doesn't take up an
inventory slot. By spending 1 Action at Range 1
from a car, a Survivor may use it to put out the
flames. Discard both the Red objective token
from the Survivor's Dashboard and the car token.
The Zone the flaming car occupied can now be
entered or crossed normally.

- The Blue door cannot be opened until the Blue
Objective has been taken. The Blue Spawn Zone
becomes active as soon as the Blue Objective is
taken. Then, remove the Spawn Zone token next
to the Survivor Starting Zone.

- The White door cannot be opened until the
White Objective has been taken. The White
Spawn Zone becomes active as soon as the
White Objective is taken. Then, remove the
Spawn Zone token straddling tiles 3P and 10P.

e We found them. When a Survivor takes the
White Objective, they may pick any two
Companion cards from the Equipment deck, then
shuffle the deck. The new Companion cards do
not grant additional AP.

e Weapons of a new era. Each Epic Weapon
Crate gives a random Epic Weapon, among those
still available, to the Survivor who takes it. They
can reorganize their inventory for free.




M18 - BELLE'S BUMRUSH

Medium / 90 minutes

“We MUST a0l It's huge!l Full of
BOXESI Ful?o.(...o.(... 'Hu‘has! No one ever
goes theve. Everybody was turned into
zombies in the fivst houvs. Can you
imagine what we could find in a
wavehouse that big. from the big. big.

big e-commevce Am... ~

OK. Belle. We'll go- But remember,
other suvvivors have tvied and were
{orced to vetveat, leaving everything
behind ... ~

“Even better! Move things for usl
Imagine.. We just bumvush the placel
We appear suddenly. vush for the boxes.
and Qeg away befove the zombies veact.
It's a plan! Let's gol Let's Gol
LET'S 600000!!

12V 12P

10P SR

4P 11V

Tiles needed: 4P, 9R, 10P, 11V, 12P & 12V.

- OBJECTIVES

Bumrush. Accomplish the Objectives in this
order to win the game:

1- Get all Epic Weapon Crates.

2- Exit with all Survivors. Any Survivor
may escape through any eligible street
Zone (See Bumrush Exit Special Rules
below) at the end of their Turn, as long as
there are no Zombies in it.

* SPECIAL RULES

e Setup. Split the Survivors as evenly as
possible between the 3 Starting Zones.

e The Storage Alarm is still Working. The
U-shaped building represents a storage
building. As soon as a door leading inside
this building is opened:

- ALL other doors of this building also open.
- The green and the blue Spawn Zones
become active.

* The Cars are Out of Order. The Muscle
Cars cannot be driven. Each one contains a
single Epic Weapon. Place an Epic Weapon
Crate on top of each Muscle Car. The Epic
Weapon Crate gives a random Epic Weapon,
among those still available, to the Survivor
who takes it. They can then reorganize their
inventory for free.

e Goodies. Each Epic Weapon Crate gives a
random Epic Weapon, among those still
available, to the Survivor who takes it. They
can reorganize their inventory for free.

e Bumrush Exit. Once all the Epic weapon

Crates have been taken, any street Zone on
the edge of the board is considered an Exit
Zone.

Survivor Objectives
Starting Zones (5AP)

= @ H EEg

Doors  Open  Prison main Spawn
Door Entry Door Zones

Epic Weapon
Crates

Muscle Car
(cannot be driven)
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M19 - RECESS

Hard / 120 minutes

Our friends ave trapped inside this prison.
The only way we can all escape is through
the prison yard. The other problem is that
our friends also took the bolt cutters with
them. I guess we need to save them so that
we can get out of heve. and play with theiv

toys. Time for vecess!
Tiles needed: 1P, 2P, 5P, 7P, 9P, 10V, 11R, 12R, & 12V.

+ OBJECTIVES

Save our friends and get to play. Accomplish the
Objectives in any order to win the game:

1- Save all your friends. You must take all 8 Companion
tokens.

2- Find the keys. Take all Objectives until you find the
White Objective.

Then

3- Go play! Reach the Exit with all Survivors and
Companions. Any Survivor and their Companion may

escape through this Zone at the end of his turn, as long as

there are no Zombies in it.

