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STRATEGY TO TRAP, DECEIVE, AND STAE YOUR
OPPONENTS. BUT BEWARE, DEATH IS NOT THE END: YOUR PAWNS
SHALL RISE AGAIN AS ZOMBIES UNDER YOUR COMMAND! WHO
WILL BE THE LAST NON-ZOMBIE STANDINGP

OBJECTIVE
ELIMINATE ALL OPPONENTS AND BE THE LAST NON-
ZOMBIE SURVIVOR.
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SETUP

SHUFFLE AND RANDOMLY PLACE THE 9 MAP BLOCKS ON THE
TABLE, JOINING THEM AS YOU SEE FIT. THE MAP EBLOCKS
CANNOT BE SUPERIMPOSED OVER EACH OTHER. YOU CAN LEAVE
EMPTY SPACES BETWEEN THEM, BUT AT LEAST ONE SIDE OF
EACH MUST BE JOINED TO ANOTHER MAP BLOCK. BE SURE
THAT YOU HAVE AT LEAST TWO OF THE GREEN +Ix] CARDS
TILES (SEE THE HEXES ON THE MAP PARAGRAPH - PAGE 14)
SHOWING ON THE COMPLETED BOARD.

ACCORDING TO THE NUMBER OF PARTICIPANTS, SHUFFLE THE
HERO CARDS AND HAND THEM OUT FOLLOWING THIS MODEL:

Z PLAYERS: 3 HEROES PER PLAYER
3 PLAYERS: 2 HEROES PER PLAYER
4 PLAYERS: | HERO PER PLAYER
5 PLAYERS: 1 HERO PER PLAYER
6 PLAYERS: | HERO PER PLAYER

PLACE EACH HERO CARD ON A BLACK STAND. YOU JUST CREA-
TED A HERO PAWN.

EACH HERO CARD HAS A BACKGROUND COLOR THAT INDICATES
THE COLOR OF 1TSs BIRTH PORTAL ON THE MAP. WHERE YOU
HAVE TO PLACE THE PAWN AT THE BEGINNING OF THE GAME.



SETUP
FOR EACH OF YOUR HEROES, TAKE THE CORRESPONDING
ZOMBIE CARD AND PLACE IT ON A RED STAND. YOU JUST
CREATED A ZOMBIE PAWN. PLACE IT ON THE TABLE NEXT TO
You.
EACH HERO HAS 3 HEALTH POINTS, REPRESENTED BY THE 3
RED HEART CARDS WHICH ARE USED AS A REMINDER OF THE
PAWN'S HEALTH. PLACE THE 3 RED HEART CARDS NEXT TO
EACH ZOMBIE PAWN.
PLACE ALL OF THE CHANCE CARDS TOGETHER AND SHUFFLE
THEIR DECK. AFTER THIS, DISTRIBUTE 1 CHANCE CARD PER EACH
PAWN; IF IT'S AN EVENT CARD, THE PAWN TO WHICH ITS ASSIG-
NED WILL HAVE TO IMMEDIATELY FOLLOW THE WRITTEN INDICA-
TIONS (SEE THE CHANCE CARDS PARAGRAPH - PAGE 15).

SETUP EXAMPLE
(2 PLAYERS GAME)

TURN ORDER

THE PLAYER WHO CONTROLS THE HERO “MOFFEE*
(RECOGNIZABLE BY HIS RED BACKGROUND) ALWAYS STARTS FIRST.
THE TURN THEN MOVES CLOCKWISE.



ACTIONS X TURN

ON YOUR TURN YOU MAY DO ANY OR ALL OF THE FOLLOWING IN
ANY ORDER:

® PUSH - eacH pawn (HERO OR ZOMBIE) MAY PUSH ONE
ADJACENT OPPONENT INTO ANY UNOCCUPIED HEX (ADJACENT
TO THE SAME OPPONENT);

® INFECT - EACH ZOMBIE PAWN MAY INFECT ONE ADJACENT
HERO PAWN (SEE THE ZOMBIE PARAGRAPH - PAGE 12);

® PILAY CHANCE CARD - eacH pawn (HERO OR ZOMBIE)
CAN PLAY CHANCE CARDS (SEE THE CHANCE CARDS
PARAGRAPH - PAGE 15);

® MOVE - ONE (AND ONLY ONE) OF YOUR
PAWNS (HEROES OR ZOMBIES) MAY MOVE
TO AN ADJACENT UNOCCUPIED HEX;

o“oa
NORMAL MOVE:

1 ADJACENT HEX €3 { ]

PER TURN eeeoa

AFTER EACH HERO PAWN MOVEMENT, THE PLAYER PICKS A
CARD FROM THE CHANCE DECK AND CHOOSES WHETHER TO
USE IT IMMEDIATELY OR KEEP IT FOR LATER.