- SPECIAL RULES

e Setup. Place the White Objective randomly among the Red
Objectives, facedown.

e These are not toys, bummer. Each Objective gives 5
Adrenaline Points to the Survivor who takes it. Taking the White
Objective allows any Survivor to open the White Prison Entry
Door. Taking the White Objective also activates the White Spawn
zone.

¢ Friends to play with. Place Companion tokens in the indicated
Zones. Each Companion gives 5 Adrenaline points to the Survivor
who takes him.

e [ts more fun to play with others. Any Survivor with a
Handyman in their inventory, that is standing in a Zone with
Barbwire Fences, may spend 2 Actions to cut a hole in the fence.
Place a Torn Barbwire token in the zone.

e Toys to make your friends jealous. Each Epic Weapon Crate
gives a random Epic Weapon, among those still available, to the
Survivor who takes it. They can then reorganize their inventory
for free.

12V 9P 2P
10V 11IR 1P
12P 7P 5P

Survivor Exit
Starting Zone Zone

ﬂ GXH

White Prison Epic Weapon

Entry Door Crates
L= R
:7—5 ? 1
R
Objectives Spawn
Zones

Companions Doors

(5AP)

[
€




M20 - JUST A NIGHTMARE

Hard / 150 minutes

Night after night. I wake up from this hovrible nightmave. I'm in a
vison. All the doors ave wide open. Zombies ave coming from everywhere.

?[ can't see an exit. No escape. E don't need +o explain how it ends. vight?
Last night. T woke up with an idea. I'm a survivor. I zombicide. I don't
escape Pke zombie invasion. I face it-and it's fun!l This is a zombie
v\ie-:\'l'wlmre, so I dont have to fear it. T will go o bed. face it. and it will
be {un!

Tiles needed: 8P, 12P, 12V, 13P, 14P & 15P.
- OBJECTIVES

You aren't trapped with a bunch of Zombies. They are trapped with you!
Accomplish the Objectives in this order to win the game:

1- Reach the Orange Danger Level with all Survivors. Zombicide time! 12P 13P
2- Find the exit. Take the Objectives until you find the Yellow one. Replace
it with the Exit token. 8P 14P

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. Losing a found Companion will 12V 15P
not cause you to lose this mission.

* SPECIAL RULES

Ak

Survivor
Starting Zone

3x XN 1x RN
Objectives (5AP)

Open Epic Weapon
Doors Crates

B =

Switches

c1e]evel
201898

Spawn Zones

L
e Setup: A prison for your soul. ta“' .

- Place one Yellow and three Red Objectives
randomly, face down. These Objectives can't be taken
until all Survivors have reached the Orange Danger m

YL

Level. Each Objective gives 5 Adrenaline points to the
Survivor who takes it.

- Spawn Zombies in the Dark 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 Dark Zone on the starting tile
(14P).

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

¢ | see rotten people! The Violet 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 Violet Switch to flip the Violet Spawn m
Zone token to its inactive Violet side.

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

Activating a Switch gives 5 Adrenaline points to the
Survivor who activates it, each time they spend an
Action to activate it. A Switch cannot be activated if
the corresponding colored token already shows its
colored side.

e Dream weapons! Each Epic Weapon Crate gives a
random Epic Weapon, among those still available, to
the Survivor who takes it. They can reorganize their ﬁ”!

inventory for free. : -
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M21 - THE RED CAP'S LAIR

Medium / 45 minutes

We had an unusual encounter while looking for
supplies: Red Cap Ben#. a moody guy venowned
for being a havdcore and pavanoid suvvivalist,
came Yo us asking for help. We've always wary
about traps. but we know %eh and saw how much
of a pain it is for him to ask for a favor. It
was clear on his face it was not a lie.

Ben's shelter was assaulted by zombies, and he
left in a hurvy after bavricading it. Three days
has passed and the zombies ave still hanging
avound.

He desperately 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 peed so despevately?

Perhaps this little vaid could earn us the Red
Cap s sympathy. That would prove invaluable.

Tiles needed: 1R, 4R, 11V, & 12R.
* OBJECTIVES

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

- SPECIAL RULES

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

e Looking for... Each Event token gives 5 Adrenaline points to
the Survivor who activates it.

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

e Who knew Red Cap would have these? Each Epic Weapon
Crate gives a random Epic Weapon, among those still available,
to the Survivor who takes it. They can reorganize their
inventory for free.

1R 12R
4R 11V
Survivor Event
Starting Zone  triggers

o« 151

Objectives
(5AP)

Spawn
Zones

Epic Weapon
Crates

Open
Doors

Complete
Barricade

1]2]3
4]5]6

Spawn locators




M22 - MA'S RECIPE

Medium / 60 minutes

Our secvet for suvvival? Ma's vecipe. Ma is Ned's mother. She
taught him many useful things about suvvival. even if I
admit the method to eat larvae was a |itt|le +oo much. She
also left hev secvet vecipe for the ultimate
weapon: Ma's Shotgun. Of course Ned forgot
everything but his mother left the vecipe
in... in her kitchen? Ov in & case. at the
{ull-contact club she was tvaining in. Or it
could be at the v\eiakbor's. next 3oor, ovr she

ave it to the cashier who helped her with

he shopping... well. you know Ned. The kind
of guy to forget his bunker keys on the
inside. We've on the way o explove the
whole street wheve Ma used +o

live +o 9e‘|’ hev "reci?e".

12R 8R

SR 1R

1R 4R

Tiles needed: 1R, 4R, 5R, 8R, 11IR, & 12R.
+ OBJECTIVES

Accomplish the following tasks in this order:

among not-so-useful things: Red Objectives.

1- Where is this damn recipe? The recipe
is represented by the Blue Objective, hidden E

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

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

- SPECIAL RULES
e Set up. Set aside the Ma's Shotgun.

¢ Looking for Ma's recipe. Put the Blue

Objective randomly among the Objectives,
face down. Each Objective give 5

Adrenaline points to the Survivor who takes
it. 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.

¢ These are from a different recipe. Each
Epic Weapon Crate gives a random Epic
Weapon, among those still available, to the

Survivor who takes it. They can reorganize
their inventory for free. E

NOTE: If you are playing with an
Equipment deck that does not include a
Machete or Sawed-off, then before the
game begins, select a Melee and Ranged
weapon that has the Dual symbol as the
ingredients to the recipe.

Survivor Objectives
Starting Zone (5AP)

] EXIT

Doors Exit Zone

1]2]3 puuggess
nEE sl

Spawn Epic Weapon Spawn
ocators Crates Zones
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M23 - CLOSING OPERATION

Hard / 150 minutes

As usual this hospital is a zombie
avadise. The corpses ave
completely dessicated. and you can
hear the moaning from a mile
away. It's like old leather
cveaking. The noise is slowly
dviving us mad. so we ve going to
stop it. The hospital will burn!

Tiles needed: 3V, 5R, 6V, 9R, 10R, & 12V.
+ OBJECTIVES

1- Find the keys to the hospital's doors
and use them. Take the Objectives until

you find the Blue and Pink ones. Use them
to lock both hospital doors.

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

* SPECIAL RULES

e Laboratory equipment. Put the Blue and
Pink Objectives randomly among the
Objectives, face down. Each Objective give
5 Adrenaline points to the Survivor who
takes it.

e 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 Spawning, begin with these Spawn
Zones (if they are activated, of course!),
and finish with the ones with Spawn
locators.

¢ These are not beakers... Each Epic
Weapon Crate gives a random Epic Weapon,
among those still available, to the Survivor
who takes it. They can reorganize their
inventory for free.

Survivor
Starting Zone

bd [l ]

Door Open Doors

3V 2V

1]2]3
6V 8R 4]5]6

Spawn locators

L =x [ o o

Objectives
(5AP)

Epic Weapon

Event
triggers




M24 - THE TUNNEL PART 1

Medium / 180 minutes

We don't know who J.ug
tunrel. and that's guite
iv\'l'n’auiha. We've going down to
ae'l' answers. Who

knows? Theve m‘sH’ be suvvivors
on the other side.