MOVING A ZOMBIE PAWN DOESN'T GRANT YOU A CARD FROM
THE CHANCE DECK;

NOTES:

® CHANCE CARDS CAN BE USED BOTH BEFORE AND AFTER
YOUR PAWN MOVES;

© MOVEMENT GRANTED FROM A CHANCE CARD DOESV'T
ERANT YOU A CARD FrROMr THE CHANCE DECK.



ZOMBIE
FOR EACH INJURY YOUR HERO PAWN SUFFERS, REMOVE ONE OF
THE RED HEART CARDS THAT ARE KEPT NEAR YOUR ZOMBIE
ALTER-EGO. WHEN THERE ARE NO MORE RED HEART CARDS
FOR A clVEN HERO PAWN, IT BECOMES A ZOMBIE, AND wiLL
HAVE TO BE SWITCHED WITH A ZOMEIE PAWN, DISTINGUISHED
8Y ITS RED BASE.

INFECTION EXAMPLE

DURING YOUR TURN, EACH OF YOUR ZOMBIE PAWNS can
INFECT ONE HERO PAWN wHICH STANDS ON AN ADIACENT TILE.



ZOMBIE

WHEN A ZOMBIE PAWN INFECTS A HERO PAWN, PLACE AN
INFECTED HEART NEAR THE HERO'S RED HEART CARDS.AT
THE BEGINNING OF EACH TURN OF THE PLAYER THAT CONTROLS
THE INFECTED HERO, ADD ONE INFECTED HEART. ONCE YOU
HAVE 3 INFECTED HEART CARDS, THE HERO PAWN 8ECO-
MES A ZOMEIE AS SOON AS THE PLAYER'S TURN ENDS.

THE INFECTION CAN BE AVOIDED OR HEALED BY SOME CHANCE
CARDS.

ZOMBIE REMINDER

o sovive A ZOMBIE PAWN DoEsV'T erANT YoU A CHANCE
CARD;

o ZOMBEIES cav UsE CHANCE CARDS IF THEY OWN THEM
ALREADY;

© ZOMBIES can Pick CHANCE CARDS IF THEY MOVE OVER A
+Ix] CARDS TILE;

@ /F A ZOMB/E REACHES A REBIRTH PORTAL 77LE OF THE
SAME COLOR AS THE ONE SHOWN IN THE TOP LEFT OF ITS
CARD, /T COMES BACK TO LIFE AND BECOMES A HERO AGAIN,
w17 1 RED HEART.



HEXES ON THE MAP

RED LINE FLOOR: STONE FLOOR: SIMPLE
UNWALKABLE TILE. WALKABLE TILE.

TRAP HEX:
SIMPLE WALKABLE TILE. WHEN A PAWN MOVES
ONTO OR PASSES OVER
THIS TILE IT IS INJURED
AND LOSES ONE RED
HEART.

X2 MOVE: MOVING ONTO THIS
TILE ALLOWS AN ADDITIONAL
MOVEMENT. NO CHANCE CARDS
ARE GRANTED FOR ADDITIONAL

MOVEMENTS.




HEXES ON THE MAP

+IX] CARDS TILE: MOVING ONTO
THIS TILE GRANTS YOU AS MANY
CHANCE CARD AS WRITTEN ON
THE HEX.

NOTES:

® /F YOU END YOUR PAWN'S MOVEMENT ONTO A +1X] TILE you
witt ceT X1 CARDS AnD YOUR PAWN WILL BE INSTANTLY
TELEPORTED TO /75 BIRTH PORTAL;

® /1 You move ovier A ¥1X1 TILE wiTsouT ENDING ON IT. YOU
WILL TAKE NO CARDS AND NO TELEPORT WILL HAPPEN;

o e +Ix] CARDS sovus cav BE USED OMLY ONCE PER TURN.

PORTAL: HERE IS WHERE THE
PAWNS ARE BORN, OR REBORN.