A shelter. friends perhaps... maybe
even {ood!

this

1R

Tiles needed: 1R, 3R, 4R, 6R, 10R & 11V.

- OBJECTIVES

Take all the Objectives. Be careful! You
definitely don't want to fight zombies in a
tunnel.

11V

6R 10R

3R 4R

m ex [[&N s« BN

Survivor Objectives Epic Weapon
Starting Zone (5AP) Crates

bl (4]

Doors Open Doors

1]2]3
4]5]6

Spawn locators

Spawn
Zones

Barricade

The Mission fails as soon as a Zombie
reaches the Player Starting Area.

* SPECIAL RULES

¢ Hey, look what | found! Each Objective
give 5 Adrenaline points to the Survivor
who takes it.

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

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

e These will be great to take into the
tunnel with us. Each Epic Weapon Crate
gives a random Epic Weapon, among those
still available, to the Survivor who takes it.
They can reorganize their inventory for
free.

L]
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M25 - THE TUNNEL PART 2

Hard / 180 minutes

Okay. I admit that exploving the
tunrel was a bad idea. q'urv\s out
this isn't one tunnel but a whole
bunch of underground passages.
And... we 90"’ lost on our way
home. To make matters worse,
zombies ave close on our heels. I
can see some lightl Let's get out.
whevever we ave, and seal this
maze forveverl I prefer finding
my way home in broad daylight.

Tiles needed: 2R, 4R, 7R, 8R, 10V & 12V.

+ OBJECTIVES

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

* SPECIAL RULES

e Oooh shiny! Put the Blue and Pink
Objectives randomly among the Objectives,
face down. Each Objective give 5
Adrenaline points to the Survivor who takes
it. Taking the Blue or Pink Objective grants
the Survivor a Molotov Cocktail. If no
Molotov Cocktail card is available, the
Survivor only gets the experience points.

e Crawling out. As soon as there are at
least fifteen Zombies in a Hole Zone,
Zombies (NOT Survivors) treat this Hole
Zone as a standard building Zone and can
leave it like it's an ordinary Zone (even if by
doing so they reduce the Zombie numbers
in the Hole Zone below fifteen). The Hole
Zone reverts back to its normal status and
rules if it holds less than fifteen Zombie
miniatures.

¢ Noises in the dark. The Blue and the
Pink Spawn Zones are active from the
start.

¢ Fire in the hole! Throwing a Molotov on a
Hole Zone removes the Spawn Zone as well.
The Survivor gets an additional 10
experience points.

e Lets take these home. Each Epic
Weapon Crate gives a random Epic Weapon,
among those still available, to the Survivor
who takes it. They can reorganize their
inventory for free.

10V 2R

4R 8R

7R 12V

il m -

Survivor Event Epic Weapon
Starting Zone triggers Crates

@ [z EE
e B8
28 -

Open Doors

Objectives

Spawn
Spawn locators (5AP) Zones

i




M26 - THE CLEANERS
Medium / 120 minutes

The town is getting move dangevous, and the
supplies move scavce. by the week. We decided
to ask avound if anyone wanted to go with us to
anywheve else. and ike trip has been good so
{fav. That is, until now. The dispensary shelter
has been attacked and {ailed +o vesist. The
bodies ave still warm, and we heavr zombies
moaning behind the bavved windows. We have
to clean this fluCe. I{its y\o+ for fo"’ewh'al
survivors trapped inside. it's for vengeance.
Zombicidel

Tiles needed: 1R, 6V, 10V, & 12R.

-

- OBJECTIVES

1- Explore the area. Trigger all the Event Triggers.

2- Secure the area. Build a complete barricade on every open
door. You win the Mission if there are no Zombies left in the
building (even in the Hole Zones).

- SPECIAL RULES

¢ Pleasant surprises. Each Objective gives 5 Adrenaline
points to the Survivor who takes it. Put the Blue Objective
randomly among the Objectives, face down. The Survivor taking
the Blue Objective gets the La Guillotine Equipment card for
free. Survivors taking Red Objectives get a random Companion
card (without additional adrenaline gain) and its matching
Companion miniature for free.

e Danger Zones. All Spawn Zones are active at the start of the
game.

e Construction permit. Barricades can be built on both the
Blue and Pink Spawn Zones and on every open door (even the
closed one if you open it during the game). Each colored Spawn
Zone is discarded as soon as a barricade is built upon it.

¢ Not usually found in a dispensary. Each Epic Weapon Crate
gives a random Epic Weapon, among those still available, to the
Survivor who takes it. They can reorganize their inventory for
free.

12R 6V
1R 10V
Survivor Event .
Starting Zone  triggers

> |21
t

Objectives
(5AP)

Spawn
Zones

Epic Weapon
Crates

Door Open Door
HEE]
4]5]6

Spawn locators

O b @ 2
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M27 - PLACE YOUR BAITS

Medium / 90 minutes

We've just opened a way to a hospital section we didn't see
beforve. This explains the vandom zombie encounters we've had
the past few days. and the huge A-Bomb we saw yesterday
movhing near the mall. We've sure the monster is lurking
avound. along with what vemains of the infected army we
decimated to secuve the vest of the avea. Fortunately. we
found a nice trap. All we have +o do now is go deeper into this
gloomy aisle. luve out the A-Bomb. and live o see another day.
Child’s play.

Tiles needed: 1V, 2V, 5V & 10V.
+ OBJECTIVES
1 - Explore the Abomination’s nest. Activate all the Event Triggers.

2 - Trap your prey. Make the A-Bomb Abomination fall in the Hole Zone
on tile 10V.

* SPECIAL RULES

¢ Things that have to be done. Each Objective gives 5

Adrenaline points to the Survivor who takes it. 5 v

e Better than cheese. Shuffle 2 Gunman, 2 Handyman, 2
Searcher, and 2 Sniper Companion cards into the
Equipment deck. Any kept Companion card awards the
Survivor who found the Companion card 5 Adrenaline
points.

e Allons enfants de la patrie. Any Survivor taking the 1v
Epic Weapon crate on tile 5V takes a La Guillotine card
instead of an Epic Weapon card.

e Waiting for the bomb to drop. Until all Event Triggers

are activated, replace all spawning A-Bomb Abominations

with a Skinner Brute and two Skinner Walkers. 2 v
- As soon as the last Event Trigger is activated, place an

A-Bomb Abomination in the mortuary Zone of tile 5V.

¢ | knew | forgot more than my socks. Each Epic Weapon
Crate gives a random Epic Weapon, among those still

available, to the Survivor who takes it. They can reorganize
their inventory for free.

%

'ﬁ ax Z

Survivor Objectives Epic Weapon A-Bomb Spawn
Starting Zone (5AP) Crates location

1]2]3
nEE EEEEE .

Spawn locators Spawn Zones triggers

-




M28 - THE PARKER
EXPERIENCE

Hard / 120 minutes

We never veally wondered why
brutes weve, well. brutes, ov how
they became the zombies’
undevbosses, but Parker does.
Everyone ouessed they weve bullies
of some kind when human, and
the infection simply strengthened
this aspect of their pevsonality.
Why, then. Parker asks, are they
lavger and bulkier. and how do
they attvact walkers to them?
Now I can't help but think about
it every time I see a brute. I'm
suve we all do. That s why we've

oing to help Parker to trap a
gev/ brutes for experimentation. I
just don't want +o see the probes
she will use. No, no.

Tiles needed: 3V, 5R, 6V, 9R, 10R, & 12V.
+ OBJECTIVES

1- Get a few Brutes for Parker to toy
with. At least four Skinner Brute
miniatures, and Skinner Brutes only, are in
the Hole Zone of tile 12V (“Brute trap”).

2- Clear the Lab. There are no Zombies
on tile 3V.