NOTES:

o /£ 4 ZOMBIE PAWN reacwes 7HE REBIRTH PORTAL
INDICATED BY THE COLOR ON THE UPPER LEFT OF /TS CARD,
1T 1S BORN AGAIN AS A HERO mwiT#/ | RED HEART, v 7HAT
cASE REMOVE THE ZOMBIE PAWN AND REPLACE IT WITH A
HERO PAWN. wricH witl HAVE TO BE PLACED ON HIS
BIRTH PORTAL;

® 4 ZOMBIE PAWN ANV CHOOSE TO 60 OVER A
PORTAL WITHOUT BEING REBORN AS A HERO.



CHANCE CARDS
THE CHANCE CARDS ARE DIVIDED IN 3 TYPES

ATTACK: ATTACK CARDS CAN ONLY BE USED DURING
YOUR TURN, BEFORE OR AFTER MOVING A PAWN
DEFENSE: DEFENSE CARDS CAN BE USED AT ANY TIME,
EVEN DURINE AN OPPONENT'S TURN, IN REACTION TO AN
ACTION: ATTACK, ZOMBIE BITE, GUNSHOT, ETC.

HAPPENS AS SOON AS YOU TAKE THEM. YOU HAVE TO
IMMEDIATELY EXECUTE THE INSTRUCTIONS WRIT-
TEN ON THE CARD.

. EVENT: EVENT CARDS DESCRIBE SOMETHING THAT

EACH PLAYER CAN HAVE A MAXIMUM OF CHANCE CARDS EQUAL
TO THE SUM OF ALL THE RED HEARTS HIS PAWNS HAVE, UP TO
A MAXIMUM OF 5. EVERY EXCEEDING CARD WILL HAVE TO BE USED
OR DISCARDED BEFORE THE END OF THE PLAYER'S TURN.

ACTION RADIUS
EAcH ATTACK or DEFENSE CARD HAS A MAXIMUM
ACTION RANGE, EXPRESSED BY THE NUMBER OF HEX
TILES DRAWN ON ITS BOTTOM.
THE HEX COUNT STARTS FROM THE PAWN WITH WHICH YOU WANT
TO USE THE CARD.

EXAMPLE: A SINGLE HEX MEANS THE ACTION CAN IMVOLVE ONLY
TILES ADJACENT TO THE PAWN USING THE CARD; £ HEXES MEAN
THAT YOU CAN REACH UP TO Z TILES FROM THE PAWN; 3 HEXES
MEAN YOU CAN REACH UP TO 3 TILES FROM THE FAWN.



How TO wiN
THE WINNER IS THE PLAYER WHO HAS ONE OR MORE HERO
PAWNS WHEN THE OTHER PLAYERS HAVE NONE.

BEFORE YOU CAN DECLARE A WINNER, A FULL-ROUND MUST BE
COMPLETED, MEANING THAT THE PLAYER BEFORE THE ONE
HOLDING MOFFEE PLAYED LAST AND HIS TURN HAS ENDED.

IN THE CASE ALL PAWNS ARE TURNED INTO ZOMBIES WHEN THE
ROUND ENDS, THE GAME CONTINUES, AND THE WINNER IS THE
FIRST ONE THAT MANAGES TO REVIVE ONE OF HIS PAWNS.

FAQ
o CAN | INFECT A HERO WITH MY ZOMBIE AND THEN MOVE
ANOTHER ONE OF MY PAWNS IN THE SAME TURN?
YES, IF IT'S YOUR TURN AND YOUR ZOMBIE IS ADJACENT TO
THE PAWN YOU WANT TO INFECT.

o WHAT HAPPENS WHEN MY PAWN HAS NO MORE RED
HEARTS?
IT BECOMES A ZOMBIE AND MUST BE SWITCHED IMMEDIA-
TELY.

® WHEN MY PAWN HAS 3 INFECTED HEART CARDS, DOES
IT BECOME A ZOMBIE IMMEDIATELY. OR DOES IT WAIT
THE NEXT TURNP
IT BECOMES A ZOMBIE AS SOON AS YOUR TURN ENDS.

e IF I'M TELEPORTED BACK TO My BIRTH PORTAL suT
IT'S ALREADY OCCUPIED. WHERE SHOULD | PLACE MY
PAWN?

PLACE IT ON ANY OF THE PORTAL'S ADJACENT TILES.