* SPECIAL RULES

e Laboratory equipment. Each Objective
gives 5 Adrenaline points to the Survivor
who takes it. The Blue and Pink doors
cannot be opened until the corresponding
Objectives have been taken.

e Here is your scientific team. Place 2
Gunman, 2 Handyman, 2 Searcher, and 2
Sniper Companion miniatures in the
indicated Zone. They can be taken in the
same way as Companion tokens, giving 5
Adrenaline points to the Survivor who takes
them.

e The armory's prize. Set the La Guillotine
card in the marked Zone. Any Survivor
taking the Epic Weapon Crate in this Zone
takes this instead of an Epic Weapon card.

® Hospital invasion. The Spawn Zone on
tile 3V doesn't have a Spawn locator.

e These are not beakers... Each Epic
Weapon Crate gives a random Epic Weapon,
among those still available, to the Survivor
who takes it. They can reorganize their
inventory for free.
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M29 - CAMP NIGHTMARE

Hard / 150 minutes

Each time we get +o a new arvea. we do our best +o
explove thovoughly. just fo aveid unwanted competition
and nasty suvprises. We found a great place to vest
for a few weeks, but theve is a camp nearby that gives
me the crveeps. There are dvied cadavers and Blooi
traces everywhere. I guess many

wounded people from the hospital a few

blocks away came heve. and things got 11V 7V
nasty. Whatever. Night will fall soon. we
{found a nice place. and we have to 12R 10R

secuve the avea. Let's do it guick and

et some sleep.
Wait. Something just moved. and it 8V 9v
wash't a zombie. Ave some living

people k(’aliv\g theve?

3 - = = 9
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Survivor Objectives
Starting Zone (5AP)

N - ? BB
Doors Open Event
Door triggers

086 F - B gy
E]EE Exit Epic Weapon  spawn

Spawn locators Zone Crates Zones

Tiles needed: 7V, 8V, 9V, 10R, 11V & 12R.

+ OBJECTIVES

1- Find the inhabitants. Each “X"
indicates where you have seen something
moving. Take Objectives until you find the
six Companions.

2- Retreat with your new friends.! Reach
the Exit with the six Companions. Any
Survivor (and his Companions) may escape
through this Zone at the end of his turn, as
long as there are no Zombies in it.

* SPECIAL RULES

e Something is moving. Put the Blue and
Pink Objectives randomly among the
Objectives, face down. Each Objective give
5 Adrenaline points to the Survivor who
takes it.

- Taking a Red Objective grants the
Survivor a random Companion card
(without additional Adrenaline gain) and its
matching Companion miniature.

- Taking the Blue Objective activates the
Blue Spawn Zone. The Blue Door cannot be
opened until the Blue Objective has been
taken.

- Taking the Pink Objective activates the
Pink Spawn Zone. The Pink Door cannot be
opened until the Pink Objective has been
taken.

e Pull the trigger. Activating the first
Event Trigger in the game activates all
Event Triggers on the board as well. Reveal
all the tents and spawn in them.

¢ Friends are great but these are better!
Each Epic Weapon Crate gives a random
Epic Weapon, among those still available, to
the Survivor who takes it. They can
reorganize their inventory for free.




M30 - NED'S KEY

Hard / 180 minutes

At last. Three years after the initial
outbreak, Crazy Ned finally has a clue about
his bunker key's wheveabouts. He's almost suve
he left it with his antiguarian {riend to get
a duplicate made. just in case he might. you
know., lose i+.

Could the mystery be finally solved?

Tiles needed: 1R, 2R, 4R, 5R, 7R, 9R, 10R, 11V & 12V.

- OBJECTIVES

1 - Find a way to enter the antique shop. In fact, thereis
only one way in: find the shop's key. Ned has marked red
“X"s where it might be hidden. Take the Red Objectives
until you find the Blue one.

2 - Take Ned's duplicated key. Take the Pink Objective.

3 - Go back home with Ned's key. It may not open the
bunker, but you sure had fun finding it! Reach the Exit 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.

4R 1R 9SR

* SPECIAL RULES

e Keys. Keys? KEYS! Each Objective gives 5 Adrenaline points
to the Survivor who takes it. Put the Blue Objective randomly
among the Red Objectives, face down. The Blue door cannot be
opened until the Blue Objective has been taken.

e Will these people make it to the bunker? Shuffle 2 Gunman, 2
Handyman, 2 Searcher, and 2 Sniper Companion cards into the
Equipment deck. Any kept Companion card awards the Survivor
who found the Companion card 5 Adrenaline points.

¢ Infected trampling. The Spawn Zone on tile 10R doesn’t have a
Spawn locator and activates after numbered Spawn Zones.

e Zombies overflow. As soon as there are at least fifteen
Zombies in a Hole Zone, Zombies (NOT Survivors) treat this Hole
Zone as a standard building Zone and can leave it like it's an
ordinary Zone (even if by doing so they reduce the Zombie
numbers in the Hole Zone below fifteen). The Hole Zone reverts
back to its normal status and rules if it holds less than fifteen
Zombie miniatures.

e Unearthed treasures. Each Epic Weapon Crate gives a random
Epic Weapon, among those still available, to the Survivor who
takes it. They can reorganize their inventory for free.
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EACH ROUND BEGINS WITH:

O1 - PLAYER PHASE

The player with the First Player token activates all of their
Survivors, one after the other, in any order. When they're
done, the next player's Turn begins. Play clockwise. Each
Survivor has 3 Actions to spend, chosen from the following
list. Unless otherwise stated, each Action may be performed
several times per Activation.

e MOVE:
Move 1 Zone (spend extra Actions if there are Zombies in the
starting Zone).

e SEARCH (1 x per Turn)
In a building Zone free of Zombies only. Draw a card from the
Equipment deck.

e OPEN DOORS:

The Survivor uses Door-opening Equipment to open a door in
their Zone. No roll is required.

NOTE: Open Doors cannot be closed again.

e REORGANIZE/TRADE:

The Survivor can reorganize the cards in their inventory in
any way the player wishes. The Survivor can simultaneously
exchange any number of cards with 1 other Survivor currently
in the same Zone. This other Survivor may reorganize their
own inventory for free.

e COMBAT ACTION:
Melee Action: Equipped Melee weapon required.
Ranged Action: Equipped Ranged weapon required.

e TAKE OR ACTIVATE AN OBJECTIVE in the
Survivor's Zone. If taking an Epic Weapon Crate, pick a card
from the Epic Weapon deck.

e MAKE NOISE: Put a Noise token in the Survivor's Zone.

® DO NOTHING: All remaining Actions are lost.

WHEN EVERY PLAYER HAS FINISHED

02 - ZOMBIE PHASE

STEP 1: ACTIVATION

Each Zombie activates and spends its Action on either an
Attack or a Move, depending on the situation. Resolve all
the Attacks first, then all the Moves. Each Zombie performs
either an Attack OR a Move with a single Action.

e ATTACK:

Each Zombie in the same Zone as Survivors performs an
Attack. A Zombie's Attack is always successful and does
not require any die rolls.

e MOVE:

The Zombies that have not Attacked use their Action to
Move 1 Zone toward Survivors.

NOTE: Runners get 2 Actions, so they can attack twice,
attack and move, move and attack, or move twice.

STEP 2: SPAWN

Using Zombie Spawn tokens, the Mission maps show where
Zombies appear at the end of each Zombie Phase. These
are the Spawn Zones.

e The Starting Spawn Zone is always the first one to
spawn.

e Always draw Zombie cards for all Spawn Zones in a
clockwise order starting with the Starting Spawn Zone.

e Zombies spawn following the highest Danger Level
among Survivors (Blue, Yellow, Orange, or Red).

03 - END PHASE

® Remove all Noise tokens from the board.
e The first player hands the First Player token to the player
to their left. Another Game Round then begins.

When several targets share the same Targeting Priority Order, the players choose which ones are eliminated first.

TOXIC BRUTE/TOXIC ABOMINATION

2 BESERKER BRUTE/BRUTE/SKINNER BRUTE/ABOMINATION 1 2/3 1/5
3 TOXIC WALKER 1 1 1
4 BESERKER WALKER/SEEKER/SKINNER WALKER/WALKER 1 1 1
5 TOXIC RUNNER 2 1 1

6 BESERKER RUNNER/RUNNER/SKINNER RUNNER 2 1 1
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